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SCRYE “PRESENTS 
Your gmdegto gamIng In Middle- earth 

I was introduced to ].R.R. Tolkien’s Middle-earth by my 6th grade English 
. teacher, who read the first chapter or two of The Hobbit out loud to the wholeclass. 
‘v , l was already reading fantasy on my own -- most notably CS. Lewis’ Narnia books 

and Lloyd Alexander’s Chronicles of Prydain — so I.was hooked. As sodn as I could 
get my hands on a copy, I devoured the rest of the tale, then went in search of more. 

. ' I  wasn‘t quite readyyet for The Lord of the Rings; it took me two attempts before I 
‘_ got through Fellowship of the Ring. But these and other great books (and a big thank, 

you to the city of Madison, Wis, for establishing an excellent public library system) 
. gave (me a solid grounding in the conventions of fantasy adventure before I ever 

,7 S, heard of role-playing games. I picked up on that hobby in high school, and I’ve 
:- continued playing fantasy games on a regular basis ever since. Being active in the 

gaming hobby meant I heard about Magic: The Gathering shortly after the game was 
. introduced so now I never have to worry about what to do if I have free time or 
5 ' money — a quick trip to my friendly local gaming store is all I need! ~ , - 
‘f The announcement of a live-action Lord of the Rings movie was cause for 

.. . excitement and apprehension among fans of the books: excitement at the thought 
i that the 20th century’s most influential work of fantasy might actually come to life 

,1 . on the big screen — and caution because» of all the times we’ve been disappointed 
" , by film adaptations. As the release date grew closer and more information about the 

. film was released, the excitement started overshadowmg the apprehension. And a 
.I new round of games based on The Lord of the Rings started to appear, as well. 

The first Lord of the Kings movie — in addition to delightn legIons of Tolkien 
fans — introduced a whole new audience to Tolkien’s 'work. One member of that 
new audience was sitting several rows behind me the first time I saw the film. As 
the credits started to roll, I heard that person ask, softly but with intensity, “What? 
What’s this? Is there an intermission?” That person’s companions quickly explained 
just how long an “intermission” there was going to_beSbefore th'énexf part of the ' 

, story. Just about everyone I know heard a similar re'action ing-the movie theaters the 
. , firsttimetheysawthefilm, too. , 

l , . Now, that long intermission is almost over. While we wait. 
> a, , 1 ..l_et’s play a game! 

. ' ' joyce Greenholdt 
E-MAIL: sci-yemadlokrauseoom 
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MODERN FANTASY BOOKS AND GAMES HAVE 
ROOTS I N  TOLKIEN S MIDDLE EARTH 

byjm ( ( (in ( nholrli 

The creators and players of all types of fan- 
tasy games, from collectible card games to 
role-playing to miniatures, owe a tremendous 
debt to writers of fantastic fiction. From the 
sword-and-sorcery adventures penned by the 
likes of Robert E. Howard to today’s best-sell- 
ing Harry Potter series by].K. Rowling, these 
writers, and the worlds they‘ve created, have 
inspired fans to re-create the settings in game 
form and to build their own fantasy worlds to 
play in. But no writer has had such a profound 
effect on fantasy — and by extension, our 
hobby — as J.R.R. Tolkien. 

Tolkien began creating the world of Mid- 
dle-earth after serving in World War I, and 
continued to expand his creation for the rest 
of his life. A scholar in early forms of the 
English language, Tolkien‘s linguistic knowl- 
edge played a key part in his world-building, 
which included inventing languages for the 
denizens of his world, as though the stories 
that were eventually published had been trans- 
lated from some older original work. 

His first published fiction was The Hobbit, 
or There and Back Again. It was set in Middle- 
earth before the events chronicled in The Lord 
'of the Rings trilogy, which was published in 

. 1954 and 1955. Most of the rest of his Middle— 
earth tales weren‘t published until after his 
death in 1973. It wasn’t until the mid-to—late 
’605 that Tolkien's works became hugely popu- 
lar, particularly in America. The novels 
became part of American popular culture, and 
especially struck a chord with the already 
existing fans of science-fiction and fantasy. 

At that time, gaming as a hobby consisted 
mainly of historical miniatures enthusiasts 
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and wargamers. Some began to experiment 
with adding fantasy elements to medieval- 
period games, leading directly to the creation 
of Dungeons 6y Dragons in the early ’705 and 
role—playing games as a whole new kind of 
game. SP1 released an enormous War of the 
Ring boxed game in 1977 — essentially a 
wargame played on a hex map with die-cut 
cardboard counters. The map was of Middle- 
earth, and the units were the Orcs and Elves 
and other players from the books. You can 
still find copies of the game on eBay, but 
expect to shell out a hundred bucks or more 
if you want a copy. 

In addition, more people who were intro- 
duced to fantasy fiction by Tolkien‘s books 

From hex-and-counter wargames 
to the latest videogame technology ‘ 
(right), The Lord of the Rings and 
the world of Middle—earth has 
inspired game designers for decades. 
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respectively of the first U. S. paperback editions ( released in 1965). The cover paintings are by]. R. R. 
Tolkien himself: The Hills: Hobbitan-across-the—Water for Fellowship of the Ring; Fungorn for The 
Two Towers; and Barad-Dfirfar The Return of the King. 

also went on to try other fantasy fiction, and 
many tried out the new fantasy games, as well. 
As gaming developed as a hobby, more and 
more fantasy worlds were created for all kinds 
of games. Virtually all of these worlds owe at 
least something to Tolkien’s creation and his 
methods of building an imaginary world and 
giving it substance and internal consistency. 

Less than 10 years ago, another new kind 
of game was introduced in our hobby — the 
collectible card game. Magic: The Gathering is 
set in the fantasy world of Dominaria, a world 
populated by humans, dwarves, elves, ores, 
and other creatures even Tolkien never 
envisioned. But it’s still part of his legacy. 
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play' 1n. But no writer has had such a profound 
effect on fantasy — and by extension, our 
hobby — as J.R.R. Tolkien. 

Tolkien began creating the world of Mid- 
dle-earth after serving in World War 1, and 
continued to expand his creation for the rest 
of his life. A scholar in early forms of the 
English language, Tolkien’s linguistic knowl- 
edge played a key part in his world-building, 
which included inventing languages for the 
denizens of his world, as though the stories 
that were eventually published had been trans- 
lated from some older original work. 

His first published fiction was The Hobbit, 
or There and Back Again. It was set in Middle- 
earth before the events chronicled in The Lord 
'of the Rings trilogy, which was published in 

. 1954 and 1955. Most of the rest of his Middle- 
earth tales weren’t published until after his 
death in 1973. It wasn’t until the mid-to-late 
’60s that Tolkien’s works became hugely popu- 
lar, particularly in America. The novels 
became part of American popular culture, and 
especially struck a chord with the already 
existing fans of science-fiction and fantasy. 

At that time, gaming as a hobby consisted 
mainly of historical miniatures enthusiasts 
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and wargamers. Some began to experiment - 
with adding fantasy elements to medieval- 
period games, leading directly to the creation 
of Dungeons 6y Dragons in the early ’705 and 
role-playing games as a whole new kind of 
game. SP1 released an enormous War of the 
Ring boxed game in 1977 — essentially a 
wargame played on a hex map with die-cut 
cardboard counters. The map Was of Middle- 
earth, and the units were the Orcs and Elves 
and other players from the books. You can 
still find copies of the game on eBay, but 
expect to shell out a hundred bucks or more 
if you want a copy. 

In addition, more people who were intro- 
duced to fantasy fiction by Tolkien’s books 

From hex-and-counter wavgames 
to the latest videogame technology ' 
(right), The Lord of the Rings and 
the world of Middle-earth has 
inspired game designers for decades. 
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also went on to try other fantasy fiction, and 
many tried out the new fantasy games, as well. 
As gaming developed as a hobby, more and 
more fantasy worlds were created for all kinds 
of games. Virtually all of these worlds owe at 
least something to Tolkien’s creation and his 
methods of building an imaginary world and 
giving it substance and internal consistency. 

Less than 10 years ago, another new kind 
of game was introduced in our hobby — the 
collectible card game. Magic: The Gathering is 
set in the fantasy world of Dominaria, a world 
populated by humans, dwarves, elves, ores, 
and other creatures even Tolkien never 
envisioned. But it’s still part of his legacy. . 
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GO ON LIN E WITH 
LORD OF THE RINGS TCG 

by Tom Lisdlkc 
f)(’(f')'l('l' .Sr'nim' (iunu’ Dcsigncr 

Hankering for some late-night Cave Troll of 
‘Moria action? Can’t find anyone to Hate at 8 
on a Tuesday morning? Frozen by Fear at the 
prospect of driving two hours for a DGMA— 
sanctioned tournament? 15 the number too 
few for a good multi-player game? Help is on 
the way, for a new way to play draws near! 

Decipher and Worlds Apart Productions 
have teamed up to bring the magic of The Lord 
of the Rings Trading Card Game to your com- 
puter. Scheduled for release in the first quarter 
of next year, The Lord of the Rings Online 
Trading Card Game will expand your LotR 
TCG universe, offering opponents from all 
over the world, any time of day or night. 

The online game will consist of a single 
piece of software that includes an on- or off- 
line deck builder, a variety of means to facili— 
tate secure trading, and special collector and 
collection-management features for both your 
physical and digital cards. Best of all, the game 
will be playable on computers supporting both 
\Vlndows and Macintosh operating systems.‘ 

“One of our goals is a high degree of user 
customizability,” said Scott Martins, lead 
designer for Worlds Apart. “We‘re looking for 
as many ways as we can to give the player a 
choice for the initial launch, from playmat and 
card presentation to customizable culture- 
themed skins for the interface.” 

Plans include support for a 
variety of play formats, including 
unlimited-number multiplayer 
games sealed- deck and booster- 
draft play, as well as special-event ‘ 
formats such as Highlander and 
Culture Shock. In addition to 
tutorials and strong support for 
new and casual players, you can 
look forward to high-end touma— 
ment action with automated, ‘ 
around-the-clock tournament sup- ' 
port that integrates with your 
real-world DGMA rankings. 

The online game will feature 
full enforcement of the 1.002 TCG 
rules. Rules enforcement and M m  95.n- . .NZ.¢M‘ -; sum“: are“ 1‘. ‘9. 

management 0f gameflow serves a Preliminary screenshot — may not be identical to final product 
couple of purposes. It provides a 
great learning tool for new and intermediate 
players — the infrastructure for rules enforce~ 
ment allows the software to provide visual 
cues as to what cards can be played or activat- 
ed during a phase, as well as highlighting 
valid targets for those cards. 

Martins added, “The automated modera- 
tion provided by the rules engine not only 

, helps with being able to support online tour- 
nament play more efficiently, but also helps to 
decrease the impact that a grief player may 
have on your or my gaming experience." 

The online version of the game will not 
only allow you to play the game against oppo- 
nents around the world, but will provide a ton 

of new features supporting the LotR TCG com- 
munity in general — including real—time 
celebrity and designer chats, special league 
play formats, online guild and clan support, 
team rankings, strategy articles, polls, and 
deck-building and deck-sharing utilities. You 
name it, there’s a good chance you’ll find it! 

If you’d like to be a part of the develop— 
‘ment process, point your browser to 
http://lotrtcg.deciphercom, the official develop- 
ment site for The Lord of the Rings Online 
Trading Card Game. Here you‘ll be able to sign 
up for the open beta testing, and stay ° 
updated on the latest development news. . 

LOTR COMES TO GAME BOY ADVANCE 
by [(15011 \ \  i n l u  

“So there’s this plain gold ring, and these 
short guys with hairy feet, and a dude with 
pointy ears who lives in the woods, and this 
bad guy who’s really nasty, but you never see 
him, and — hey, wait, where are you going?” 

Normally, trying to sell a videogame with 
that kind of pitch would get you nowhere. 
Fortunately, there‘s no shortage of Game Boy 
Advance owners who’d love to get their hands 
on one specific product with that lead—in. 

Black label Games/Vivendi Interactive’s 
Lord of the Rings: The Fellowship of the Ring 
release for the GBA follows a different path 
from the more combat-oriented videogames hit- 
ting the market: lt’s a straight role-playing 
game, more like Final Fantasy than Diablo. 

You start, as expected, with Bilbo’s birthday 
party in the Shire, and the dialogue of the event 
is faithful to the book (“ProudFEETl”). After 
the usual Ring-related shenanigans with Bilbo, 
you take'control of Frodo as he begins his 
quest, accumulating his Hobbit brethren in the 
Shire and the complete fellowship later on, pro- 
gressing through familiar locations all the way 
through to the end of the game. 

As mentioned, play is like a typical RPG. 
You take in the sights of Middle-earth, battling 
nastios, solving puzzles, and enjoying the famil- 
iar storyline. Combat is tum-based, with com- 
mands for attacking, using items, special 

, actions, and running away. The backgrounds 
are gorgeous and make full use of the GBKs 
capabilities. Having access to the entire fellow- 
ship (though not initially — and Hobbits make 

(“‘p \\f \\9 \xeNY-x‘, _ 
\ 

lousy fighters) is a plus, as is the game’s faithful 
dedication to episodes from the book that did 
not appear in the movie (such as the encounter 
with Tom Bombadil). 

The game is not without flaws, though. 
Apart from the dreaded “Moria glitch” (the 
game tends to crash when you reach the 
entrance to Moria), there are other, less ata— 
strophic faults. The music, while pleasant, fades 
in and out for no discernable reason; combat is 
slow, as monsters walk (and I do mean walk) 
up to your characters to attack them; and even 
with a knowledge of the books, figuring out 
what to do next can be a chore (trying to find 
the willow withies will drive you crazy) An 
errata sheet accompanies the rulebook, with the 
most disturbing entry being the warning about 
page 21 (which lists Gandalf‘s spells): “These 
spells do not appear in the game.” Ouch. 

If you’re a lord of the Rings fan who simply 
must own everything, you’ll want to pick up 
this game. It’s also a good substitute if you’re 
not interested in the hack-and-slash nature of 
other LotR video-game releases. The rushed— 
out-the-door feel is discouraging, but if 
you have the patience, there’s a decent 
game under it all. 
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GO ONLINE WITH 
LORD OF THE RINGS TCG 

by Tom Lisclike 
Dcr‘iplur 8111101 6111111 D1 signer 

Hankering for some late-night Cave Troll of 
Moria action? Can’t find anyone to Hate at 8 
on a Tuesday morning? Frozen by Fear at the 
prospect of driving two hours for a DGMA- 
sanctioned tournament? Is the number too 
few for a good multi-player game? Help is on . 
the way, for a new way to play draws near! 

Decipher and Worlds Apart Productions 
have teamed up to bring the magic of The lord 
of the Rings Trading Card Game to your com- 
puter. Scheduled for release in the first quarter 
of next year, The Lord of the Rings Online 
Trading Card Game will expand your LotR 
TCG universe, offering opponents from all 
over the world, any time of day or night. 

The online game will consist of a single 
piece of software that includes an on- or off- 
line deck builder, a variety of means to facili- 
tate secure trading, and special collector and 
collection-management features for both your 
physical and digital cards. Best of all, the game 
will be playable on computers supporting both 
Windows and Macintosh operating systems.‘ 

“One of our goals is a high degree of user 
customizability,” said Scott Martins, lead 
designer for Worlds Apart. “We’re looking for 
as many ways as we can to give the player a 
choice for the initial launch, from playmat and 
card presentation to customizable culture- 
themed skins for the interface.” 

Plans include support for a 
variety of play formats, including 
unlimited-number multiplayer 
games, sealed-deck and booster- 
draft play, as well as special-event 
formats such as Highlander and 
Culture Shock. In addition to 
tutorials and strong support for 
new and casual players, you can 
look forward to high-end tourna- 
ment action with automated, , 
around-the-clock tournament sup- r , ; 
port that integrates with your ' ‘ 
real-world DGMA rankings. 

The online game will feature 
full enforcement of the LotR TCG 
rules. Rules enforcement and 
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management 0f gameflow serves a Preliminary screenshot — may not be identical to final product 
couple of purposes. It provides a 
great learning tool for new and intermediate 
players — the infrastructure for rules enforce- 
ment allows the software to provide visual 
cues as to what cards can be played or activat— 
ed during a phase, as well as highlighting 
valid targets for those cards. 

Martins added, “The automated modera- 
tion provided by the rules engine not only 

, helps with being able to support online tour- 
nament play more efficiently, but also helps to 
decrease the impact that a grief player may 
have on your or my gaming experience.” 

The online version of the game will not 
only allow you to play the game against oppo- 
nents around the world, but will provide a ton 

of new features supporting the LotR TCGcom- 
munity in general — including real-time 
celebrity and designer chats, special league 
play formats, online guild and clan support, 
team rankings, strategy articles, polls, and 
deck-building and deck-sharing utilities. You 
name it, there’s a good chance you’ll find it! 

If you’d like to be a part of the develop- 
ment process, point your browser to 
http://lotrtcg.decipher.com, the official develop- 
ment site for The Lord of the Rings Online 

' Trading Card Game. Here you’ll be able to sign 
up for the open beta testing, and stay ' 
updated on the latest development news. . 

LOTR COMES TO GAME BOY ADVANCE 
liyjason Winter  

“50 there’s this plain gold ring, and these 
short guys with hairy feet, and a dude with 
pointy ears who lives in the woods, and this 
bad guy who’s really nasty, but you never see 
him, and — hey, wait, where are you going?” 

Normally, trying to sell a videogame with 
that kind of pitch would get you nowhere. 
Fortunately, there’s no shortage of Game Boy 
Advance owners who’d love to get their hands 
on one specific product with that lead-in. 

Black Label Games/Vivendi Interactive’s 
Lord of the Rings: The Fellowship of the Ring 
release for the GBA follows a different path 
from the more combat-oriented videogames hit- 
ting the market: It’s a straight role-playing 
game, more like Final Fantasy than Diablo. 

You start, as expected, with Bilbo’s birthday 
party in the Shire, and the dialogue of the event 
is faithful to the book (“ProudFEET1”). After 
the usual Ring-related shenanigans with Bilbo, 
you take' control of Frodo as he begins his 
quest, accumulating his Hobbit brethren in the 
Shire and the complete fellowship later on, pro- 
gressing through familiar locations all the way 
through to the end of the game. 

As mentioned, play is like a typical RPG. 
You take in the sights of Middle-earth, battling 
nasties, solving puzzles, and enjoying the famil- 
iar storyline. Combat is turn-based, with com- 
mands for attacking, using items, special ‘ 

g actions, and running away. The backgrounds 
are gorgeous and make full use of the GBA’s 
capabilities. Having access to the entire fellow- 
ship (though not initially — and Hobbits make 
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lousy fighters) is a plus, as is the game’s faithful 
dedication to episodes from the book that did 
not appear in the movie (such as the encounter 
with Tom Bombadil). 

The game is not without flaws, though. 
Apart from the dreaded “Moria glitch” (the 
game tends to crash when you reach the 
entrance to Moria), there are other, less cata- 
strophic faults. The music, while pleasant, fades 
in and out for no discernable reason; combat is 
slow, as monsters walk (and I do mean walk) ' 
up to your characters to attack them; and even 
with a knowledge of the books, figuring out 
what to do next can be a chore (trying to find 
the willow withies will drive you crazy). An 
errata sheet accompanies the rulebook, with the 
most disturbing entry being the warning about 
page 21 (which lists Gandalf’s spells): “These ' 
spells do not appear in the game.” Ouch. 

If you’re a Lord of the Rings fan who simply 
must own everything, you’ll want to pick up 
this game. It’s also a good substitute if you’re 
not interested in the hack-and-slash nature of 
other LotR video-game releases. The rushed- 
out-the-door feel is discouraging, but if 
you have the patience, there’s a decent 
game under it all. 
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_ MINIATURES GAME LETS YOU FIGHT 
YOUR OWN WAR OF THE RING 

tm'ce (ireenholdt 

Games Workshop isn‘t the first company to 
produce miniature figures based on The Lord 
of the Rings (though you‘ll have to look hard 
to find the older figures from Prince August‘s 
Mithril Miniatures line). But GW‘s line offers 
more than just the plastic and metal models 
— you can re-create all the critical battles 
from the movies on a tabletop, and see 
whether your generalship of the forces of good 
or the minions of the Shadow can win the day. 

There‘s already a basic Fellowship of the 
Rings game set plus a whole range of addition- 
al blister packs and boxes featuring the main 
characters, troops. and monsters from the first 
movie. This month, Games Workshop begins 
releasing The Two Towers range, starting with a 
new $40 basic set containing an updated and 
expanded l60-page rulebook, a dozen Riders 
of Rohan. 20 Uruk—hai figures, a ruined build- 
ing, and dice. 

If you've already played the Fellowship ver- 
sion of the game, you‘ll find that The Two 
Towers contains additional rules for cavalry 
troops and siege battles. The list of forces 
available to each side has grown considerably, 
of course, with all the new characters intro- 
duced in the second part of Tolkien’s epic join- 
ing the‘fray. 

Some assembly required 
If you haven’t played this game before (and 

you're not familiar with the general run of 
miniatures games), the first thing you need to 
know is that, before you can set up any large- 
scale battles, you’ll have to invest some time 
cutting the various plastic parts off of their 
sprues, assembling the bits, and gluing the fig- 
ures to their bases. That’s the minimum — 
those cool-looking paint jobs and battle- 
ground scenery require even more time and 
practice. The modeling part of miniatures 
gaming can be a hobby all Of its own, and a 
very enjoyable one, at that. 

It’s a bit like playing CCGs — you‘re 
rewarded for spending additional time build- 
ing and tweaking your deck, 
and studying lists of cards, 
but that’s time you don’t 
spend playing the game. In 
the case of miniatures, there 
is virtually no limit to the 
amount of time you can put 
into painting and customizing 
and building cool battlefields 
for your figures to fight on 
(check out the breathtaking 
construction of Helms Deep in 
30mm scale near the back of 
the rulebook). 

You don't have to be able to 
paint like the GW staff to have 
fun with the game. Once you 
have the figures mounted on 
bases, it’s time to start thinking 
strategy The rules are simpler 

than in most of GW‘s other games, while more 
involved than WizKids’ click-base games. 

Each tum, both players move their figures. 
Then figures with ranged weapons may shoot, 
and finally, figures in base contact with enemy 
models fight. Both ranged and hand-to-hand 
combats are resolved with die rolls: the 

’ 1 ‘ .  
' o  

.2. ms woman 
. . t +11“ 313' 

Painted examples of some of the models included in the Heroes of Helm’s Deep boxed set. The 
box contains eight metal figures and has a suggested retail price of $40. 

first to hit, the second to see if your hits cause 
a wound. Most ordinary troops are taken off 
the table after one wound. 

1n the case of hand—to-hand fights, only 
the winning side of the fight gets a chance to 
inflict wounds, so in most cases, you’re much 

better off attacking a single 
enemy model with two or three 
(or more) of your own, even if i t  
means leaving other enemy mod- 
els untouched that turn. 
Concentrating your efforts in this 
way gives you a better chance to 
win the fight, and even the might- 
icst hero can eventually be worn 
down by a swarm of squibbly little 
Moria Ores. For that matter, if 
your good guys are taking on a 
cave troll, they’re going to need all 
the help they can get! 

Miniatures gaming isn’t a 
hobby that suits everyone’s 
tastes, bu t  anyone who ever had 
their action figures “fight” each 
other over the landscape of the 
living room may want to . 
give it a try. 

_ MINIATURES GAME LETS YOU FIGHT YOUR OWN WAR or THE RING 
byloyee Greenholtlt 

Games Workshop isn’t the first company to 
produce miniature figures based on The Lord 
of the Rings (though you’ll have to look hard 
to find the older figures from Prince August’s 
Mithril Miniatures line). But GW’s line offers 
more than just the plastic and metal models 
—— you can re-create all the critical battles 
from the movies on a tabletop, and see 
whether your generalship of the forces of good 
or the minions of the Shadow can win the day. 

There’s already a basic Fellowship of the 
Rings game set plus a whole range of addition- 
al blister packs and boxes featuring the main 
characters, troops, and monsters from the first 
movie. This-month, Games Workshop begins 
releasing The Two Towers range, starting with a 
new $40 basic set containing an updated and 
expanded l60-page rulebook, a dozen Riders 
of Rohan, 20 Uruk-hai figures, a ruined build- 
ing, and dice. 

If you’ve already played the Fellowship ver- 
sion of the game, you’ll find that The Two 
Towers contains additional rules for cavalry 
troops and siege battles. The list of forces 
available to each side has grown considerably, 
of course, with all the new characters intro- 
duced in the second part of Tolkien’s epic join- 
ing the-fray. 

Some assembly required 
If you haven’t [flayed this game before (and 

you’re not familiar with the general run of ,_ .. ,, . .14 . ,, . . . _ . 
miniatures games), the first thing you need to '4‘ 7 , 1 "  , .. ‘ 1.;- _ "’j , '- ,l _, " ' 2:, 5;” ' 1n” . . J _'» . ‘ 
know is that, before you can set up any large- ' ' " . .  '7' ’ " .r " t i  K . ' " " t. n a “  onus“: 
scale battles, you’ll have to invest some time , .. A? 1‘X 3,4“ m ’ a'w ’ I ’  ' 1 , 4 4 ”  3;," - . 5 v :  ‘. -_ ,. _ . 
cutting the vanous plastic parts Off Of the" Painted examples of some of the models included in the Heroes of Helm’s Deep boxed set. The sprues, assembling the bits, and gluing the fig- . . . . . . ures to their bases. That’s the minimum _ box contains eight metal figures and has a suggested retail price of $40. 
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those cool-looking paint jobs and battle- than in most of GW’s other games, while more first to hit, the second to see if your hits cause 
ground scenery require even more time and involved than WizKids’ click-base games. a wound. Most ordinary troops are taken off 
practice. The modeling part of miniatures Each turn, both players move their figures. the table after one wound. 
gaming can be a hobby all Of its own, and a Then figures with ranged weapons may shoot, In the case of hand-to-hand fights, only 
very enjoyable one, at that. and finally, figures in base contact with enemy the winning side of the fight gets a chance to 

It’s a bit like playing CCGs -— you’re models fight. Both ranged and hand-to-hand inflict wounds, so in most cases, you’re much 
rewarded for spending additional time build- combats are resolved with die rolls: the better off attacking a single 
ing and tweaking your deck, , enemy model with two or three 

(or more) of your own, even if it 
means leaving other enemy mod- 
els untouched that turn. 
Concentrating your efforts in this 
way gives you a better chance to 

V -€‘\ ._ ' '. ___. p. .w- 1 - 25-2; r . = win the fight, and even the might- 

and studying lists of cards, 
but that’s time you don’t 
spend playing the game. In 
the case of miniatures, there 
is virtually no limit to the 
amount of time you can put 
into painting and customizing 
and building cool battlefields 
for your figures to fight on 

test hero can eventually be worn 
down by a swarm of squibbly little "“ ' '93 5.4" .gHE TWDFQQNERSi: “ Moria Orcs. For that matter, if 
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(check out the breathtaking , , .. p - ,  ,1 ‘_l g. I"; ... M your good guys are taking on a 
construction of Helm’s Deep in ' ’- ’ ' - ‘ ~ " ' - ~ .. cave troll, they’re going to need all 
30mm scale near the back of the help they can get! 
the rulebook). 

You don’t have to be able to 
paint like the GW staff to have 
fun with the game. Once you 
have the figures mounted on 
bases, it’s time to start thinking 
strategy. The rules are simpler 

Miniatures gaming isn’t a 
hobby that suits everyone’s 
tastes, but anyone who ever had 
their action figures “fight” each 
other over the landscape of the 
living room may want to 
give it a try. 
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The Lord of the Rings trilogy has inspired 
several games. Most concentrate onthe. action 
sequences and ignore the themes in Tolkien‘s 
books — until now. Fantasy Flights Lord of the 
Rings boardgame, created by talented and pro- 
lific designer Reiner Knizia, touches on the 
themes of loyalty and self-sacrifice that are cen— 
tral to Tolkien’s trilogy. Knizia boldly did some- 
thing else almost unheard of —- he eliminated 
competition from the game. Instead of compet- 
ing against a friend, two to five players form 
their own fellowship that opposes the game 
system. 

Each player represents a Hobbit. The game 
includes a master board and two double-sided 
adventure boards, representing Moria, Helm’s 
Deep, Shelob’s lair, and Mordor. Each adven- 
ture board emphasizes different activities — 
travel, stealth, or fighting. As you advance 
through each adventure, you collect life tokens 
representing your resistance to the corrupting 
influence of The One Ring. As the game goes 
on and the Hobbits get closer to Mount Doom, 
the trip gets harder. 

As the Hobbits lose their innocence, they 
(literally) move closer to Sauron. Sauron can 
also encroach on the fellowship, and whenever 
a Hobbit and Sauron share the same space, that 

WIN AS A TEAM IN 
THE LORD OF THE RINGS BOARDGAM 

, :-—~—.-:v."~wr - = - .  '1“ — =7: ‘ .  » - » -  _‘_...,  4 — 3 . 7  .‘rs--s 

Hobbit is lost to the evil darkness and that 
player is eliminated. An eliminated player can 
still advise the rest of the fellowship, but has no 
more cards to contribute to the quest. Worse, if 
the Ring-bearer and Sauron ever meet, Sauron 
gains control of the ring and Middle-earth is 
doomed — everyone loses. 

The game revolves around card manage- 
ment. Cards represent characters and items 
from the books, and every card is valuable. 
Sometimes, the only safe thing to do is allow 
one Hobbit to draw closer to Sauron, so the 
others can keep moving towards Mount Doom. 
The gameplay adds to the atmosphere —— each 
card played is another step in the long journey, 
but what really transports you to Middle-earth 
are the beautiful illustrations by john Howe, 

who has brought life to much of Tolkien’s uni- 
verse with his splendid artwork. 

Fantasy Flight and Knizia have created two 
expansions for the game. Friends (7 Foes adds 
two new adventure boards (Bree and Isengard), 
21 new cards, and a collection of friends and 
foes (of course) to help or hinder you. The sec- 
ond expansion, Sauron, allows you to compete 

. against another player. Here, one player takes 
over the game system and actively opposes the 
fellowship in its trek through Middle-earth. 

If you are looking for a game as deep as the 
books, your journey is over. Lord of the Rings 
takes you to Middle-earth and demands you 
work together and even sacrifice for the 
common good. That is a rare thing in a 
boardgame and a welcome treat. 

CONFRONT SAURON AND HIS MINIONS 
byjason Winter 

For gamers looking for a more traditional 
Lord of the Rings board game, Fantasy Flight 
also has The Confrontation, a two-player strate- 
gy game in which one player controls the forces 
of good and the other controls the forces of evil 
in a strategic battle over the landscape of 
Middle-earth. 

The Confrontation, like its Fantasy Flight 
brethren, is also designed by Reiner Knizia and 
wonderfully illustrated by John Howe. Each 
player takes control of nine characters, ranging 
from Frodo, Gandalf, and the rest of the fellow- 
ship for the Good player, to Saruman, the 
Balrog, Shelob, and other baddies for the'Dark ' 
player. Players set up on opposite sides of the 
board (with the Misty Mountains in the mid- 
dle) and take turns moving one character for- 
ward. Characters appear on only one side of the 
upright pieces; only their owner knows which 
character is where. 

When characters meet, they battle. Each 
player has a hand of nine cards, some with 
numbers up to six and others with special abili- 
ties. In a battle, each player selects one card 
and plays it face down. The cards are then 
flipped and the characters are revealed. Any 
special abilities (on the cards or on the battling 
characters) take effect, and, if the battle contin- 
ues, any number on a player’s card is added to 

" card or fights him with the Warg, which 

the strength of that player‘s character. The los- 
ing character (both, in case of a tie) is removed 
from play. Each card is used once, then discard- 
ed (though the cards are recycled after all nine 
are used). 

To win, the Dark player must move three 
characters into the Shire (the space farthest 
from his starting position) or kill Frodo. The 
Good player wins by moving Frodo to Mordor. 

Because characters are hidden from the 
opponent (reminiscent of the classic Stratego), 
you can never be quite sure if that’s an Orc or 
the Witch—king bearing down on you. 
Combined with the strength cards, the game has 
a high strategy element, but it’s still different 
every time you sit down to play. While some 
strategies are obvious, it's chancy to assume too 
much. Boromir, for instance, can kill any char— 
acter (taking himself out in the process) — 
unless the Dark player plays a Retreat Sideways 

cancels an opponent’s game 
text. The Dark player has a 
card that cancels the game 
text of an opponent‘s card, 
and the Light Player can 
cancel the strength number 
of a Dark Player’s card. Other 
cards let you play already— 
played wards from the dismrd pile, 
and sometimes it’s a good choice to use a 
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weak strength card and sacrifice a character to 
save your powerful card for later. Despite simple 
rules, the strategies and counterstrategies drive 
the game, and you can easily find yourself being 
too smart for your own good. 

Lord of the Rings: The Confrontation is a solid 
two-player game that takes 20—30 minutes to 
play. It's not overly complex, but it’s far from a 
beer-and-pretzels game. It’s a great combination 
of skill and blulling that’s as entertaining 
as any Rings-based game out there. 

b) Alludo Lowntc 

The Lord of the Rings trilogy has inspired 
several games. Most concentrate onthe. action 
sequences and ignore the themes in Tolkien’s 
books — until now. Fantasy Flight’s Lord of the 
Rings boardgame, created by talented and pro- 
lific designer Reiner Knizia, touches on the 
themes of loyalty and self-sacrifice that are cen- 
tral to Tolkien’s trilogy. Knizia boldly did some- 
thing else almost unheard of — he eliminated 
competition from the game. Instead of compet- 
ing against a friend, two to five players form 
their own fellowship that opposes the game 
system. 

Each player represents a Hobbit. The game 
includes a master board and two double-sided 
adventure boards, representing Moria, Helm’s 
Deep, Shelob’s lair, and Mordor. Each adven- 
ture board emphasizes different activities — 
travel, stealth, or fighting. As you advance 
through each adventure, you collect life tokens 
representing your resistance to the corrupting 
influence of The One Ring. As the game goes 
on and the Hobbits get closer to Mount Doom, 
the trip gets harder. 

As the Hobbits lose their innocence, they 
(literally) move closer to Sauron. Sauron can ' 
also encroach on the fellowship, and whenever 
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Hobbit is lost to the evil darkness and that 
player is eliminated. An eliminated player can 
still advise the rest of the fellowship, but has no 
more cards 'to contribute to the quest. Worse, if 
the Ring—bearer and Sauron ever meet, Sauron 
gains control of the ring and Middle-earth is 
doomed — everyone loses. 

The game revolves around card manage- 
ment. Cards represent characters and items 
from the books, and every card is valuable. 
Sometimes, the only safe thing to do is allow 
one Hobbit to draw closer to Sauron, so the 
others can keep moving towards Mount Doom. 
The gameplay adds to the atmosphere — each 
card played is another step in the long joumey, 
but what really transports you to Middle-earth 
are the beautiful illustrations by John Howe, 

who has brought life to much of Tolkien’s uni- 
verse with his splendid artwork. 

Fantasy Flight and Knizia have created two 
expansions for the game. Friends 6' Foes adds 
two new adventure boards (Bree and Isengard), 
21 new cards, and a collection of friends and 
foes (of course) to help or hinder you. The sec- 
ond expansion, Sauron, allows you to compete 

. against another player. Here, one player takes 
over the game system and actively opposes the 
fellowship in its trek through Middle-earth. 

If you are looking for a game as deep as the 
books, your journey is over. Lord of the Rings 
takes you to Middle-earth and demands you 
work together and even sacrifice for the 
common good. That is a rare thing in a 
boardgame and a welcome treat. 

CONFRONT SAURON AND HIS MINIONS 
byjason Winter 

For garners looking for a more traditional 
Lord of the Rings board game, Fantasy Flight 
also has The Confrontation, a two-player strate- 
gy game in which one player controls the forces 
of good and the other controls the forces of evil 
in a strategic battle over the landscape of 
Middle-earth. 

The Confrontation, like its Fantasy Flight 
brethren, is also designed by Reiner Knizia and 
wonderfully illustrated by John Howe. Each 
player takes control of nine characters, ranging 
from Frodo, Gandalf, and the rest of the fellow- 
ship for the Good player, to Saruman, the 
Balrog, Shelob, and other baddies for the'Dark ' 
player. Players set up on opposite sides of the 
board (with the Misty Mountains in the mid- 
dle) and take turns moving one character for- 
ward. Characters appear on only one side of the 
upright pieces; only their owner knows which 
character is where. 

When characters meet, they battle. Each 
player has a hand of nine cards, some with 
numbers up to six and others with special abili- 
ties. In a battle, each player selects one card 
and plays it face down. The cards are then 
flipped and the characters are revealed. Any 
special abilities (on the cards or on the battling 
characters) take effect, and, if the battle contin- 
ues, any number on a player’s card is added to 
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the strength of that player’s character. The 105- 
ing character (both, in case of a tie) is removed 
from play. Each card is used once, then discard- 
ed (though the cards are recycled after all nine 
are used). 

To win, the Dark player must move three 
characters into the Shire (the space farthest 
from his starting position) or kill Frodo. The 
Good player wins by moving Frodo to Mordor. 

Because characters are hidden from the 
opponent (reminiscent of the classic Stratego), 
you can never be quite sure if that’s an Orc or 
the VVitch-king bearing down on you. 
Combined with the strength cards, the game has 
a high strategy element, but it’s still different 
every time you sit down to play. While some 
strategies are obvious, it’s chancy to assume too 
much. Boromir, for instance, can kill any char- 
acter (taking himself out in the process) — 
unless the Dark player plays a Retreat Sideways 

cancels an opponent’s game 
text. The Dark player has a 
card that cancels the game 
text of an opponent’s card, 
and the Light Player can 
cancel the strength number 
of a Dark Player’s card. Other 
cards let you play already- 
played cards from the discard pile, 
and sometimes it’s a good choice to use a 
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weak strength card and sacrifice a character to 
save your powerful card for later. Despite simple 
rules, the strategies and counterstrategies drive 
the game, and you can easily find yourself being 
too smart for your own good. 

Lord of the Rings: The Confrontation is a solid 
two-player game that takes 20-30 minutes to 
play. It’s not overly complex, but it’s far from a 
beer-and-pretzels game. It’s a great combination 
of skill and bluffing that’s as entertaining 
as any Rings-based game out there. . 
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by Matthew Colvillc 

Introduction 
“Wargs And Worse” is a mini adventure for 

The Lord of the Rings Role-playing Game by 
Decipher. It is designed for a group of four 
characters of between three and seven advance- 
ments. All a Narrator (referee) needs to use this 
adventure is a forested area and a small town 
that lies nearby. This adventure could easily be 
played in an hour or two, or expanded to take 
up a whole session‘s worth of play. The infor- 
mation in this adventure is for Narrators only; 
if you’re a player, stop reading now! 

Synopsis 
This adventure takes place near the human 

village of Haver. What kind of men dwell 
there depends on where your chronicle is set. 
Haver is small enough to occur almost any— 
where: near Dale, Eregion, Rhudaur, or any- 
where men dwell that might reasonably have a 

. small forest nearby. 
The road the characters are following takes 

them through a small forest in which they must 
camp for the night. They are attacked by three 
wargs that evening. The next day, the group 
reaches the Haver and meets the local residents. 
The people are welcoming, but worried. In the 
past several weeks, many trading caravans have 
been attacked by wargs; some were turned back 
or killed, and the town’s meager economy has 
suffered. If nothing is done to stop the wargs, 
the townsfolk will be forced to leave their 
happy homes and journey to a larger city. 

Unbeknownst to the townsfolk, one of their 
own is responsible for the attacks. Harthol, the 
trapper and ranger, was bitten by a wereo 
two months ago and succumbed to its horrible 
curse. Since then, Harthol has commanded the 
wargs and acted as their pack leader. His wargs 
attack anyone who enters the forest, and once 
the traders stop coming to Haver, he’ll have his 
wargs begin attacking the townsfolk. 

Being heroes, the characters should offer to 
help the townspeople. Harthol, knowing the 
heroes will want to investigate, offers to help 
them. He knows the woods and can help the 
heroes find the wargs’ lair. He plans to lead the 
heroes to the wargs’ lair as promised, then 
change form and attack the heroes in concert 
with the wargs. He will then return to the town 
and report the death of the noble heroes who 
laid down their lives in vain. 

It’s the heroes‘ job to stop Harthol. They'll . 
get the opportunity to do so, of course, when 
he reveals himself. But that opportunity comes 
with a price — Harthol has the ability to infect 
the heroes and turn them into werewolves as 
well, leading to further adventure as the heroes 
search for a cure. 

Rewards 
Characters in the lotR RPG are rewarded 

for accomplishing the primary and secondary 
goals of the adventure. They also receive story- 
based awards for fulfilling the specific goals of a 
scene, as well as smaller rewards for succeeding 
at skill tests. 

The primary goal of this adventure is to 
thwart Harthol, the werewolf. There are no sec- 
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ondary goals. If the players succeed in defeating 
the werewolf, the group receives 1,000 points 
to be divided evenly amongst the characters. If, 
in the second act, they guess that Harthol is not 
what he seems, they gain another 500 points to 
split amongst themselves. These rewards pre- 
sume there will be a great deal of combat 
against the wargs. As a result, experience 
should not be rewarded for successful attack 
tests. But any non-physical skill tests (invloving 
Wits, Bearing, or  Intellect) the characters suc- 
ceed at that help move the story forward or 
make things more dramatic should be rewarded 
as per the rules on page 277 of the Lord of the 
Rings RPG Core Book. 

Act I: On the road to flavor 
For this adventure to work, you need a rea- 

son for your players to be traveling through 
Middle-earth. Once you’ve set that up, the for- 
est patrolled by the wargs can loom before the 
characters one afternoon. You may want to give 
the heroes a reason for journeying to Haver, 
perhaps something they have to deliver or 
acquire. Perhaps a journeyman encountered the 
wargs on the way to Haver and turned around. 
The heroes hear his tale in a tavern and set out 
to make things right. Perhaps one of the char- 
acters knows someone in Haver and they’re 
journeying to meet him or her. Whichever 
method you use, it’s important that the heroes’ 
journey requires them to travel through the for— 
est to the town —— not simply enter the forest, 
kill the wargs, and leave. 

Begin by reading the following to the players: 
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As your journey continues and the after- 
noon wears on, you see a small forest on the 
horizon. The road seems to disappear within 
the thick wood. 

The question here is: do the players contin- 
ue through the forest, camping there for the 
night? Do they camp well outside the forest 
and wait to cross during the following day? Do 
they skirt the forest entirely and journey to 
Haver without ever entering the forest? 

Players are a wily bunch and the heroes will 
likely suspect that something interesting is _ 
going to happen in the forest. But this is 
Middle-earth, and their characters are weaving 
a great legend. Heroes are courageous and 
valiant and think nothing of plunging into a 
waiting wood to see what fell beasts lurk with- 
in! If the players decide to avoid the forest and 
the challenges it brings, lower the experience 
total from 1,000 for this adventure to 900 to 
reflect the characters’ unheroic behavior. 

The road continues through the trees. The 
forest itself doesn’t seem remotely threatening. 
The trees are healthy, the occasional squirrel 
can be seen scampering among the branches, 
and the song of birds can be heard. Characters 
with Beast Speech may want to talk to the crea- 
tures of the wood. If so, the creatures are forth- 
coming and interested in talking to the heroes. 
They can tell the characters that wargs now 
dwell within the forest, but they can’t lead the 
heroes to the wargs‘ lair. Characters forewarned 
against the presence of the wargs will not be 
surprised when battle comes! 

Attacked by the wargs. Most groups of 
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heroes will need to camp for the night Elves 
do not suffer from weariness the way men and 
dwarves do. If the party consists entirely of 
Elves, then the attack happens while the party 
is traveling through the woods at night. If the 
party skins the forest, modify the text below 
to suit the circumstance. Otherwise, if the 
party camps in the woods, read the following 
to them: 

The forest is warm and the trees provide wel- 
come shelter from the elements as you make 
camp and prepare dinner. The creatures of the 
forest slowly cease their chatter, midnight 
approaches, and sleep beckons you. Do you pre- 
pare watches for the night? 

If they don’t, the wargs will easily get the 
drop on them. If the heroes talked to the beasts 
of the wood and know the wargs are about, 
then they’re not surprised when the wargs 
attack, and initiative tests are made as though 
everyone were awake and ready. If they all 
sleep and no one takes watch for the night, 
then the heroes are awakened by the wargs 
gnawing on them. The wargs get two free 
rounds of attacks before initiative tests are 
made. Otherwise, the character or characters on 
watch must make Observe (Hear) tests against 
a TN of 15. Success means the characters are 
not surprised and initiative tests are made as 
normal. Failure means the characters are sur- 
prised and the wargs get one free round of 
attacks before initiative is made. Use the stats 
for Harthol‘s warg minions under “Enemies.” 

The wargs circle the heroes’ camp just 

In". 

beyond the circlc of light cast by 
their campfire. They attack from three direc- 
tions, all at once. They fight until reduced to 
Near Death, then flee. Once the battle is ‘ 
over, the heroes face no more difficulties 
during the night, and can continue to Haver 
in the morning. 

Act II: Welcome To Hover 
Haver is a small town of roughly two dozen 

families. The town is exclusively human and 
relies on trade for most of its dry goods, and 
hunting for its meat. There's a smith, a tanner, a 

Easily Mantige 
~‘ 1 Collections 

_ Track Inventory, 
. Trade] Want Lists, 

ll Collection Value 

Fully configurable with detailed 
. statistics, graphs, and reports 

one tool for all collectible card and miniatures systems: 
Magic, MageKnight, HeroClix, L5R, Warlords, LotR, Buffy, 40K, and more! 

Lone Wolf  Development, Inc. — www.wolf lair .com \Q- 

\ \ , \ ‘ » \ ‘ » \ ‘ , \ \ F \  \ . 

. £9. = 
I 

As your journey continues and the after- 
noon wears on, you see a small forest on the 
horizon. The road seems to disappear within 
the thick wood. 

The question here is: do the players contin- 
ue through the forest, camping there for the 
night? Do they camp well outside the forest 
and wait to cross during the following day? Do 
they skirt the forest entirely and journey to 
Haver without ever entering the forest? 

Players are a wily bunch and the heroes will 
likely suspect that something interesting is 
going to happen in the forest. But this is 
Middle-earth, and their characters are weaving 
a great legend. Heroes are courageous and 
valiant and think nothing of plunging into a 
waiting wood to see what fell beasts lurk with- 
in! If the players decide to avoid the forest and 
the challenges it brings, lower the experience 
total from 1,000 for this adventure to 900 to 
reflect the characters’ unheroic behavior. 

The road continues through the trees. The 
forest itself doesn’t seem remotely threatening. 
The trees are healthy, the occasional squirrel 
can be seen scampering among the branches, 
and the song of birds can be heard. Characters 
with Beast Speech may want to talk to the crea- 
tures of the wood. If so, the creatures are forth- 
coming and interested in talking to the heroes. 
They can tell the characters that wargs now 
dwell within the forest, but they can’t lead the 
heroes to the wargs’ lair. Characters forewarned 
against the presence of the wargs will not be 
surprised when battle comes! 

Attacked by the wargs. Most groups of 
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heroes will need to camp for the night. Elves 
do not suffer from weariness the way men and 
dwarves do. If the party consists entirely of 
Elves, then the attack happens while the party 
is traveling through the woods at night. If the 
party skirts the forest, modify the text below 
to suit the circumstance. Otherwise, if the 
party camps in the woods, read the following 
to them: 

The forest is warm and the trees provide wel- 
come shelter from the elements as you make 
camp and prepare dinner. The creatures of the 
forest slowly cease their chatter, midnight 
approaches, and sleep beckons you. Do you pre- 
par’e watches for the night? 

If they don’t, the wargs will easily get the 
drop on them. If the heroes talked to the beasts 
of the wood and know the wargs are about, 
then they’re not surprised when the wargs 
attack, and initiative tests are made as though 
everyone were awake and ready. If they all 
sleep and no one takes watch for the night, 
then theheroes are awakened by the wargs 
gnawing on them. The wargs get two free 
rounds of attacks before initiative tests are 
made. Otherwise, the character or characters on 
watch must make Observe (Hear) tests against 
a TN of 15. Success means the characters are 
not surprised and initiative tests are made as 
normal. Failure means the characters are sur- 
prised and the wargs get one free round of 
attacks before initiative is made. Use the stats 
for Harthol’s warg minions under “Enemies.” 

The wargs circle the heroes’ camp just 
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beyond the circle of light cast by 
their campfire. They attack from three direc- 
tions, all at once. They fight until reduced to 
Near Death, then flee. Once the battle is ' 
over, the heroes face no more difficulties 
during the night, and can continue to Haver 
in the' morning. ' 

Act II: Welcome To Hover 
Haver is a small town of roughly two dozen 

families. The town is exclusively human and 
relies on trade for most of its dry goods, and 
hunting for its meat. There’s a smith, a tanner, a 
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stable master who tends the six horses owned 
by the townsfolk, a tavern that doubles as the 
trade-goods store, and several farms. 

The town council is made up of the town’s 
most prosperous and influential men. The 
smith, Brendamar, is the town’s leading elder. 
After the townsfolk greet the heroes and 
invite them to eat and drink in the town’s tav- 
ern, the tanner, Galoth, tells the players about 
the wargs. 

Galoth, Brendamar, and the rest of the 
townsfolk are gruff, earthy folk: simple, plain- 
spoken, and hardworking. Each is heavilymus- 
cled from long hours of work and many are 
deeply tanned from working outside all day. 
The women are fair but hardy, and capable of 
doing any work that needs be done to help the 
town prosper. 

Galoth describes Haver‘s problem. Read the 
following to the players. 

”Wargs! They plague our town. Oh, no direct 
attacks on the townspeople. They/re too smart to 
try and attack us in our homes where we’d 
swarm them and rid the earth of their foul 
stench. No, they hide in the forests, waiting for 
an unsuspecting tradesman or travelers such as 
yourselves. Then they spring on them unaware 
and kill them, or drive them away. Either result 
spells doom for our town. We cannot survive 

EN EMIES 
There’s only one intelligent enemy in 

this adventu’k: Harthol the werewolf. He 
used to be Harthol the trapper, but since he 
was bitten by a werewolf two months ago, 
he has been corrupted by Shadow. Now he 
willingly hunts other humans and delivers 
them to his warg minions. 

Harthol the werewolf 
Description: Harthol is a tall, thin 

human male. He wears brown and red 
hunter’s garb with a long cloak and 
longsword strapped to his side. His face is 
lean and rugged, covered in a thick brown 
beard that matches his long brown hair. He 
looks gruff and gives the impression he 
might be harsh and unkind. Once he starts 
speaking, however, he’s surprisingly outgo- 
ing and friendly. 

Attributes: Bearing 9 (+1), Nimbleness 9 
(+1), Perception 9 (+1), Strength 11 (+2), 
Vitality 11 (+2), Wits 6 (:0) 

Reactions: Stamina +4, Swiftness +4, 
Willpower +2, Wisdom +1 

Size: Large 
Health: 14 (2 levels Healthy) 
Skills: Armed Combat: Natural Weapons 

(Fangs) +8, Armed Combat: Blades 
(longsword) +6, lntimidate (Fear) +6, Jump 
+6, Language: Warg-Speak +4, Observe 
(Smell) +7, Run +7, Stealth '(Sneak) +9, 
Survival (Mountains) +6, Track (Scent) +5 

Animal Kinship: Any attempts a were- 
wolf makes to befriend animals — including 
any attempt to ride a horse or other beast of 
burden — suffer a -4 test result penalty 
unless the beast is a warg. In that instance, 

without trade. If the attacks continue, we’ll be 
forced to uproot ourselves from our homes and 
journey to a larger, safer place. Leaving every- 
thing our people have worked to build these 
past several generations.” 

Galoth does not immediately ask the heroes 
if they will help. He’s hoping they’ll exhibit 
valor and compassion and offer to rid the forest 
of the wargs themselves. Before offering aid, the 
players may want to ask Galoth some questions 
about the circumstances surrounding the 
attack. That opens up the perfect opportunity 
for Harthol to offer his aid. 

Harthol is the town’s hunter and trapper. 
Since the wargs came a month or so ago, all the 
game animals have been scared away and hunt— 
ing has been impossible. Further, Harthol is not 
a hero and does not want to venture out at 
night to hunt, for fear the wargs will attack. 
The townspeople share Harthol’s concern and 
don’t want him to sacrifice himself for no rea- 
son. They're well aware that their hunter isn’t 
strong enough to take on three wargs on his 
own, and none of them have the skills neces? 
sary to aid him. They view Harthol’s reluctance 
to venture into the forest as a reasonable man’s 
reaction to dangerous times. They have no idea 
that Harthol is, in fact, the leader of the warg 
pack and bent on the destruction of the town. 

the werewolf gains a +4 test result bonus 
instead. 

Cursed Infection: If a Werewolf draws 
blood from a target with tooth or claw, the 
victim may become infected by the were- 
wolf’s curse. A TN 12 Stamina reaction test 
is required to stave off the initial infection. 
If this fails, the victim becomes feverish and 
takes 2d6 points of damage. At the end of 
each subsequent hour, the target must make 
a TN 12 Willpower reaction test to resist the 
curse itself. Those who fail suffer another 
2d6 points of damage. 

If the victim reaches zero Health in this 
manner, he or she becomes a werewolf. At 
that point, he regains full Health and the 
fever abates. He also automatically gains 
one point of Corruption. 

A cursed victim involuntarily transforms 
into its beast-shape each time the full moon 
rises and must remain in that form until the 
moon sets. During this time, the victim is 
not in control of his actions. Each time the 
victim becomes a beast, he must make a TN 
12 Willpower test to resist Corruption. 

A victim can be cured of the curse, but 
this requires a successful TN 30 Healing 
test. 

Dissolution of Death: The body of a 
slain werewolf dissolves into mist. 

Fangs: A Werewolf does 2d6+2 damage 
with its fangs. 

Skinchanging: A Werewolf can change 
shape between person-form and wolf-form, 
just like the spell Mastery of Shapes. As a . 
person, he often has wolf—like characteris— 
tics: a lupine face or manner, grey hair, or 
the like. 
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SCHE : 

Harthol eagerly welcomes the heroes’ pres- 
ence and gives every indication that he wants 
to help. He views the heroes’ presence as the 
opportunity the townspeople have been waiting 
for to rid themselves of the danger plaguing 
their village. Harthol is very convincing —— he’s 
ready to go and he knows the area better than 
anyone. He tells the characters that the wargs 
must have a den and if they have a den, he can 
help them find it. 

Act III: Werewolf in sheep’s clothing 
Harthol offers to help the characters and, 

once they’re ready, he leads them into the for- 
est. This is the last part of the adventure and 
presents the heroes with their greatest chal- 
lenge: defeating three wargs and a surprise 
attack from a werewolf. 

Harthol is cunning and intelligent. He 
wants to leave during the day because wargs 
hunt at night. He gives every indication that 
he’s on the heroes’ side and is going to help 
fight the wargs. He knows exactly where the 
wargs’ den is, and uses that knowledge to con- 
vincingly pretend he’s following the wargs’ trail 
back to their den. He claims to lose the trail at 
least once. The characters might have sufficient 
ranks in Track to follow the wargs themselves. 
Finding traces of the wargs requires a Track 
(Warg or Wolf) test against a TN of 15. Success 

Harthol’s warg minions 
Harthol has three wargs he’s befriended 

using his Animal Kinship ability. They don‘t 
serve him out of fear or because he’s super- 
naturally controlling their minds. He has 
simply convinced them it is in their best 
interest to work with him. So far, the 
arrangement has been extremely beneficial 
to the wargs, who’ve received a steady diet 
of man-flesh to feast on since Harthol began 
leading traders and unsuspecting visitors 
into the village. 

The characters have two encounters . 
with the wargs, one in the forest leading to ' 
Haver and one in the wargs den itself. In 
each case, the heroes face exactly three 
wargs. If the heroes kill all the wargs in the 
first encounter, they face three more wargs 
in the second encounter. If the heroes fail to 
kill the wargs in the first encounter, they 
still face three wargs in the second 
encounter. 

Attributes: Bearing 8 (+1), Nimbleness 8 
(+1), Perception 9 (+1), Strength 10 (+2), 
Vitality 10 (+2),W1rs 4 (:0) 

Reactions: Stamina +4, Swiftness +3, 
Willpower +1, VVrsdom :0 

Size: Medium 
Health: 12 
Skills: Armed Combat: Natural Weapons 

(Fangs) +6, lntimidate (Fear) +5,]ump +5, 
Language: Warg-speak +4, Observe (Smell) 
+6, Run +9, Stealth (Sneak) +9, Survival 
(Forest) +5, Track (Scent) +4 ' 

Walk: 12 yards 
Fangs: A Warg does 2d6+2 points of 

damage with its fangs. 

stable master who tends the six horses owned 
by the townsfolk, a tavern that doubles as the 
trade-goods store, and several farms. , 

The town council is made up of the town’s 
most prosperous and influential men. The 
smith, Brendamar, is the town’s leading elder. 
After the townsfolk greet the heroes and 
invite them to eat and drink in the town’s tav- 
ern, the tanner, Galoth, tells the players about 
the wargs. 

Galoth, Brendamar, and the rest of the 
townsfolk are gruff, earthy folk: simple, plain- 
spoken, and hardworking. Each is heavilymus- 
cled from long hours of work and many are 
deeply tanned from working outside all day. 
The women are fair but hardy, and capable of 
doing any work that needs be done to help the 
town prosper. 

Galoth describes Havers problem. Read the 
following to the players. 

"Wargs! They plague our town. Oh, no direct 
attacks on the townspeople. They/re too smart to 
try and attack us in our homes where we’d 
swarm them and rid the earth of their foul 
stench. No, they hide in the forests, waiting for 
an unsuspecting tradesman or travelers such as 
yourselves. Then they spring on them unaware 
and kill them, or drive them away. Either result 
spells doom for our town. We cannot survive 

EN EMIES 
There’s only one intelligent enemy in 

this adventula: Harthol the werewolf. He 
used to be Harthol the trapper, but since he 
was bitten by a werewolf two months ago, 
he has been corrupted by Shadow. Now he 
willingly hunts other humans and delivers 
them to his warg minions. 

Harthol the werewolf 
Description: Harthol is a tall, thin 

human male. He wears brown and red 
hunter’s garb with a long cloak and 
longsword strapped to his side. His face is 
lean and rugged, covered in a thick brown 
beard that matches his long brown hair. He 
looks gruff and gives the impression he 
might be harsh and unkind. Once he starts 
speaking, however, he’s surprisingly outgo- 
ing and friendly. 

Attributes: Bearing 9 (+1), Nimbleness 9 
(+1), Perception 9 (+1), Strength 11 (+2), 
Vitality 11 (+2), Wits 6 (:0) 

Reactions: Stamina +4, Swiftness +4, 
Willpower +2, Wisdom +1 

Size: Large 
Health: 14 (2 levels Healthy) 
Skills: Armed Combat: Natural Weapons 

(Fangs) +8, Armed Combat: Blades 
(longsword) +6, Intimidate (Fear) +6, Jump 
+6, language: Warg—Speak +4, Observe 
(Smell) +7, Run +7, Stealth '(Sneak) +9, 
Survival (Mountains) +6, Track (Scent) +5 

Animal Kinship: Any attempts a were- 
wolf makes to befriend animals — including 
any attempt to ride a horse or other beast of 
burden — suffer a -4 test result penalty 
unless the beast is a warg. In that instance, 

without trade. If the attacks continue, we'll be 
forced to uproot ourselves from our homes and 
journey to a larger, safer place. Leaving every- 
thing our people have worked to build these 
past several generations." 

Galoth does not immediately ask the heroes 
if they will help. He’s hoping they’ll exhibit 
valor and compassion and offer to rid the forest 
of the wargs themselves. Before offering aid, the 
players may want to ask Galoth some questions 
about the circumstances surrounding the 
attack. That opens up the perfect opportunity 
for Harthol to offer his aid. 

Harthol is the town’s hunter and trapper. 
Since the wargs came a month or so ago, all the 
game animals have been scared away and hunt- 
ing has been impossible. Further, Harthol is not 
a hero and does not want to venture out at 
night to hunt, for fear the wargs will attack. 
The townspeople share Harthol’s concern and 
don’t want him to sacrifice himself for no rea- 
son. They’re well aware that their hunter isn’t 
strong enough to take on three wargs on his 
own, and none of them have the skills neces-‘ 
sary to aid him. They view Harthol’s reluctance 
to venture into the forest as a reasonable man’s 
reaction to dangerous times. They have no idea 
that Harthol is, in fact, the leader of the warg 
pack and bent on the destruction of the town. 

the werewolf gains a +4 test result bonus 
instead. 

Cursed Infection: If a Werewolf draws 
blood from a target with tooth or claw, the 
victim may become infected by the were- 
wolf’s curse. A TN 12 Stamina reaction test 
is required to stave off the initial infection. 
If this fails, the victim becomes feverish and 
takes 2d6 points of damage. At the end of 
each subsequent hour, the target must make 
a TN 12 Willpower reaction test to resist the 
curse itself. Those who 'fail suffer another 
2d6 points of damage. 

If the victim reaches zero Health in this 
manner, he or she becomes a werewolf. At 
that point, he regains full Health and the 
fever abates. He also automatically gains 
one. point of Corruption. 

A cursed victim involuntarily transforms 
into its beast-shape each time the full moon 
rises and must remain in that form until the 
moon sets. During this time, the victim is 
not in control of his actions. Each time the 
victim becomes a beast, he must make a TN 
12 Willpower test to resist Corruption. 

A victim can be cured of the curse, but 
this requires a successful TN 30 Healing 
test. 

Dissolution of Death: The body of a 
slain werewolf dissolves into mist. 

Fangs: A Werewolf does 2d6+2 damage 
with its fangs. 

Skinchanging: A Werewolf can change 
shape between person-form and wolf-form, 
just like the spell Mastery of Shapes. As a . 
person, he often has wolf-like characteris- 
tics: a lupine face or manner, grey hair, or 
the like. 
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Harthol eagerly welcomes the heroes’ pres- 
ence and gives every indication that he wants 
to help. He views the heroes’ presence as the 
opportunity the townspeople have been waiting 
for to rid themselves of the danger plaguing 
their village. Harthol is very convincing — he’s 
ready to go and he knows the area better than 
anyone. He tells the characters that the wargs 
must have a den and if they have a den, he can 
help them find it. 

Act III: Wolf in 5M3 clothing 
Harthol offers to help the characters and, 

once they’re ready, he leads them into the for-. 
est. This is the last part of the adventure and 
presents the heroes with their greatest chal- 
lenge: defeating three wargs and a surprise 
attack from a werewolf. 

Harthol is cunning and intelligent. He 
wants to leave during the day because wargs 
hunt at night. He gives every indication that 
he’s on the heroes’ side and is going to help 
fight the wargs. He knows exactly where the 
wargs’ den is, and uses that knowledge to con- 
vincingly pretend he’s following the wargs’ trail 
back to their den. He claims to lose the trail at 
least once. The characters might have sufficient 
ranks in Track to follow the wargs themselves. 
Finding traces of the wargs requires a Track 
(Warg or Wolf) test against a TN of 15. Success 

Horthol’s warg minions 
Harthol has three wargs he’s befriended 

using his Animal Kinship ability. They don’t 
serve him out of fear or because he’s super- 
naturally controlling their minds. He has 
simply convinced them it is in their best 
interest to work with him. So far, the 
arrangement has been extremely beneficial 
to the wargs, who’ve received a steady diet 
of man-flesh to feast on since Harthol began 
leading traders and unsuspecting visitors 
into the village. 

The characters have two encounters ‘ 
with the wargs, one in the forest leading to ' 
Haver and one in the warg’s den itself. In 
each case, the heroes face exactly three 
wargs. If the heroes kill all the wargs in the 
first encounter, they face three more wargs 
in the second encounter. If the heroes fail to 
kill the wargs in the first encounter, they 
still face three wargs in the second 
encounter. 

Attributes: Bearing 8 (+ 1), Nimbleness 8 
(+1), Perception 9 (+1), Strength 10 (+2), 
Vitality 10 (+2), Wits 4 (:0) 

Reactions: Stamina +4, Swiftness +3, 
Willpower +1, Wisdom :0 

Size: Medium 
Health: 12 
Skills: Armed Combat: Natural Weapons 

(Fangs) +6, Intimidate (Fear) +5, Jump +5, 
Language: Warg-speak +4, Observe (Smell) 
+6, Run +9, Stealth (Sneak) +9, Survival 
(Forest) +5, Track (Scent) +4 ' 

Walk: 12 yards 
Fangs: A Warg does 2d6+2 points of 

damage with its fangs. ~ 
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means the heroes can find the wargs’ den with- 
out Harthol’s help (who will still show up later 
in the wargs’ den). 

The den is a small cave set into an out- 
cropping of rock in the forest. There are bones 
and other evidence of the wargs’ presence, as 
they are not subtle animals and take no care to 
hide their existence. The cave has one 
entrance, a tunnel roughly 10 feet across, 

'which runs for 15 feet before opening into a 
roughly circular room 30 feet in diameter. 
Harthol is reluctant to enter the cave, but is 
willing to face his fear because of the presence 
of the heroes. In fact, he mentions that they 
are mighty warriors, and he is but a simple 
hunter and may likely be killed in the coming 
battle (but dying in their company would be a 
fine end to his tale). Of course, he’s hoping 
they’ll say “No, no! You stay here — leading 
us to these foul creatures is duty enough.” If 
the heroes suggest Harthol stay behind, he 
gladly does, entering the fray on the wargs’ 
side in the third round of combat. If the 
heroes want Harthol with them, he’ll come. 

Inside, the three wargs are sleeping. The 
heroes hear the wuffling and snuflling sounds 
of sleeping wargs. But wargs are wild beasts 
and, unlike men and dwarves, wake easily 
when their den is disturbed. Once the heroes 
enter the den proper, the wargs wake and 
attack! 

Neither side has the opportunity to surprise 
the other. The wargs recognize Harthol and will 
not attack him. He, however, will feign attack- 
ing the wargs, appearing to miss (as a poor 
hunter might do against mighty wargs) until 

the third round of combat, when he reveals 
himself as a werewolf, and attacks the heroes! 
Read the following to the players. 

Harthol stops his attempts on the wargs and 
sheds his cloak. His features change, assume a 
wolfen aspect, and his eyes narrow and flash 
red. ”You make things too easy,” the werewolf 
says. ”You are so typically trusting. And now my 
minions will feast on your flesh, and your tale 
ends. And the weak, craven people of Haver are 
none the wiser!” 

Harthol attacks the heroes, hoping to 
scratch them with his claws or fangs and trans- 
mit his Cursed Infection. When Harthol is 
killed, he leaves no body behind; rather, his 
corpse dissolves into mist (thanks to 
Dissolution of Death). Once the combat has 
ended, presumably with the heroes victorious, 
they must return to Haver and tell the towns- 
folk that though the wargs were killed, their 
friend Harthol had become a werewolf and had 
to be slain. The Heroes have no real under— 
standing of why or how Harthol became a 
werewolf, but the townsfolk can put it togeth- 
er: Two months ago, Harthol returned wound- 
ed from a hunt and, from that point forward, 
he stopped hunting. Shortly thereafter the 

came. 
The death of Harthol and the return of the 

heroes to Haver marks the end of the adven— 
ture. If any of the heroes were infected with 
Harthol's cursed infection, they need healing 
— more healing than anyone in Haver can pro- 
vide, and thus this short adventure leads to 
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others, as the characters must seek out a healer 
to banish the influence of the werewolf from 
their comrades body. Of course, the healer 
won’t do such a thing for free — he’ll want 
something in return. 

The adventure continues 

New to RPG'S? Luohfur The Lord of the 
Rings Roleplaying Adventure Game. It includes 
a 32-page “Through the Mines of Moria” adven- 
ture, a 24-page “Welcome to Middle-earth” book- 
let, maps, counters, and character sheets for all 
nine members of the fellowship of the Ring! 

T H E  T W O  TOWENRSG 

LIFESIZE STANDUPS 
OFULL COLOR! 
OFree Smirking! 
aEasy to Set Hp and 
Easy to§torel 

{Also A’VM 

#105 Saruman'l 
#406 Hobbits 

- 1385 Gimli'“ 
a n d .  _Le_golas“‘ 

I _ #384 Anagoan": 
._ MW: 5'9", 

means the heroes can find the wargs’ den with- 
out l-Iarthol’s help (who will still show up later 
in the wargs’ den). 

The den is a small cave set into an out- 
cropping of rock in the forest. There are bones 
and other evidence of the wargs’ presence, as 
they are not subtle animals and take no care to 
hide their existence. The cave has one 
entrance, a tunnel roughly 10 feet across, 

'which runs for 15 feet before opening into a 
roughly circular room 30 feet in diameter. 
Harthol is reluctant to enter the cave, but is 
willing to face his fear because of the presence 
of the heroes. In fact, he mentions that they 
are mighty warriors, and he is but a simple 
hunter and may likely be killed in the coming 
battle (but dying in their company would be a 
fine end to his tale). Of course, he’s hoping 
they’ll say “No, no! You stay here —— leading 
us to these foul creatures is duty enough.” If 
the heroes suggest Harthol stay behind, he 
gladly does, entering the fray on the wargs’ 
side in the third round of combat. If the 
heroes want Harthol with them, he’ll come. 

Inside, the three wargs are sleeping. The 
heroes hear the wuffling and snuffling sounds 
of sleeping wargs. But wargs are wild beasts 
and, unlike men and dwarves, wake easily 
when their den is disturbed. Once the heroes 
enter the den proper, the wargs wake and 
attack! 

Neither side has the opportunity to surprise 
the other. The wargs recognize Harthol and will 
not attack him. He, however, will feign attack- 
ing the wargs, appearing to miss (as a poor 
hunter might do against mighty wargs) until 

the third round of combat, when he reveals 
himself as a werewolf, and attacks the heroes! 
Read the following to the players. 

Harthol stops his attempts on the wargs and 
sheds his cloak. His features change, assume a 
wolfen aspect, and his eyes narrow and flash 
red. ”You make things too easy,’ 'the werewolf 
says. ‘You are so typically trusting. And now my 
minions will feast on your flesh, and your tale 
ends. And the weak, craven people of Haver are 
none the wiser!” 

Harthol attacks the heroes, hoping to 
scratch them with his claws or fangs and trans- 
mit his Cursed Infection. When Harthol is 
killed, he leaves no body behind; rather, his 
corpse dissolves into mist (thaa to 
Dissolution of Death). Once the combat has 
ended, presumably with the heroes victorious, 
they must return to Haver and tell the towns- 
folk that though the wargs were killed, their 
friend Harthol had become a werewolf and had 
to be slain. The Heroes have no real under- 
standing of why or how Harthol became a 
werewolf, but the townsfolk can put it togeth- 
er: Two months ago, I-Iarthol returned wound- 
ed from a hunt and, from that point forward, 
he stopped hunting. Shortly thereafter the 
wargs came. 

The death of Harthol and the return of the 
heroes to Haver marks the end of the adven- 
ture. If any of the heroes were infected with 
Harthol’s cursed infection, they need healing 
— more healing than anyone in Haver can pro- 
vide, and thus this short adventure leads to 

.1’91' shipping. 

" #404 Frodo 

0 
Elifesize 

_. 328 Lindsey-Dr. 

#398 Gandalf“ 
{Also AVM I 

#405 Sarumanw 
#406 Hobbits 

others, as the characters must seek out a healer 
to banish the influence of the werewolf from 
their .comrade’s body. Of course, the healer 
won’t do such a thing for free — he’ll want 
something in return. 

The adventure continues 

New to RPG’s? Loolzfor The Lord of the 
Rings Roleplaying Adventure Game. It includes 
a 32-page “Through the Mines of Moria” adven- 
ture, a 24-page “Welcome to Middle-earth” book- 
let, maps, counters, and character sheets for all 
nine members of the fellowship of the Ring! 
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OEEKTEfiilCBING MADE SIMPLE 
by Steve Horton 

In The Lord of the Rings TCG, winning or 
losing often depends on whether your deck 
has a key counter card, is tuned enough to get 
to the cards you want, or has a good speed 
factor, enabling you to cycle cards quickly. It‘s 
important to know the rules of deck building, 
what format you‘re playing in, which cultures 
you want to play with, what theme you’re 
going for, and how large you want your deck 
to be. Many of these concepts are related — 
the Moria culture lends itself to larger deck 
sizes, for example. Once you have these con- 
cepts down, building a deck of your own 

‘ should be a simple matter. ' 

DECK’BUILDING RULES 
Before getting down to the nuts and bolts 

of deck building, there are a few key rules 
you have to know about LotR. Compared to 
other CCGs, LotR's deck-building rules are 
quite simple. 

You must play with at least 60 cards in 
your draw deck, with no maximum, and an 
exactly equal number of Free Peoples and, 
Shadow cards. 

You may only have four copies of any one 
card title in your draw deck, ignoring subti— 
tles. To use an example from the Deluxe 
Rulebook, if you have three copies of Aragorn, 
King in Exile in your deck, you could include 
only one copy of Aragom. Ranger of the 
North, for a total of four copies of Aragom. 

You may not include any copies of The 
One Ring in your draw deck. You choose any 
version of The One Ring and any version of 
Frodo to start the game with; these two cards 
are separate and are not considered part of 
your deck. But, this means you may only 
include three Frodos in your draw deck. The 
starting Frodo does not count against your 
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Free Peoples total. 
Sites go in the Adventure Deck, a separate 

deck made up of one site for each of the nine 
site numbers. 

CHOOSE YOUR BLOCK 
Before building your deck, you’ll want to 

decide what format you want to play in. Often 
this will be dictated by the tournament you're 
preparing for, the league you’re playing in, or 
your playing group’s preference. The three 
“blocks" in the game, as of the release of The 
Two Towers, are: 

Fellowship Bloch. This includes cards and 
sites from The Fellowship of the Ring, Mines of 
Moria, and Realms of the Elf—lords. 

Two Towers Bloch. This block currently 
includes cards and sites from The Two Towers 
base set only, but will eventually include cards 
from the next two expansions, Battle of Helm’s 
Deep and Ents of Fangom. 

Open. This format allows cards from both 
the Fellowship Block and Two Towers Block. 
except that all sites must come from the Two 
Towers Block. 

Eventually, there will be a Return of the 
King block, and the Open Block will change to 
allow only sites from the most recent block. 

ON E'ON-ONE OR MULTlPlAYER? 
Most sanctioned tournaments are one-on- ' 

one duel format. This format lends itself to a 
smaller deck size and fewer specialized 
counter cards. There are several cards, 
including Cast It Into the Fire! from Realms 
of the Elf-lords, designed for the multiplayer 
format, which might not be worth including 
in a duel deck. 

Once in awhile, you’ll find a multiplayer 
tournament in your area, and several league 
stamp choices require you to play multiplayer, 
but most of your multiplayer gaming is going 
to be in friendly play. In this format, which is 
ideally three to five players but theoretically 
has no maximum (a recent tournament at Gen 
Con UK boasted 27 players!), your deck size 
needs to be adjusted. With all the extra 
regroup phases between your turns, you will 
run out of cards in a 60—card deck quickly. A 
larger deck size means you‘ll be able to hang 
around longer. 

CHOOSE CULTURES AND THEMES 
LotR is one of the few CCGs with a draw 

deck split evenly between good and evil; in 
this case, between Free Peoples and Shadow 
cards. Both deck halves, shuffled together, 
must work to help your fellowship and slow 
down or eliminate your opponent‘s, but the 
cultures also must work together. A speedy 
Shadow half works well with a speedy Free 
Peoples half, because one half won’t bog down 
the other half. A Free Peoples half which spe- 
cializes in card-drawing, such as Dwarves, will 
work well paired with a Moria Shadow half 
with a lot of cheap cards and some card-draw- 
ing of Its own. 
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As of The Two Towers, the game includes 
six Free Peoples and six Shadow cultures: 

Free Peoples 
Dwarven. Dwarves specialize in card—draw- 

ing and have many ways to pump up Dwarf 
companions. The Two Towers introduces a new 
theme for the Dwarves: card stacking. This 
ability, along with events that allow you to 
shuffle stacked cards hack into your deck, give 
you lots of card-manipulation ability. 

Elven. Elves specialized in archery and dis- 
card strategies in the Fellowship block, but 
recent errata to Mirror of Galadriel and new 
concepts in the Two Towers block have moved 
Elves toward a new theme: power manipula- 
tion. Newer Elves let you reduce minion 
strength or raise companion strength, often 
allowing Elves to win more skirmishes than 
they had been capable of previously. V 

Gandalf. A deck built around the old wiz- 
ard and his friends has nearly always meant 
using spells, a keyword found on many 
Gandalf events. GandalFs spells are often pow- 
erful, clearing the board of active conditions 
(Sleep, Caradhras), reducing the minions’ 
power of minions (Servant of the Secret Fire), 
or preventing wounds to your companions 
(Intimidate). And Gandalf’s Staff from Mines 
of Moria reduces the cost of spells by l .  

Gondor. Probably the most popular cul- 
ture in the game thus far, Gondor compan- 
ions such as Aragorn, Boromir, and Faramir 
have high strength, good vitality, and some ' 
amazing abilities. The Gondor culture doesn’t 
need a lot of cards to  use, leaving room to 
include a second culture; Gondor and Elves 
are often paired to great effect. Before The Two 
Towers, many players would load up Gondor 
companions with cards, making them unbeat- 
able in a skirmish. Several cards in The Two 
Towers, such as Grim, Wormtongue. can 
counter this strategy. 

botEKtfi‘I’i‘BINGMADI SIM 
by Steve Horton 

In The Lord of the Rings TCG, winning or 
losing often depends on whether your deck 
has a key counter card, is tuned enough to get 
to the cards you want, or has a good speed 
factor, enabling you to. cycle cards quickly. It’s 
important to know the rules of deck building, 
what format you’re playing in, which cultures 
you want to play with, what theme you’re 
going for, and how large you want your deck 
to be. Many of these concepts are related — 
the Moria culture lends itself to larger deck 
sizes, for example. Once you have thesecon- 
cepts down, building a deck of your own 

. .  Should be a simple matter. ‘ 

DECK'BUILDING RULES 
Before getting down to the nuts and bolts 

of deck building, there are a few key rules 
you have to know about LotR. Compared to 
other CCGs, LotR’s deck-building rules are 
quite simple. 

You must play with at least 60 cards in 
your draw deck, with no maximum, and an 
exactly equal number of Free Peoples and. 
Shadow cards. 

You may only have four copies of any one 
card title in your draw deck, ignoring subti- 
tles. To use an example from the Deluxe 
Rulebook, if you have three copies of Aragom, 
King in Exile in your deck, you could include 
only one copy of Aragom, Ranger of the 
North, for a total of four copies of Aragorn. 

You may not include any copies of The 
One Ring in your draw deck. You choose any 
version of The One Ring and any version of 
Frodo to start the game with; these two cards 
are separate and are not considered part of 
your deck. But, this means you may only 
include three Frodos in your draw deck. The 
starting Frodo does not count against your 
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Free Peoples total. 
Sites go in the Adventure Deck, a separate 

deck made up of one site for each of the nine 
site numbers. 

CHOOSE YOUR BLOCK 
Before building your deck, you’ll want to 

decide what format you want to play in. Often 
this will be dictated by the tournament you’re 
preparing for, the league you’re playing in, or 
your playing group’s preference. The three 
“blocks” in the game, as of the release of The 
Two Towers, are: 

Fellowship Block. This includes cards and 
sites from The Fellowship of the Ring, Mines of 
Maria, and Realms of the Elf-lords. 

Two Towers Bloch. This block currently 
includes cards and sites from The Two Towers 
base set only, but will eventually include cards 
from the next two expansions, Battle of Helm’s 
Deep and Ents of Fangorn. 

Open. This format allows cards from both 
the Fellowship Block and Two Towers Block, 
except that all sites must come from the Two 
Towers Block. 

Eventually, there will be a Return of the 
King block, and the Open Block will change to 
allow only sites from the most recent block. 

ON E'ON’ONE OR MULTIPIAYER? 
Most sanctioned tournaments are one-on- ' 

one duel format. Thisformat lends itself to a 
smaller deck size and fewer specialized 
counter cards. There are several cards, 
including Cast It Into the Fire! from Realms 
of the Elf-lords, designed for the multiplayer 
format, which might not be worth including 
in a duel deck. 

Once in awhile, you’ll find a multiplayer 
tournament in your area, and several league 
stamp choices require you to play multiplayer, 
but most of your multiplayer gaming is going 
to be in friendly play. In this format, which is 
ideally three to five players but theoretically 
has no maximum (a recent tournament at Gen 
Con UK boasted 27 players!), your deck size 
needs to be adjusted. With all the extra 
regroup phases between your turns, you will 
run out of cards in a 60-card deck quickly. A 
larger deck size means you’ll be able to hang 
around longer. 

CHOOSE CULTURES AND THEMES 
LotR is one of the few CCGs with a draw 

deck split evenly between good and evil; in 
this case, between Free Peoples and Shadow 
cards. Both deck halves, shuffled together, 
must work to help your fellowship and slow 
down or eliminate your opponent’s, but the 
cultures also must work together. A speedy 
Shadow half works well with a speedy Free 
Peoples half, because one half won’t bog down 
the other half. A Free Peoples half which spe- 
cializes in card-drawing, such as Dwarves, will 
work well paired with a Moria Shadow half, 
with a lot of cheap cards and some card-draw- 
ing of its -.own 
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As of The Two Towers, the game includes 
six Free Peoples and six Shadow cultures: 

Fm Peoples 
Dwarven. Dwarves specialize in card-draw- 

ing and have many ways to pump up Dwarf 
companions. The Two Towers introduces a new 
theme for the Dwarves: card stacking. This 
ability, along with events that allow you to 
shuffle stacked cards back into your deck, give 
you lots of card-manipulation ability. 

Elven. Elves specialized in archery and dis- 
card strategies in the Fellowship block, but 
recent errata to Mirror of Galadriel and new 
concepts in the Two Towers block have moved 
Elves toward a new theme: power manipula- 
tion. Newer Elves let you reduce minion 
strength or raise companion strength, often 
allowing Elves to win more skirmishes than 
they had been capable of previously. 

Gandalf. A deck built around the old wiz- 
ard and his friends has nearly always meant 
using spells, a keyword found on many 
Gandalf events. Gandalf’s spells are often pow- 
erful, clearing the board of active conditions 
(Sleep, Caradhras), reducing the minions’ 
power of minions (Servant of the Secret Fire), 
or preventing wounds to your companions 
(Intimidate). And Gandalf’s Staff from Mines 
of Moria reduces the cost of spells by 1. 

Gondor. Probably the most popular cul- 
ture in the game thus far, Gondor compan- 
ions such as Aragorn, Boromir, and Faramir 
have high strength, good vitality, and some -- 
amazing abilities. The Gondor culture doesn’t 
need a lot of cards to use, leaving room to 
include a second culture; Gondor and Elves 
are often paired to great effect. Before The Two 
Towers, many players would load up Gondor 
companions with cards, making them unbeat- 
able in a skirmish. Several cards in The Two 
Towers, such as d a ,  Wormtongue, can 
counter this strategy. 



Rohari. Rohan companions are similar to 
Gondor in strength and vitality, but are distin- 
guished by their use of mounts. The Riders of 
Rohan gain great strength and abilities from 
their horses. Rohan also has the advantage of 
being led by Theoden, Lord of the Mark, a 
powerful companion who heals other Rohan 
companions when a Rohan possession is 
played on them. 

Shire. The Hobbits and their friends spe- 
cialize in avoiding skirmishes and taking a 
lot of punishment when they do have to 
fight. It is possible, though, to make Hobbits 
strong enough to go toe-to-toe with minions, 
using cards like A Promise. A Shire deck is 
easily made from commons and uncommons, 
and can be paired with just about any- 
Shadow half. ‘ 

Shadow 
Dunland. The Dunland culture 

features the Dunlendings, a group 
of wild men. This culture uses 
clubs and other primitive gear, as 
well as a Dunland-culture 
Saruman, Rabble-rouser. to smack 
down opponents. Dunlendings are 
marked by high strength and low 
vitality, but include a number of 
cards to make up for that defi- 
ciency. 

Isengard. The shadow culture 
with the most cards as of The 
Two Towers, Isengard has domi- 
nated the tournament scene 
almost since day one. This cul- 
ture is broken down into sub- 
cultures: Uruk-hai, who special- 
ize in damage +1, a high num- 
ber of wounds, and some killer 
events such as Savagery to Match Their 
Numbers; and Isengard Orcs, who often inflict 
wounds during the regroup phase. The Two 
Towers introduces Isengard archers, giving 
them access to some firepower. Isengard is 
versatile, but  somewhat rare-intensive. 

Moria. This is the faction you probably 
want to start with as a new LotR player, as it is 
made up of mostly commons and uncom- 
mons, and is a very easy, fast culture to play. 
Most Moria decks rely on swarms to over- 
whelm Frodo, but  Moria archer decks also 
exist. Four copies of Goblin Amory are a must 
in every Moria deck to accelerate the deck and 
prevent wounds at crucial moments. 

Raider. This culture encompasses two sub— 
cultures of evil men: Southrons and 
Easterlings. Raiders are the kings of assign— 
ment actions. with several useful abilities that 
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allow them to choose who they wish to fight. 
Ringwmith. The Nazgol and their cohorts 

are also tough in the tournament scene, using 
a high average strength and the Fierce charac- 
teristic to light and apply direct damage in the 
form of Blade Tip and Relentless Charge. The 
most rare-intensive Shadow culture by far; getv 
ting enough “Witch-kings to make a deck is 
both difficult and expensive. 

Sauron. The black sheep of Shadow cul— 
tures, Sauron is probably the most unpopular 
as of The Two Towers. Their strength is in their 
conditions, especially Orc Bowmen and Under 
the Watching Eye, but with so many players ‘ 
packing cards to eliminate conditions, Sauron 
has a tough time. You might have better luck 
with them in the Open format, where decks 
trying out new strategies might not have as 
much room for condition-killing cards. 
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m'nst .2. lv ,- whim, m w: b: M». 

CHOOSING YOUR SITES 
Your choice of sites depends on your 

choice of cultures, your decks theme or 
themes, and what format you’re playing in. You 
want to pick sites that help you and hinder 
your opponent at the same time —.—- no small 
feat. In the Fellowship Block, many players are 
tempted to start with The Prancing Pony to get 
Aragorn — but their opponents get to do the 
same. Why not pack four Aragoms, bid high, 
lay down Green Dragon Inn to get Sam, and 
possibly leave your opponent without his best 
character for a while? For this reason, the first 
site is often the most important in the game. 
Each site’s Shadow number should also be 
taken into account. If you’re playing a “choke” 
strategy. which manages the Twilight P001 to 
prevent your opponent from playing much, 
choosing sites with low Shadow numbers is 
wise. Remember that you can only use sites 
from The Two Towers, unless you’re playing in 
a Fellowship Block event. 

THE BAlANCE OE CARD TYPES 
Depending on your strategy, the propor- 

tion of the various card types in your deck 
will change. For the Free Peoples side, you’ll 
need several companions and allies, as well as 
events, conditions, and possessions that key 
on them, and your starting companions. Don’t 
play weapons for characters you only have one 
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copy of in the deck (unless you start with 
them). Similarly, if you start with Gandalf, 
there’s little reason to include three more 
copies of him plus A Wizard Is Never Late. If 
that’s what your deck looks like, consider 
starting someone else and cutting down the 
size of your deck; you should get to Gandalf 
in short order. 

As for the Shadow side, the key is minions, 
minions, minions. Nearly every possible 
Shadow strategy depends on having lots of 
minions. Low-cost and high-cost minions 
should be in good balance, because you won’t 
always have 11 twilight to play the Witch-king 
and Pale Blade. Keep the number of support 
cards low, especially events, conditions, and 
possessions that require twilight to play, as 
that twilight isn’t always going to be there. Too 
many minion support cards will leave you 
wishing for another minion instead of that 
fourth Worry in your hand. 
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DECK SIZE 
Most decks should have 60-70 cards for 

one-on-one and 75+ for multiplayer games, 
depending on the number of people. If dis- 
card decks are prevalent in your area, you 
may decide to pack more cards in response. 
Larger decks usually have tons of free cards 
to allow rapid cycling; otherwise big decks 
can get bogged down and may never get to 
the card they really need during the course 
of the game. 

THE METAGAME 
Your deck will need to be tweaked depend- 

ing on what other people in your area are 
playing. If you see a lot of Uruk-hai, then 
adding A Blended Race or Strength of Kings 
(which cancels Savagery to Match Their 
Numbers) is wise. A rash of Nazgul decks can 
be countered by 0 Elbereth! Gilthoniel! or Not 
Feared in Sunlight. A preponderance of 
Gandalf decks will be hurt by Too Great and 
Tetrible. The effectiveness of such culture-spe— ' 
cific counters depends on how sure you are 
that your opponents are playing such decks on 
game night or at a tournament. This knowl- 
edge of your local scene is called the 
metagame, and can make the difference in 
close games. 

Good luck! 

Rohan. Rohan companions are similar to 
Gondor in strength and vitality, but are distin- 
guished by their use of mounts. The Riders of 
Rohan gain great strength and abilities from 
their horses. Rohan also has the advantage of 
being led by Theoden, Lord of the Mark, a 
powerful companion who heals other Rohan 
companions when a Rohan possession is 
played on them. 

Shire. The Hobbits and their friends spe- 
cialize in avoiding skirmishes and taking a 
lot of punishment when they do have to 
fight. It is possible, though, to make Hobbits 
strong enough to go toe-to-toe with minions, 
using cards like A Promise. A Shire deck is 
easily made from commons and uncommons, 
and can be paired with just about any- 
Shadow half. ' 

Shadow 
Dunland. The Dunland culture 

features the Dunlendings, a group 
of wild men. This culture uses 
clubs and other primitive gear, as 
well as a Dunland-culture 
Saruman, Rabble-rouser, to smack 
down opponents. Dunlendings are 
marked by high strength and low 
vitality, but include a number of 
cards to make up for that defi- 
ciency. 

Isengard. The shadow culture 
with the most cards as of The 
Two Towers, Isengard has domi- 
nated the tournament scene 
almost since day one. This cul- 
ture is broken down into sub- ”A. 
cultures: Uruk-hai, Who special- 
ize in damage +1, a high num- 
ber of wounds, and some killer 
events such as Savagery to Match Their 
Numbers; and Isengard Orcs, who often inflict 
wounds during the regroup phase. The Two 
Towers introduces Isengard archers, giving 
them access to some firepower. Isengard is 
versatile, but somewhat rare-intensive. 

Moria. This is the faction you probably 
want to start with as a new LotR player, as it is 
made up of mostly commons and uncom- 
mons, and is a very easy, fast culture to play. 
Most Moria decks rely on swarms to over- 
whelm Frodo, but Moria archer decks also 
exist. Four copies of Goblin Armory are a must 
in every Moria deck to accelerate the deck and 
prevent wounds at crucial moments. 

Raider. This culture encompasses two sub- 
cultures of evil men: Southrons and 
Easterlings. Raiders are the kings of assign- 
ment actions, with several useful abilities that 
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allow them to choose who they wish to fight. 
Ringwraith. The Nazgul and their cohorts 

are also tough in the tournament scene, using 
a high average strength and the Fierce charac- 
teristic to fight and apply direct damage in the 
form of Blade Tip and Relentless Charge. The 
most rare-intensive Shadow culture by far; get- 
ting enough Witch—kings to make a deck is 
both difficult and expensive. 

Sauron. The black sheep of Shadow cul- 
tures, Sauron is probably the most unpopular 
as of The Two Towers. Their strength is in their 
conditions, especially Orc Bowmen and Under 
the Watching Eye, but with so many players ‘ 
packing cards to eliminate conditions, Sauron 
has a tough time. You might have better luck 
with them in the Open format, where decks ' 
trying out new strategies might not have as 
much room for condition-killing cards. 
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CHOOSING YOUR SlTES 
Your choice of sites depends on your 

choice of cultures, your deck’s theme or 
themes, and what format you’re playing in. You 
want to pick sites that help you and hinder 
your opponent at the same time —. no small 
feat. In the Fellowship Block, many players are 
tempted to start with The .Prancing Pony to get 
Aragorn — but their opponents get to do the 
same. Why not pack four Aragorns, .bid high, 
lay down Green Dragon Inn to get Sam, and 
possibly leave your opponent without his best 
character for a while? For this reason, the first 
site is often the most important in the game. 
Each site’s Shadow number should also be 
taken into account. If you’re playing a “choke” 
strategy, which manages the Twilight Pool to 
prevent your opponent from playing much, 
choosing sites with low Shadow numbers is 
wise. Remember that you can only use sites 
from The Two Towers, unless you’re playing in 
a Fellowship Block event. 

THE BAIANCE or CARD TYPES 
Depending on your strategy, the propor-. 

tion of the various card types in your deck 
will change. For the Free Peoples side, you’ll 
need several companions and allies, as well as 
events, conditions, and possessions that key 
on them, and your starting companions. Don’t 
play weapons for characters you only have one 
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copy of in the deck (unless you start with 
them). Similarly, if you start with Gandalf, 
there’s little reason to include three more 
copies of him plus A Wizard Is Never Late. If 
that’s what your deck looks like, consider 
starting someone else and cutting down the 
size of your deck; you should get to Gandalf 
in short order. 

As for the Shadow side, the key is minions, 
minions, minions. Nearly every possible 
Shadow strategy depends on having lots of 
minions. Low-cost and high-cost minions 
should be in good balance, because you won’t 
always have 11 twilight to play the Witch-king 
and Pale Blade. Keep the number of support 
cards low, especially events, conditions, and 
possessions that require twilight to play, as 
that twilight isn’t always going to be there. Too 
many minion support cards will leave you 
wishing for another minion instead of that 
fourth Worry in your hand. 
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DECK SIZE 
Most decks should have 60-70 cards for 

one-on-one and 75+ for multiplayer games, 
depending on the number of people. If dis- 
card decks are prevalent in your area, you 
may decide to pack more cards in response. 
Larger decks usually have tons of free cards 
to allow rapid cycling; otherwise big decks 
can get bogged down and may never get to 
the card they really need during the course 
of the game. - 

THE METAGAME 
Your deck will need to be tweaked depend- 

ing on what other people in your area are 
playing. If you see a lot of Uruk-hai, then 
adding A Blended Race or Strength of Kings 
(which cancels Savagery to Match Their 
Numbers) is wise. A rash of Nazgfil decks can 
be countered by 0 Elbereth! Gilthoniel! or Not 
Feared in Sunlight. A preponderance of 
Gandalf decks will be hurt by Too Great and 
Terrible. The effectiveness of such culture-spe— ' ' 
cific counters depends on how sure you are 
that your opponents are playing such decks on 
game night or at a tournament. This knowl- 
edge of your local scene is called the 
metagame, and can make the difference in 
close games. - 

Good luck! 
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SIMPLICITY OE SYMMETRY , 
Make the Shadow Pool work for you 

by luu tum I t ' im 

Beginning players of Lord of the Rings tend 
to build their decks in parts: first the 
Fellowship and then the Shadow. In many 
cases, this creates a n  imbalance in the deck 
favoring one side and hindering the other. 

Building symmetry into your deck is as 
important as picking the minions and 
characters that the deck 
depends on. An easy way 
to see if there is a cohesive 
nature in your deck is by 
the locations. For example: 
Moria Stairway says, “Each 
companion or minion with a 
hand weapon is damage +1." 
If your deck isn't designed 
to play both sides together, 
this might be a weakness in 
your deck. Your minions 
might be able to lay more 
damage on your opponent’s 
Fellowship, but what if your 
own Fellowship doesn't have 
the resources to take advan- 
tage of the site‘s text? The 
disadvantage becomes more 
pronounced if your opponent 
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is able to capitalize on your site and you can’t. 
The first step in avoiding this type of prob- 

lem is to decide whether your main goal is to 
reach site 9 with your Ring-bearer or to stop 
your opponent‘s Ring-bearer from reaching it. 
This determines which side of your deck to 
emphasize. Say your goal is to stop your oppo- 
nent, emphasizng the Shadow portion, then 
choosing to use the hard-hitting Isengard min- 

ions in your deck. lsengard 
minions tend to have a high- 
er vitality but lack ranged 
weapons. This being the 
case, Anduin Wilderland, 
which skips the archery 
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phase for both sides, is the best choice for site 
7. Your minions go straight to the Skirmish 
phase without giving Fellowship archers a 
chance to pick them off. 

As this site is important to your attack on 
an opponent’s Ring-bearer, on the Fellowship 
side, you should include cards that permit 
you to play your site 7 even if you‘re moving 
ahead of your opponent: Pathfinder, if you‘ve 
got rangers in the party; Speak ’Friend’ and 
Enter, if Gandalf is in the Fellowship; or 
Thror’s Map in any deck, as it  relies on hob- 
bits. Since you‘re trying to negate archery for 
an opponent’s Fellowship, your Fellow ship 
should be built around sterner folks, such as 

Aragom and Boromir. 
Using shields will limit an 
opponent‘s use of archery 
before site 7, and hand 
weapons increase the effec- 
tiveness of your troops in 
the skirmish phase. 

You need to make your 
Fellowship and Shadow 
cards work together to 
build a solid deck. Use your 
locations to see if you’re on 
the right path and I 
pinpoint where 
you’re going astray. 

MAKE OPENING BID PART OF YOUR WINNING STRATEGY 
by Wm B mwn 

One of the most challenging mechanics to 
master in Decipher’s Lord of the Rings is bid- 
ding to see who goes first. The art of the bid 
is not something to be taken 
lightly; in a game where the 
first person to finish the 
Adventure Path is declared 
the winner, being the first 
player to move towards that 
goal is a huge advantage. But 
at what cost? The higher you 
bid, the faster Frodo can be 
corrupted — and the new 
twilight Nazgtil aim to do 
just that! 

How much can you risk 
for the chance to get ahead of 
your opponent? Before you 
can answer that question, 
first look at how your deck 
intends to achieve victory. 
Once you’ve identified which 
of the three victory condi- 
tions your deck is best geared 
to accomplish first, deciding how much to 
bid at the start of the game becomes signifi- 
cantly easier. 

High-stakes bidding - five burdens or 
more — works best in decks that want to 
move first and win by completing the 
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Adventure Path. Decks that employ this strate- 
gy should include some kind of burden— 
removal mechanic. The most common form of 
burden removal in this deck style is to have 
Sam, Son of Hamfast as a starting companion 

or use Green Dragon Inn, 
which lets you play Sam 
from your draw deck, as 
the first site. 

Sam’s ability to remove 
burdens reduces the risk 
of bidding high enough to 
halfway corrupt the Ring- 
bearer before the game 
even begins. However, it 
comes at a cost. You fill 
one of your deck’s starting 
companion slots with a 
companion who’s not ter- 
ribly useful in skirmishes 
(except to take one for the 
team) or use a starting site 
that’s not as useful as, say, 
The Prancing Pony. 

The average player 
usually bids from two to 

four burdens -— high enough win the bid 
against penny-ante players, but not enough to 
risk losing to a high—stakes bidder and have 
your Ring-bearer stuck with a lot of burdens 
right off the bat. In the current environment, 
most players employ this bidding strategy; 

\ '  \ ‘p \ ‘e \ \o \ \ ' .  _ 

they’re content to go first if they win the bid 
but confident enough in their Shadow strategy 
to be satisfied with going second. Decks with 
little or no burden removal should stick to 
this bid range, as most Shadow cards that 
penalize the Fellowship for having burdens 
kick in when the Shadow player can spot 
three burdens — and they get progressively 
worse as the number climbs. 

Decks that bid one burden or less are what 
I call penny-ante. These decks typically have 
no burden removal and don’t want to risk cor- 
ruption or be affected by the nasty game text 
of cards like Worry or Ulairi Enquéa, 
Lieutenant of Morgul. These decks usually go 
second and need a strong Shadow component 
to compensate. The deck must either slow 
down an opponent, preventing him from dou- 
ble-moving at least once, or kill his Ring-bear- 
er outright. In a straight race, this deck often 
loses simply because it didn‘t move first. 

Of course, not all strategies conform to 
these three alternatives. Players using Nazgul 
as their primary minions often bid high but 
choose to go second, forcing their opponent to 
move to sites 2 and 3 with game text favorable 
to Nazgtll (typically Bree Streets and Ford of 
Bruinen). There are no hard and fast rules 
about what to bid with any given deck. These 
basic guidlines are intended to help play- 
ers analyze the bidding mechanic and 
how it affects the game. 

‘SIMPLICITY OE SYMMETRY 
Make the Shadow Poo| work for you 

by Lau tam Lciva 

Beginning players of Lord of the Rings tend 
to build their decks in parts: first the 
Fellowship and then the Shadow. In many 
cases, this creates an imbalance in the deck 
favoring one side and hindering the other. 

Building symmetry into your deck is as 
important as picking the minions and 
characters that the deck 
depends on. An easy way 
to see if there is a cohesive 
nature in your deck is by 
the locations. For example: 
Moria Stairway says, “Each 
companion or minion with a 
hand weapon is damage +1.” 
If your deck isn’t designed 

‘ to play both sides together, 
this might be a weakness in 
your deck. Your minions 
might be able to lay more 
damage on your opponent’s 
Fellowship, but what if your 
own Fellowship doesn’t have 
theresources to take advan- 
tage of the site’s text? The 
disadvantage becomes more 
pronounced if your opponent 
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is able to capitalize on your site and you can’t. 
The first step in avoiding this type of prob- 

lem is to decide whether your main goal is to 
reach site 9 with your Ring-bearer or to stop 
your opponent’s Ring-bearer from reaching it. 
This determines which side of your deck to 
emphasize. Say your goal is to stop your oppo— 
nent, emphasizng the Shadow portion, then 
choosing to use the hard-hitting Isengard min- 

ions in your deck. Isengard 
minions tend to have a high- 
er vitality but lack ranged 
weapons. This being the . 
case, Anduin Wilderland, 
which skips the archery 
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phase for both sides, is the best choice for site 
7. Your minions go straight to the Skirmish 
phase without giving Fellowship archers a 
chance to pick them off. 

As this site is important to your attack on 
an opponent’s Ring-bearer, on the Fellowship 
side, you should include cards that permit 
you to play your site 7 even if you’re moving 
ahead of your opponent: Pathfinder, if you’ve 
got rangers in the party; Speak ‘Friend’ and 
Enter, if Gandalf is in the Fellowship; or 
Thral’s Map in any deck, as it relies on hob- 
bits. Since you’re trying to negate archery for 
an opponent’s Fellowship, your Fellow ship 
should be built around sterner folks, such as 

Aragorn and Boromir. 
Using shields will limit an 
opponent’s use of archery 
before site 7, and hand 
weapons increase the effec- 
tiveness of your troops in 
the skirmish phase. 

You need to make your 
Fellowship and Shadow 
cards work together to 
build a solid deck. Use your 
locations to see if you’re on 
the right path and 
pinpoint where . 
you’re going astray. 

MAKE OPENING BID PART OF YOUR WINNING STRATEGY 
by Wes Brown 

One of the most challenging mechanics to 
master in Decipher’s Lord of the Rings is bid- 
ding to see who goes first. The art of the bid 
is not something to be taken 
lightly; in a game where the 
first person to finish the 
Adventure Path is declared 
the winner, being the first 
player to move towards that 
goal is a huge advantage. But 
at what cost? The higher you 
bid, the faster Frodo can be 
corrupted — and the new 
twilight Nazgfil aim to do 
just that! 

How muchcan you risk 
.for the chance to get ahead of 
your opponent? Before you 
can answer that question, 
first look at how your deck 
intends to achieve victory. 
Once you’ve identified which 
of the three victory condi- 
tions your deck is best geared 
to accomplish first, deciding how much to 
bid at the start of the game becomes signifi- 
cantly easier. 

High-stakes bidding — five burdens or 
more — works best in decks that want to 
move first and win by completing the 
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Adventure Path. Decks that employ this strate- 
gy should include some kind of burden- 
removal mechanic. The most common form of 
burden removal in this deck style is to have 
Sam, Son of Hamfast as a starting companion 

or use Green Dragon Inn, 
which lets you play Sam 
from your draw deck, as 
the first site. 

Sam’s ability to remove 
burdens reduces the risk 
of bidding high enough to 
halfway corrupt the Ring- 
bearer before the game 
even begins. However, it 
comes at a cost. You fill 
one of your deck’s starting 
companion slots with a 
companion who’s not ter- 
ribly useful in skirmishes 
(except to take one for the 
team) or use a startingsite 
that’s not as useful as, say, 
The Prancing Pony. 

The average player 
usually bids from two to 

four burdens — high enough win the bid 
against penny-ante players, but not enough to 
risk losing to a high-stakes bidder and have 
your Ring-bearer stuck with a lot of burdens 
right off the bat. In the current environment, 
most players employ this bidding strategy; 
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they’re content to go first if they win the bid 
but confident enough in their Shadow strategy 
to be satisfied with going second. Decks with 
little or no burden removal should stick to 
this bid range, as most Shadow cards that 
penalize the Fellowship for having burdens 
kick in when the Shadow player can spot 
three burdens — and they get progressively 
worse as the number climbs. 

Decks that bid one burden or less are what 
I call penny-ante. These decks typically have 
no burden removal and don’t want to risk cor- 
ruption or be affected by the nasty game text 
of cards like Worry or Ulaire Enquea, 
Lieutenant of Morgul. These decks usually go 
second and need a strong Shadow component 
to compensate. The deck must either slow 
down an opponent, preventing him from dou- 
ble-moving at least once, or kill his Ring-bear- 
er outright. In a straight race, this deck often 
loses simply because it didn’t move first. 

Of course, not all strategies conform to 
these three alternatives. Players using Nazgfil 
as their primary minions often bid high but 
choose to go second, forcing their opponent to 
move to sites 2 and 3 with game text favorable 
to Nazgol (typically Bree Streets and Ford of 
Bruinen). There are no hard and fast rules 
about what to bid with any given deck. These 
basic guidlines are intended to help play- 
ers analyze the bidding mechanic and 
how it affects the game. 



by Mark Tuttlc 
Decipher Nt't Rt'p 

Deciphers The Lord of the Rings Trading 
Card Game allow on to experience the won- 
ders and perils'fdélhiddle earth.- The designers 
have crafted an amazing structure that is sim- 
ple to learn, but is deep with strategy. 
However, there are always questions, and we’ll ,, 
answer some of the most frequent ” that 
we see here in Rivendell — um ‘ here 
at Decipher. 

Q: Can I use two Morgul Gates (1  R 217) 
to play one Nazgtll? 

A: No. You may not combine phase actions. 
When you play one Morgul Gates, meeting its 
requirements and paying its costs, you’re playing 
a Shadow-phase action that includes playing a 
Nazgul. Once that action is resolved, you’re all 
done playing that Nazgul and another Morgul 
Gates cant affect his cost. 

Q: Can I exert a 
Sauron Orc multiple times 
for multiple wounds with 
Hate (1 R 250)? 

A: No. An event card is 
a single action that can’t be 
repeated. Once that action 
is complete, the event card 
is discarded. 

Q: Then why can I use 
the Archery special ability 
action on Legolas, 
Greenleaf ( l  R 50) multi- 
ple times per turn? 

A: Because that card (as 
well as conditions, posses- 
sions, artifacts and sites) 
are played to the table and 
remain in play until some- 
thing discards or kills them. While they are 
there, special ability actions denoted by a timing 
keyword (such as Archery, Fellowship, etc.) may 
be declared as separate actions multiple times. 

Q: If I have Orc Bowmen ( l  R 264) and 
four Sauron Orcs that aren’t archers in play, 
what is my archery total? 

A: It would be one. The text on Orc Bowmen 
says, “While you can spot a [Sauron] Orc, add 
one to the minion archery total.” Notice that it 
doesn’t say “for each." Each copy of Orc Bowmen 
on the table can never add more than one to the 
archery total each archery phase. 

Q: If I‘m the Shadow player, can 1 spot an 
Elf in my own fellowship? 

A: No. When you’re a Shadow player, your 
Free Peoples cards are inactive and may not be 
spotted. 

Q: Saruman’s Power (1 U 136) and Sleep, 
Caradhras ( l  C 84) are worded similarly, yet 

mm Hull)" tcucpt the Ringburcr). 
I i did mil: bum] m anhfpr rim/m, 

Inn 

. . - . _ ,  v s -  . , .  i n .  

different. Why? 
A: It’s slightly diflerent 

wording that’s doing the same 
thing. When either of these 
cards are played, all active con- 
ditions in play are discarded. 
Thatmeans that when a Free 
Peoples player plays Sleep, all 
of his conditions are discarded 
and all Shadow conditions are 
as well. (The exception here Is 
that Shadow qnditions that 
are currently beingborne by 
inactive Free Peoples cards are 
not active.) 

We prefer the wording 
“discard all conditions” as 
opposed to “discard every con- 
dition.” All cards that use the 
word “every” will eventually 
be rewarded. 
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Q: Can 1 use Saruman, 
Servant of the Eye (3 C 69) 
to assign multiple minions 
to one companion? 

A: No. Assignment 
actions may only be per- 
formed between two unas- 
signed characters. 

Q: How does defender 
+1 work? Does it become 
two separate skirmishes? 

A: No. When your com— 
panion is defender +x, you 
total the strengths of all of 
the opposing minions you’ve 
assigned him to and resolve 
the skirmish as one skir- 
mish. For example, if 
Aragom is defender +1 and 
you assign him to skirmish 
two strength 8 Uruh-hai, 

then you’d compare his strength of 8 to their 
strength of 16. 

Q: If my Aragom has two 
Flaming Bands (2 R 32), can 
I then put another two hand 
weapons on him since each 
Flaming Brand says, “may be 
borne in addition to one 
other hand weapon”? 

A: No. One Flaming Brand 
allows the other Flaming 
Brand to be borne. A character 
may only normally hear one 
hand weapon, but a maximum 
of two hand weapons may be 
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Q: Can I have 
Gandalf’s Staff (2 R 22) 
and Wizard’s Staff (2 C 
29) both on Gandalf at 
the same time, since 
one is a possession and" 
the other is an artifact? 

A: No. The rules 
specify that a character 
can bear no more than 
one of each class of pos- 
session or artifact. Both 
are of the class “staff” 
even though they’re two 
different card types. 

Q: When a card like 
Such A Little Thing (3 
R 80) makes me dis- 
card, can I choose to 
discard from my hand 

or from stacked cards, like those on Gandalf's 
Carl: (1  U 73)? 

A: No. The rulebook defines “discard” to 
mean “discard from play.” Some cards will , 
specifically tell you that you may discard from 
hand, but they are so denoted. 

Q: What does the keyword Twilight mean? 
A: Twilight is what we refer to as an 

“unloaded” keyword. That means the keyWMd 
has no rule-based mechanic. Rather, it is refer- 
enced on and activated by other cards. “Loaded" 
keywords are those that are addressed in the 
rules with special meanings, like Archer, 
Ambush, etc. 

Q: Am I allowed to combine cards from 
the different expansions? 

A: Absolutely! The Lord of the Rings TCG 
is designed so that each expansion builds upon 
the previous ones. We package our starter decks 
for each expansion to offer new players a 
playable deck with which to learn the game sys— 
tem, but you are not limited to those decks. There 

are certain restrictions 
on how you’ll be able to 
play cards from the sepa- 
rate movie expansions. 
You can read about the 
various Block formats 
elsewhere in this issue or 
at wwwdecipher.com. 

If you have ques— 
tions that you didn’t see 
answered here, you can 
e—mail me at 
E lrond@deciphercom. 
We also maintain a reg— 

'1 

borne if one or both of them 
has the text “This weapon may 
be borne in addition to one 
other hand weapon.” The same 
is true for the Dwarvert card 
Hand Axe. (2 C 10). 
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to I other hand weapon. 
Bearer' Is strength 92 and damagel 
while skirtuixhing a Nugul. 
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ularly updated FAQ and 
Help Clinic articles on 
the Decipher website in 
The Lord of the Rings 
TCG section. 

TH IBRARY OF MINAS TIRITH 
Your TCG questions answered 

by Mark Tuttle 
Decipher Net Rep 

.Decipher’s The Lord of the Rings Trading 
Card Game Bellows on to experience the won- 
ders and pem iddle- earth The deflgners 
have crafted an amazing structure that lSiSim- 
ple to learn, but 15 deep with strategy. W 
However, there are always questions, and We’ll :- 
answer some of the most frequent Ms that 
we see here In Rivendell — um , here 
at Decipher. 

Q: Can I use two Morgul Gates (1 R 217) 
to play one Nazgul? 

A: No. You may not combine phase actions. 
When you play one Morgul Gates, meeting its 
requirements and paying its costs, you’re playing 
a Shadow-phase action that includes playing a 
Nazgul. Once that action is resolved, you’re all 
done playing that Nazgul and another Morgul 
Gates can’t affect his cost. 

Q: Can I exert a 
Sauron Orc multiple times 
for multiple wounds with 
Hate (1 R 250)? 

A: No. An event card is 
a single action that can’t be 
repeated. Once that action 
is complete, the event card 
is discarded. 

Q: Then why can I use 

different. Why? 
A: It’s slightly diffet 

wording that’s doing the same 
thing. When either of these 
cardsare played, all active con- 
ditions in play are discarded. 
Thatgm'eans that when a Free 
Peoples player plays Sleep, all 
of his conditions are discarded 

,7 and all Shadow conditions are 
as well. (The exception here is 
that Shadaw ~_,pt:oi_,1ditions that 
are currently being'borne by 
inactive Free Peoples cards are 
not active.) 

We prefer the wording 
“discard all conditions” as 
opposed to “discard every con- 
dition.” All cards that use the 
word “every” will eventually 
be rewarded. 

the Archery special ability 
action on Legolas, 
Greenleaf (1 R 50) multi— 
ple times per turn? 

A: Because that card (as 
well as conditions, posses- 
sions, artifacts and sites) 
are played to the table and 
remain in play until some- 
thing discards or hills them. While they are 
there, special ability actions denoted by a timing 
keyword (such as Archery, Fellowship, etc.) may 
be declared as separate actions multiple times. 
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Q: If I have Orc Bowmen (1 R 264) and 
four Sauron Orcs that aren’t archers in play, 
what is my archery total? 

A: It would be one. The text on Orc Bowmen 
says, “While you can spot a [Sauron] Orc, add 
one to the minion archery total.” Notice that it 
doesn’t say “for each.” Each copy of Orc Bowmen 
on the table can never add more than one to the 
archery total each archery phase. 

Q: If I’m the Shadow player, can 1 spot an 
Elf in my own fellowship? 

A: No. When you’re a Shadow player; your 
Free Peoples cards are inactive and may not be 
spotted. 

Q: Saruman’s Power (1 U 136) and Sleep, 
Caradhras (1 C 84) are worded similarly, yet 
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strength of 16. 

Q: If my AragOrn has two 
Flaming Brands (2 R 32), can 
I then put another two hand 
weapons on him since each 
Flaming Brand says, “may be 
borne in addition to one 
other hand weapon”? 

A: No. One Flaming Brand 
allows the other Flaming 
Brand to be borne. A character 
may only normally bear one 
hand weapon, but a maximum 
of two hand weapons may be 
borne if one or both of them 
has the text “This weapon may 
be borne in addition to one 
other hand weapon.” The same 
is true for the Dwarven card 
Hand Axe. (2 C 10). 
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Q: Can I use Saruman, 
Servant of the Eye (3 C 69) 
to assign multiple minions 
to one companion? 

A: No. Assignment 
actions may only be per- 
formed between two unas- 
signed characters. 

Q: How does defender 
+1 work? Does it become 
two separate skirmishes? 

A: No. When your cam- 
panion is defender +x, you 
total the strengths of all of 
the opposing minions you’ve 
assigned him to and resolve 
the skirmish as one skir- 
mish. For example, if 
Aragorn is defender +1 and 
you assign him to skirmish 
two strength 8 Uruk-hai, 

then you’d compare his strength of 8 to their 

,. . to 1 other hand weapon. 
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Q: Can I have 
Gandalf's Staff (2 R 22) 
and Wizard's Staff (2 C 
29) both on Gandalf at 
the same time, since 
one is a possession and' 
the other is an artifact? 

A: No. The rules 
specify that a character 
can bear no more than 
one of each class of pos- 
session or artifact. Both 
are of the class “staff" 
even though they’re two 
different card types. Bearer must he (iandall. 

The twilight cost ofcach X spell Is- I .  
SkirmuhaL xerI Gandalf twice to canoe! , 
:I skirmish involving him. Q: When a card like 

Such A Little Thing (3 
R 80) makes me dis- 
card, can I choose to 
discard from my hand 

or from stacked cards, like those on Gandalf’s 
Cart (1 U 73)? 

A: No. The rulebook defines “discard” to 
mean “discard from play.” Some cards will _ 
specifically tell you that you may discard from 
hand, but they are so denoted. 
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Q: What does the keyword Twilight mean? 
A: Twilight is what we refer was an . 

“unloaded” keyword. That means the keyWord 
has no rule-based mechanic. Rather, it is refer- 
enced on and activated by other cards. “Loaded” 
keywords are those that are addressed in the 
rules with special meanings, like Archer, 
Ambush, etc. 

Q: Am I allowed to combine cards from 
the different expansions? 

A: Absolutely! The Lord of the Rings TCG 
is designed so that each expansion builds upon 
the previous ones. We package our starter decks 
for each expansion to offer new players a 
playable deck with which to learn the game sys- 
tem, but you are not limited to those decks. There 

are certain restrictions 
on how you’ll be able to 
play cards from the sepa- 
rate movie expansions. 
You can read about the 
various Block formats 
elsewhere in this issue or 
at wwwdeciphercom. 

If you have ques— 
tions that you didn’t see 
answered here, you can 
e-mail me at 
E lrond@deciphercom. 
We also maintain a reg- 
ularly updated FAQ and 
Help Clinic articles on 
the Decipher website in 
The Lord of the Rings 
TCG section. 
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A LOOK INSIDE THE DESIGN OF 
THE TWO TOWERS 

by Tom Lisclikc 
Lord 0] tlu’ Rings t‘u—tlcsigncr 

“We will go, and may the others find a safe 
road! Strider will look after them. I don’t sup- 

: pose we shall see them again." 

As we went into the initial design phase 
for The Two Towers, the first thing the design 
team had to do was answer the question 1 
have heard most often while working on The 
Lord of the Rings: “What will happen when 
the Fellowship splits?" 

Three things dominated the decision 
process. In no particular order, they were: 
story, gameplay interest, and accessibility for 
new players. The split—Fellowship solution 
had to score well in all three areas. Let’s look 
at a couple of versions we kicked around, 
and then the version we went with. 

One approach involved two adventure 
paths: one for the Hunters (Aragom, Gimli, 
and Legolas) and one for Frodo and Sam. 
Companions were divided into two groups as 
well. We had a notion of the outcome, but 
we wanted to explore a variety of options. 
This version scored well on story, but poorly 
on accessibility. Even for current players, 
introducing a new mechanical approach to 
the adventure path would mean spending 
time focused on card-juggling that doesn’t 
enhance the core gameplay experience — the 
game is about the characters, not the ground. 

In another approach, the companions 
were still split into two groups, but used only 
one adventure path. However, each site 
would have additional text that only applied 
to the Ring-bearers group. The story score of 
this version was adequate, but all that site 
text was difficult for a player to buffer in his 
or her head. We also saw how difficult it was 
for casual players to work through the text. 

Eventually, we realized that we could 
score well in story, accessibility, and game- 

— Frodo Baggins 

Rin ~bwer (resistance 10).  
'Whi e you can spot 3 unbound 

. companions, Shadow cards may not 
discard cards from your hand or from th 
top of your draw deck. 
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play interest by keeping things essentially the 
same systemically and layering the story with 
keywords and a class of conditions that we 
referred to as “domains." After designing a 
few of the cards, we decided that we only 
needed Ring-bound to be a keyword, and 
other companions were covered by the 
default (referred to in game text as 
“unbound"). As for the story of the locations 
traveled by Ring-bound characters, the 
domains are conditions that are potent at one 
site, but give a smaller benefit at other sites. 

Cultural Mechanics 
Dwarven. This culture hit the ground 

running after initial design and didn’t require 
too much development. We wanted players 
to feel like they were building something, 
stone by stone. Commitment to this strategy 
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gives both card advantage and 
skirmish flexibility. The relationship of Gimli 
and Legolas is also covered in The Two Towers 
base set. These two features combine nicely 
in cards like My Axe Is Notched (with its 
brother, Final Count) and Khazéd Ai-ménu. 

Dunland. Dunlendings were designated 
with high strength and low vitality from day 
one. It was an area of the minion wheel that 
hadn’t been done before, and it seemed inter- 
esting and appropriate for their culture. Early} 
in the design process, it was also decided that 
Dunlendings wreck things — it’s just their 
way. They discard “permanents,” like posses- 
sions and allies. This definition dictated the 
text of many of their minions, meaning that 
bad assignment decisions against them can 
cripple a player. 

At one point, this culture had a small 
streak of swarm to it — there was even a 
cycle of Dunlendings who drew cards when 
you played them. Playtesting showed this to 
be too strong and it was replaced with a site- 
control cycle. 

Elven. The Elves were big movers 
throughout the course of The Two Towers 
design. Initially, they were designed with a 
sturdy selection of allies who had some nice 
meta-level effects. When we introduced a few 
companions to help stabilize the Elves for 
booster-draft play, we realized there was 
untapped gameplay potential there. Also, one- 
of our goals for this set was to provide play- 
ers with tools that will allow focused Free 
Peoples half-decks. To do that, players need a, 
selection of companions that allow them to 
play a culturally dependent series of events, 
possessions, and conditions. 

Thus was born the Elven army. This set 0* 
companions allows some deck—building 
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"; ”pose we shall see them again.” 

As we went into the initial design phase 
for The Two Towers, the first thing the design 
team had to do was answer the question I 
have heard most often while working on The 
Lord of the Rings: “What will happen when 
the Fellowship splits?” 

Three things dominated the decision 
process. In no particular order, they were: 
story, gameplay interest, and accessibility for 
new players. The split-Fellowship solution 
had to score well in all three areas. Let’s look 
at a couple of versions we kicked around, 
and then the version we went with. 

One approach involved two adventure 
paths: one for the Hunters (Aragorn, Gimli, 
and Legolas) and one for Frodo and Sam. 
Companions were divided into two groups as 
well. We had a notion of the outcome, but 
we wanted to explore a variety of options. 
This version scored well on story, but poorly 
on accessibility. Even for current players, 
introducing a new mechanical approach to 
the adventure path would mean spending 
time focused on card-juggling that doesn’t 
enhance the core gameplay experience — the 
game is about the characters, not the ground. 

In another approach, the companions 
were still split into two groups, but used only 
one adventure path. However, each site 
would have additional text that only applied 
to the Ring-bearer’s group. The story score" of 
this version was adequate, but all that site 
text was difficult for a player to buffer in his 
or her head. We also saw how difficult it was 
for casual players to work through the text. 

Eventually, we realized that we could 
score well in story, accessibility, and game- 
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play interest by keeping things essentially the 
same systemically and layering the story with 
keywords and a class of conditions that we 
referred to as “domains.” After designing a 
few of the cards, we decided that we only 
needed Ring-bound to be a keyword, and 
other companions were covered by the 
default (referred to in game text as 
“unbound”). As for the story of the locations 
traveled by Ring-bound characters, the 
domains are conditions that are potent at one 
site, but give a smaller benefit at other sites. 

Cultural Mechanics 
Dwarven. This culture hit the ground 

running after initial design and didn’t require 
too much development. We wanted players 
to feel like they were building something, 
stone by stone. Commitment to this strategy 
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gives both card advantage and 
skirmish flexibility. The relationship of Gimli 
and Legolas is also covered in The Two Towers. 
base set. These two features combine nicely 
in cards like My Axe Is Notched (with its 
brother, Final Count) and Khazad Ai-ménu. 

Dunland. Dunlendings were designated 
with high strength and low vitality from day 
one. It Was an area of the minion wheel that 
hadn’t been done before, and it seemed inter- 
esting and appropriate for their culture. Early‘ 
in the design process, it was also decided that: 
Dunlendings wreck things — it’s just their 
way. They discard “permanents,” like posses- 
sions and allies. This definition dictated the 
text of many of their minions, meaning that 
bad assignment decisions against them can 
cripple a player. 

At one point, this culture had a small 
streak of swarm to it — there was even a 
cycle of Dunlendings who drew cards when 
you played them. Playtesting showed this to 
be too strong and it was replaced with a site- 
control cycle. 

Elven. The Elves were big movers 
throughout the course of The Two Towers 
design. Initially, they were designed with a 
sturdy selection of allies who had some nice 
meta-level effects. When we introduced a few 
companions to help stabilize the Elves for 
booster-draft play, we realized there was 
untapped gameplay potential there. Also, one- 
of our goals for this set was to provide play- 
ers with tools that will allow focused Free 
Peoples half-decks. To do that, players need a; 
selection of companions that allow them to 
play a culturally dependent series of events, 
possessions, and conditions. ‘ 

Thus was born the Elven army. This set 0* 
companions allows some deck-building 



_ diversity (especially when combined with 
Arwen’s package from Fellowship Block). A 
lot of the work with these guys went into 
finding a way to create Elves capable of sur- 
viving skirmishes, without creating an 
archery machine using Elven BOVIs. A number 
of Elves gained text that shows their ability 
to use a bow inside a skirmish, while keeping 
a soft cap on the archery total. 

Gandulf. Gandalf pushes the twilight pool 
to increase his strength, especially during 
maneuvers and skirmishes. That part of 
design went fairly smoothly and generated 
some fun cards. The trick with Gandalf was 
to give him his new “staff," Shadowfax, with- 
out turning him into a nigh-invulnerable per- 
manent. Gandalf should be sturdy even with— 
out spells, but spells are required to jump 
him up to his full potential. It took some 
work, bu t  there are now several configura- 
tions available for Gandalf in the Open for- 
mat which should create some interesting 
deck-building decisions. 

A late but happy arrival in this culture 
was Treebeard. We didn’t know we were 
going to have images for him available for 
the base set until late in design. He dove- 
tailed seamlessly into the unbound Hobbit 
strategy and provided an interesting option 
for a site eight-buffer. 

Condor. During 
the initial layout for 
the set,  we tried to 
carve out a niche for 
Faramir’s rangers. 
Because they punish 
minions for being too 
far from home and 
because the gameplay 
of the roaming 
mechanic in general 
was underdeveloped. 
roaming was the 
obvious candidate. 
These guys had to 
spend some time in 
the development 
spotlight, though, as 
they were initially 
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patterned after standard Uruks, but the dam— 
age +l  trait was swapped for the fierce trait 
to change the way they‘re played. 

The other subgroup of lsengard cards 
focuses on Grima and his betrayal of Rohan. 
The mechanical match for Grima was a series 
of conditions that could be played on Free 
People characters, On its own, this type of 

card struggles 
to be efficient 
enough to 
find its way 
into decks. 
We took the 
opportunity to 
bend the 
tracker sup- 
port cards to 
play well with 
Grima‘s condi— 
tions, giving 
the trackers a 
number of 
search condi— 
tions like 
Weary, and 
skirmish 

over the top. The 
early versions made 
minions roaming all 
the time (not just 
during skirmishes). 
The cost penalties 
proved too harsh for 
the Shadow, especial- 
ly when combined 
with some twilight 
pool control, such as 
No Stranger to the Shadows. 

lsengard. Once the new keyword 
Battleground was put in place, some baseline 
Uruk-hai were created to make use of it. Site 
control also belonged to this baseline group. 

Because Saruman’s boys get so much 
attention in The Two Towers (especially the 
Uruks), we needed to split them up to keep 
them from dominating competitive play 
based solely on having more options than 
other cultures. lsengard trackers make up 
one of these subgroups. Their numbers were 

is stren 
While no opponent controls a site, Haldir 

, . Rfimup: Exert Haldir at a battleground 
- an exert another Elfto liberate a site. 

' ”‘1" days cf old, my people stood beside IIx 'IQng g“ 
gander - we mm: to honor Ilia! allegittnrr. ”' 

events like 
Vengeance 

- and Kill Them 
Now, that take 
advantage of 
the extra bag- 
gage carried 
by the Free 

, People char- 
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Raider. The Raiders started development 
with a mechanic that allowed reassignment of 
minions to other companions (a function 
that Rohan had a species of, as well). 
Playtesting demonstrated that this was both a 
bit complex and too similar to the fierce 
mechanic. The spirit of the mechanic —-— 
interesting decisions in the assignment phase 
— did make it  in to  the set, though. Raider 
ambush cards can cause some tough assign- 
ment decisions for the Free Peoples player. 

Rohan. Oh, the horses! These cards 
\ V  \ ‘ r  \ ‘ r “ r \ ‘ p \ \ ’  . 

changed, changed, and  then changed again. 
They started development looking very simi- 
lar to Asfaloth from The Fellowship of the 
Ring: a strength bonus that doubles at plains 
sites. We realized there were two issues with 
this. 

The Rohan companions already tended to 
fare better than Elves in skirmishes. They 
had swords, armor, skirmish events, and 
good baseline strength/vitality. Giving them 
additional strength made them difficult to 
deal with. This was magnified by the fact that 
many of the Rohan sites were plains. At the 
same time, the horses felt very “all or  noth— 
ing," because the underground sites were 
waiting to destroy any strategy based on 
them. We tried conditions and events to 
bring the horses back, but i t  felt overly 
mechanical. 

We came to two conclusions: The horses 
couldn’t add strength, and Rohan horses . 
could probably be controlled (not discard- 
ed) underground. This stabilized the strate- 
gy, as the horses weren’t going to disappear 
in the home stretch, and also led to a new 
skirmish style: taking advantage of wounds 
on minions. 

Shire. Finally, we come to the Hobbits. 
The new thing for them in The Two Towers 
set is the flavor of stealth used by Merry and 
Pippin. This was nailed down early in devel- 
opment and given its finishing touches 
when Treebeard was introduced late in 
development. 

Another interesting mechanic that the 
Shire carried through playtesting was a Frodo 
that allowed you to shuffle your discard pile 
back into your draw deck. Eventually, 
though, a swarm deck with a heavily perma- 
nent-based Free Peoples strategy forced us to 
abandon the concept. 

Hopefully, I‘ve given you some insight 
into what goes on during the development 
of a huge, environment-changing expansion 
set like The Two Towers. Contrary to popu- 
lar belief, decisions aren’t made with a 
blindfold and a dartboard — we usually 
skip the blindfold. 

_ diversity (especially when combined with 
Arwen’s package from Fellowship Block). A 
lot of the work with these guys went into 
finding a way to create Elves capable of sur- 
viving skirmishes, without creating an 
archery machine using Elven Bows. A number 
of Elves gained text that shows their ability 
to use a bow inside a skirmish, while keeping 
a soft cap on the archery total. 

Gandalf. Gandalf pushes the twilight pool 
to increase his strength, especially during 
maneuvers and skirmishes. That part of 
design went fairly smoothly and generated 
some fun cards. The trick with Gandalf was 
to give him his new “staff,” Shadowfax, with- 
out turning him into a nigh-invulnerable per- 
manent. Gandalf should be sturdy even with- 
out spells, but spells are required to jump 
him up to his full potential. It took some 
work, but there are now several configura- 
tions available for Gandalf in the Open for- 
mat which should create some interesting 
deck-building decisions. 

A late but happy arrival in this culture 
was Treebeard. We didn’t know we were 
going to have images for him available for 
the base set until late in design. He dove- 
tailed seamlessly into the unbound Hobbit 
strategy and provided an interesting option 
for a site eight'buffer. 

Condor. During 
the initial layout for 
the set, we tried to 
carve out a niche for 
Faramir’s rangers. 
Because they punish 
minions for being too 
far from home and 
because the gameplay 
of the roaming 
mechanic in general 
was underdeveloped. 
roaming was the 
obvious candidate. 
These guys had to 
spend some time in 
the development 
spotlight, though, as 
they were initially 
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patterned after standard Uruks, but the dam- 
age +l  trait was swapped for the fierce trait 
to change the way they’re played. 

The other subgroup of Isengard cards 
focuses on Grima and his betrayal of Rohan. 
The mechanical match for Grima was a series 
of conditions that could be played on Free 
People characters. On its own, this type of 

card struggles 
to be efficient 
enough to 
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‘ We took the 
opportunity to 
bend the 
tracker sup- 
port cards to 
play well with 
Grima’s condi- 
tions, giving 
the trackers a 
number of 
search condi- 
tions like 
Weary, and 
skirmish 

over the top. The 
early versions made 
minions roaming all 
the time (not just 
during skirmishes). 
The cost penalties 
proved too harsh for 
the Shadow, especial- 
ly when combined 
with some twilight 
pool control, such as 
No Stranger to the Shadows. 

Isengard. Once the new keyword 
Battleground was put in place, some baseline 
Uruk-hai were created to make use of it. Site 
control also belonged to this baseline group. 

Because Saruman’s boys get so much 
attention in The Two Towers (eSpecially the 
Uruks), we needed to split them up to keep 
them from dominating competitive play 
based solely on having more options than 
other cultures. Isengard trackers make up 
one of these subgroups. Their numbers were 
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Raider. The Raiders started development 
with a mechanic that allowed reassignment of 
minions to other companions (a function 
that Rohan had a species of, as well). 
Playtesting demonstrated that this was both a 
bit complex and too similar to the fierce 
mechanic. The spirit of the mechanic — 
interesting decisions in the assignment phase 
— did make it  into the set, though. Raider 
ambush cards can cause some tough assign- 
ment decisions for the Free Peoples player. 

Rohan. Oh, the horses! These cards 
\‘1- “‘9 ‘x’N‘oK‘, 

changed, changed, and then changed again. 
They started development looking very simi- 
lar to Asfaloth from The Fellowship of the 
Ring: a strength bonus that doubles at plains ' 
sites. We realized there were two issues with 
this. 

The Rohan companions already tended to 
fare better than Elves in skirmishes. They 
had swords, armor, skirmish events, and 
good baseline strength/vitality. Giving them 
additional strength made them-difficult to 
deal with. This was magnified by the fact that 
many of the Rohan sites were plains. At the 
same time, the horses felt very “all or noth- 
ing,” because the underground sites were 
waiting to destroy any strategy based on 
them. We tried conditions and events to 
bring the horses back, but it felt overly 
mechanical. 

We came to two conclusions: The horses 
couldn’t add strength, and Rohan horses . 
could probably be controlled (not discard- 
ed) underground. This stabilized the strate- 
gy, as the horses weren’t going to disappear 
in the home stretch, and also led to a new 
skirmish style: taking advantage of wounds 
on minions. 

Shire. Finally, we come to the Hobbits. 
The new thing for them in The Two Towers 
set is the flavor of stealth used by Merry and 
Pippin. This was nailed down early in devel- 
opment and given its finishing touches 
when Treebeard was introduced late in 
development. 

Another interesting mechanic that the 
Shire carried through playtesting was a Frodo 
that allowed you to shuffle your discard pile 
back into your draw deck. Eventually, 
though, a swarm deck with a heavily perma— 
nent-based Free Peoples strategy forced us to 
abandon the concept. 

Hopefully, I’ve given you some insight 
into what goes on during the development 
of a huge, environment-changing expansion 
set like The Two Towers. Contrary to popu- 
lar belief, decisions aren’t made with a 
blindfold and a dartboard — we usually 
skip the blindfold. 



H0 
by M i  Reynolds 

1 (ml of ”If Rings ('u-rlt'sigm't' 

The Two Towers brings both new cultures 
and a new site path to The Lord of the Rings 
TCG. Of course, your non-site cards from the 
Fellowship Block port right over to The Two 
Towers, but this doesn’t mean that the world 
awaiting you is the same one into which you 
set out from Rivendell with Gandalf. It has 
changed, and much that once was, is now lost. 

Free Peoples Strategies 
Power shifts from individual companions 

and their toys to cultures and cohesive multi— 
companion strategies. This shift is not com- 
plete, but it is enough to allow a variety of 
new archetypes to flourish. Aragorn, Heir to 
the White City and Legolas, Greenleaf from 
Fellowship Block are powerful Open-format 
companions for any deck, but you cannot 
effortlessly build them into tanks. 

The most significant single card to change 
the way people play is probably Grima, 
Wormtongue. He is an lsengard Man with a 
devastating maneuver special ability: He exerts 
to return all Free Peoples cards borne by an 
unbound (Ring-bound is a new key word in 
The Two Towers) companion to their owners 
hand, if that companion 
bears at least three cards 
(including Shadow cards). 
With three vitality, he can 
do this twice in a turn. 
Should an opponent have 
two unbound companions 
“tanked out,” like Aragorn 
with bow, sword, Flaming 
Brand, Armor, Last 
Alliance of Elves and Men, 
etc., those characters are 
weakened during that 
turn, and, more impor- 
tantly, their player has a 
hand full of Free Peoples 
cards preventing Shadow 
cards from being drawn. 
This gives Grima‘s player a 
likely double move the 
following turn. 

Possessions borne by 
companions in general are not as valuable as 
in Fellowship Block. Where Grima turns pos- 
sessions into liabilities, the Dunland culture 
has several cards that discard them with 
remarkable ease. 

What’s a Free Peoples deck supposed to do 
without weapons? Support-area conditions 
may be the answer. Trust Me as You Once Did 
(from Realms of the Elf-lords), A Promise 
(Mines of Moria), My Axe Is Notched, Final 
Count, and especially Help in Doubt and Need 
give nice strength bonuses from the support 
area. However, Shadow has several options for 
discarding Free Peoples conditions. 

Strength events may be the next place to 
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turn. Therc are good ones lrom Fellowship 
Block — Servant of the Secret Fire, Flurry of 
Blows, and Hobbit Intuition, to name a few — 
and The Two Towers adds more: Khazid Ai- 
ménu, Under the  Living Earth, and An 
Honorable Charge. However, the Palantir of 
Orthanc from Realms can strip them from your 
hand and jam you with Free Peoples cards for 

your opponent’s subse- 
quent move. 

There's nothing wrong ' 
with playing a few 
weapons. Keep your com— 
panions out of Grima’s 
range, with one or maybe 
two cards on each, and 
you need only worry 
about Dunlendings (or 
Grima with character 
conditions). Weapons 
Store from the Rohan cul- 
ture allows you to 
retrieve discarded hand 
weapons. 

New Kung Fu 
The Two Towers chal- 

lenges the conventional 
wisdom that loading key 
companions with possesv 

sions and conditions is the most powerful 
Free Peoples option. At the same time, the set 
provides potent strategies to fill the void. 
These strategies often require multiple com- 
panions of the same culture and a little bit of 
the new kung fu: direct damage, which means 
wounding minions outside of skirmish resolu- 
tion. Unlike the ease with which Legolas, 
Greenleaf or Aragorn with his bow kill most 
minions, direct damage in The Two Towers is 
not concentrated and usually requires coordi— 
nation between multiple elements. 

With The Two Towers, you can inflict more 
wounds with direct damage than with 
Fellowship Block. This eases the pain of limit- 
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ed wcapons use. Note that direct damage does 
not buy you a free pass from skirmishing. it 
usually takes the form of exerting minions or 
allowing the Shadow player to assign wounds 
(like traditional archery). Typically, there will 
be minions to fight, but  with a little luck, you 
can remove them from the table without dam— 
age bonuses or winning as many skirmishes. 

Elves are the original purveyors of wounds . 
— archery, their kung fu, is the oldest. In The 
Two Towers, Elves work well in multiples and 
become viable skirmishers. Their skirmish 
success is tied into putting pre—skirmish 
wounds on minions. They have a group of 
support-area conditions that each require 
three Elves to play and penalize wounded 
minions until the regroup phase. For example: 
“Each minion is strength -2 for each wound 
on it,” or “Wounded minions may not be 
fierce." Several other Elven cards penalize 
wounded minions in skirmishes. 

Most Gondor cards involve Faramir and 
the Ring-bound Ranger of Ithilien cards. 
Gondor attempts to make minions roaming 
during the skirmish phase and then punishes 
them for it. In addition to allowing several 
direct-damage effects, roaming minions are 
challenged when skirmishing Ring-bound 
rangers, who typically receive strength and 
damage bonuses. Almost every detriment to 
roaming minions is duplicated against Men 
minions. This hurts both the Raider and 
Dunland cultures, which together comprise 
half the Shadow cards in The Two Towers. It 
should be noted that one Gondor card, Defend 
It and Hope, which wounds an Uruk-hai twice 
(or any minion once), will be a staple of many 
decks until the river of Uruks runs dry. 

Rohan uses horse mounts to achieve their 
kung fu. Each horse in The Two Towers exerts 
each minion skirmishing its bearer — this is 
better than damage +1. Joining the horses are 
several companions who receive a strength 
bonus while skirmishing a wounded minion. 
There are also Rohan-culture horses that Elves 
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The Two Towers brings both new cultures 
and a new site path to The Lord of the Rings 
TCG. Of course, your non-site cards from the 
Fellowship Block port right over to The Two 
Towers, but this doesn’t mean that the world 

awaiting you is the same one into which you 
set out from Rivendell with Gandalf. It has 
changed, and much that once was, is now lost. 

Free Peoples Strategies 
Power shifts from individual companions 

and their toys to cultures and cohesive multi- 
companion strategies. This shift is not com- 

, plete, but it is enough to allow a variety of 
new archetypes to flourish. Aragorn, Heir to 
the White City and Legolas, Greenleaf from 
Fellowship Block are powerful Open-format 
companions for any deck, but you cannot 
effortlessly build them into tanks. 

The most significant single card to change 
the way people play is probably Grima, 
Wormtongue. He is an Isengard Man with a 
devastating maneuver special ability: He exerts 
to return all Free Peoples cards borne by an 
unbound (Ring—bound is a new key word in 
The Two Towers) companion to their owner’s 
hand, if that companion 
bears at least three cards 
(including Shadow cards). 
With three vitality, he can 
do this twice in a turn. 

” Should an opponent have 
two unbound companions 
“tanked out,” like Aragorn 
with bow, sword, Flaming 
Brand, Armor, Last 
Alliance of Elves and Men, 
etc., those characters are 
weakened during that 
turn, and, more impor- 
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turn. There are good ones from Fellowship 
Block — Servant of the Secret Fire, Flurry of 
Blows, and Hobbit Intuition, to name a few — 
and The Two Towersadds more: Khazéd Ai- 
ménu, Under the Living Earth, and An 
Honorable Charge. However, the Palantir of 
Orthanc from Realms can strip them from your 
hand and jam you with Free Peoples cards for 

your opponent’s subse- 
quent move. 

There’s nothing wrong ' 
with playing a few 
weapons. Keep your com- 
panions out of Grima’s 
range, with one or maybe 
two cards on each, and 
you need only worry 
about Dunlendings (or 
Grima with character 
conditions). Weapons 
Store from the Rohan cul- 
ture allows you to 
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- cards from being drawn. 
This gives Grima’s player a 
likely double move the 
following turn. 

Possessions borne by 
companions in general are not as valuable as 
in Fellowship Block. Where Grima turns pos- 
sessions into liabilities, the Dunland culture 
has several cards that discard them with 
remarkable ease. 

What’s a Free Peoples deck supposed to do 
without weapons? Support-area conditions 
may be the answer. Trust Me as You Once Did 
(from Realms of the Elf-lords), A Promise 
(Mines of Moria), My Axe Is Notched, Final 
Count, and especially Help in Doubt and Need 
give nice strength bonuses from the support 
area. However, Shadow has several options for 
discarding Free Peoples conditions. 

Strength events may be the next place to 
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The Two Towers chal- 

lenges the conventional. 
wisdom that loading key 
companions with posses- 

sions and conditions is the most powerful 
Free Peoples option. At the same time, the set 
provides potent strategies to fill the void. 
These strategies often require multiple com- 
panions of the same culture and a little bit of 
the new kung fu: direct damage, which means 
wounding minions outside of skirmish resolu- 
tion. Unlike the ease with which Legolas, 
Greenleaf or Aragorn with his bow kill most 
minions, direct damage in The Two Towers is 
not concentrated and usually requires coordi- 
nation between multiple elements. 

With The Two Towers, you can inflict more 
wounds with direct damage than with ' 
Fellowship Block. This eases the pain of limit- 
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ed weapons use. Note that direct damage does 
not buy you a free pass from skirmishing. It 
usually takes the form of exerting minions or 
allowing the Shadow player to assign wounds 
(like traditional archery). Typically, there will 
be minions to fight, but with a little luck, you 
can remove them from the table without dam- 
age bonuses or winning as many skirmishes. 

Elves are the original purveyors of wounds 
— archery, their kung fu, is the oldest. In The 
Two Towers, Elves work well in multiples and 
become viable skirrnishers. Their skirmish 
success is tied into putting pre—skirmish 
wounds on minions. They have a group of 
support-area conditions that each require 
three Elves to play and penalize wounded 
minions until the regroup phase. For example: 
“Each minion is strength -2 for each wound 
on it,” or “Wounded minions may not be 
fierce.” Several other Elven cards penalize 
wounded minions in skirmishes. 

Most Gondor cards involve Faramir and 
the Ring-bound Ranger of Ithilien cards. 
Gondor attempts to make minions roaming 
during the skirmish phase and then punishes 
them for it. In addition to allowing several 
direct-damage effects, roaming minions are 
challenged when skirmishing Ring-bound 
rangers, who typically receive strength and 
damage bonuses. Almost every detriment to. 
roaming minions is duplicated against Men 
minions. This hurts both the Raider and 
Dunland cultures, which together comprise 
half the Shadow cards in The Two Towers. It 
should be noted that one Gondor card, Defend 
It and Hope, which wounds an Uruk-hai twice 
(or any minion once), will be a staple of many 
decks until the river of Uruks runs dry. 

Rohan uses horse mounts to achieve their 
kung fu. Each horse in The Two Towers exerts 
each minion skirmishing its bearer — this is 
better than damage +1. Joining the horses are 
several companions who receive a strength 
bonus while skirmishing a wounded minion. 
There are also Rohan-culture horses that Elves 



can ride, which provide a convenient method 
of activating their wounded-minion effects. 

The Shire staple Power According to His 
Stature is still a great card in The Two Towers. 
Joining it and other Hobbit direct-damage 
cards from Fellowship Block are a couple of 
cards that straight-up wound a minion during 
a skirmish. Cliffs of Emyn Muil is particularly 
good because it sits in your support area, not 
in your hand. 

As is his way, Gandalf borrows a little from 
every other culture’s kung fu, but for a higher 
twilight cost. He has a horse (Shadowfax) that 
exerts minions, he has a potent regroup event 
(Task Was Not Done) that discards two wound- 
ed minions; and he has a condition that 
wounds minions Gandalf is skirmishing. As 
long as you can withstand his banging on the 
door (adding a lot of twilight pool), Gandalf 
provides nice utility. 

Shadow Strategies 
Shadow strategies popular in Fellowship » 

Block encounter a variety of encouragement 
and challenges in The Two Towers. The most 
popular Fellowship Block strategy, Uruk-hai 
with Samman, Keeper of Isengard, receives 
many new Isengard cards to explore, and con- 
sequently, it should remain popular. The 
deck’s power does not increase significantly 
though, because most of The Two Towers‘ 
Isengard cards work optimally with other 
cards from the same block. 

Variations of toumament—worthy Uruk-hai 
decks will be numerous. There is old-school 
Saruman and his crew, then there are the new 
archers, Ugluk, Servant of Sarurnan and track- 
ers, Grima and conditions, site control, Uruk 
battleground tanks, and even a powerful new 
event, Beyond All Hope, that adds'a burden for 
each card in the dead pile. Countering the pre- 
ponderance of Uruk—hai decks are anti- 
Isengard hammers from The Two Towers — 
appropriate for a film whose focus is Free 
Peoples fighting Isengard minions. These 
include Defend It and Hope, Ranger’s Sword, 
Blade of Aragom, Sword of Rohan, and Stump 
and Bumble. Isengard Orcs do not appear in 
the base set, but  are scheduled to make a 
strong appearance (with their wargs) in the 

Tower Block expansions. 
Nazgul decks don’t have a power site like 

Ford of Bruinen, but there are many plains 
where Black Steeds give a strength bonus of 
+4. Each of the first five sites on The Two 
Towers adventure path has a plains representa- 
tive, usually several, and more are expected 
for later site numbers in the expansions. The 
Two Towers features several new burden 
adders, like Easterling 

No cards threaten Orcs in general. The set 
does not have a number-nine power site spe- 
cific to Sauron Orcs like Tol Brandir, but 
Palantir Chamber plays any minion from your 
discard pile by removing two burdens. Burden 
adders with Sauron Orcs could be powerful 
with this site, especially if Nertea is discarded 
and your opponent has more than four com- 
panions. 

Guard and Easterling m NOW ENImlOI 
Lieutenant, that fit nicely 4 The Dunland culture 
with existing Ringwraith is the most radical addi- 
burden exploiters. Enquea tion to the spectrum of 
and Nazgftl Sword should Shadow options. It con- 
be as popular as ever. sists of Dunlendings, wild 
Probably the greatest help Men from northwest of 
to Nazgul is the Isengard‘s Rohan, who perpetually 
Grima, Wormtongue. resent the Rohirrim. Their 
Though no Ringwraith- 
culture cards are in The 
Two Towers base set, 
Nazgul on fell beasts are 
expected for the expan- 
sions. 

Mona decks suffer 
from a shortage of under- 
ground sites — there are 
two in The Two Towers 
base set (one site six and 
one site seven), and no 
site number has only underground representa— 
tion. Luckily, nothing in the set hurts Moria 
recursion any more than Secret Sentinels from 
Mines of Moria. Well, an early Fortress Never 
Fallen would be bad. This is a unique Rohan 
condition that plays to the support area. Each 
time a Rohan Man wins a skirmish, place a 
Rohan token on this condition. As a regroup 
action, you can discard Fortress Never Fallen 
and one condition for each token (no limit). 
It’s so easy to win skirmishes against Moria 
minions that Fortress should have no shortage 
of tokens. 

Sauron-culture decks receive no new cards 
in The Two Towers base set, but are scheduled 
to receive a mighty treatment in the expan- 
sions. The base set has only one card that 
explicitly threatens Sauron Orcs, Merry, 
Unquenchable Hobbit, and his threat is minor. 
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site number is three, their 
strengths are high, and 
almost all of them have 
only one vitality. Basically, 
if a Dunlending loses a 
skirmish or takes a 
wound, i t  dies. Luckily, 
they have a powerful card, 
Hides, to prevent wounds. 
Dunlendings are generally 
neither fierce not receive 
damage bonuses, yet they 

may be the most threatening Shadow culture 
yet. When they win skirmishes, they can dis- 
card Free Peoples possessions, kill allies, con- 
trol sites, and play other Dunlendings cheaply. 
if you are facing Dunlendings and can’t get 
damage through Hides, you must win skir— 
mishes or you will lose the game. 

Isengard, the largest Shadow culture in The 
Two Towers, offers so many options for strate- 
gy that you can’t discuss the culture'cohesive— 
ly. Isengard doesn’t even include Orcs on 
wargs yet, which the expansions will feature. 
Much has been made of Grima already, and we 
all know about damage +1 Uruk-hai, who are 
plentiful in The Two Towers. These Uruks tend 
to revolve around site control or battle- 
grounds, a new keyword on many sites. 
Crossbowmen and trackers are new Uruks 
who aren’t damage +1, but trackers are fierce 
and archers inflict archery damage. 

The Raider culture features exotic Men 
from the lands to the East and South of 
Mordor: Easterlings, Southrons, and Corsairs 
(with the release of The Return of the King). 
These guys raise the threat of burdens and 
direct damage to a new level. It's as though 
every form of direct damage from all Free 
Peoples cultures is condensed into the Raider 
culture. They also generate heaps of twilight 
pool after the shadow phase, which they can 
spend on expensive but powerful skirmish 
and regroup effects or threaten the 
Fellowship?» next move. Luckily for the rest of 
us, Raiders don’t skirmish well and require 
strength enhancement or lots of pool during 
the shadow phase. 

These are just a few observations on how 
The Lord of the Rings TCG’s landscape will 
change with the influx of cards from The. 
Two Towers and the switch to The Two 

scard pile. 

Towers site path. Enjoy! 

can ride, which provide a convenient method 
of activating their wounded-minion effects. 

The Shire staple Power According to His 
Stature is still a great card in The Two Towers. 
Joining it and other Hobbit direct-damage 
cards from Fellowship Block are a couple of 
cards that straight-up wound a minion during 
a skirmish. Cliffs of Emyn Muil is particularly 
good because it sits in your support area, not 
in your hand. 

As is his way, Gandalf borrows a little from 
every other culture’s kung fu, but for a higher 
twilight cost. He has a horse (Shadowfax) that 
exerts minions; he has a potent regroup event 
(Task Was Not Done) that discards two wound- 
ed minions; and he has a condition that 
wounds minions Gandalf is skirrnishing. As. 
long as you can withstand his banging on the 
door (adding a lot of twilight pool), Gandalf 
provides nice utility. 

Shadow Strategies 
Shadow strategies popular in Fellowship 

Block encounter a variety of encouragement 
and challenges in The Two Towers. The most 
popular Fellowship Block strategy, Uruk-hai 
with Saruman, Keeper of Isengard, receives 
many new Isengard cards to explore, and con- 
sequently, it should remain popular. The 
deck’s power does not increase significantly 
though, because most of The Two Towers’ 
Isengard cards work optimally with other 
cards from the same block. 

Variations of toumament-worthy Uruk-hai 
decks will be numerous. There is old-school 
Saruman and his crew, then there are the new 
archers, Uglt'lk, Servant of Saruman and track- 
ers, Grima and conditions, site control, Uruk 
battleground tanks, and even a powerful new 
event, Beyond All Hope, that adds'a burden for 
each card in the dead pile. Countering the pre- 
ponderance of Uruk-hai decks are anti- 
lsengard hammers from The Two Towers — 
appropriate for a film whose focus is Free 
Peoples fighting Isengard minions. These 
include Defend It and Hope, Rangel’s Sword, 
Blade of Aragom, Sword of Rohan, and Stump 
and Bramble. Isengard Orcs do not appear in 
the base set, but are scheduled to make a 
strong appearance (with their wargs) in the 

Tower Block expansions. 
Nazgfil decks don’t have a power site like . 

Ford of Bruinen, but there are many plains 
where Black Steeds give a strength bonus of 
+4. Each of the first five sites on The Two 
Towers adventure path has a plains representa- 
tive, usually several, and more are expected 
for later site numbers in the expansions. The 
Two Towers features several new burden 
adders, like Easterling 
Guard and Easterling 

No cards threaten Orcs in general. The set 
does not have a number-nine power site spe- 
cific to Sauron Orcs like Tol Brandir, but 
Palantir Chamber plays any minion from your 
discard pile by removing two burdens. Burden 
adders with Sauron Orcs could be powerful 
with this site, especially if Nertea is discarded 
and your opponent has more than four com- - 
panions. 

New Enemies 
Lieutenant, that fit nicely 
with existing Ringwraith 
burden exploiters. Enquea 
and Nazgfil Sword should 
be as popular as ever. 
Probably the greatest help 
to Nazgfil is the Isengard‘s 
Grima, Wormtongue. 
Though no Ringwraith- 
culture cards are in The 
Two Towers base set, 
Nazgul on fell beasts are 
expected for the expan- 
sions. 

Mbria decks suffer 
from a shortage of under- 
ground sites — there are 
two in The Two Towers 
base set (one site six and 
one site seven), and no 
site number has only underground representa- 
tion. Luckily, nothing in the set hurts Moria 
recursion any more than Secret Sentinels from 
Mines of Moria. Well, an early Fortress Never 
Fallen would be bad. This is a unique Rohan 
condition that plays to the support area. Each 
time a Rohan Man wins a skirmish, place a 
Rohan token on this condition. As a regroup 
action, you can discard Fortress Never Fallen 
and one condition for each token (no limit). 
It’s so easy to win skirmishes against Moria 
minions that Fortress should have no shortage 
of tokens. 

Sauron-culture decks receive no new cards 
in The Two Towers base set, but are scheduled 
to receive a mighty treatment in the expan- 
sions. The base set has only one card that 
explicitly threatens Sauron Orcs, Merry, 
Unquenchable Hobbit, and his threat is minor. 
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The Dunland culture 
is the most radical'addi- 
tion to the spectrum of 
Shadow options. It con- 
sists of Dunlendings, wild 
Men from northwest of 
Rohan, who perpetually 
resent the Rohirrim. Their 
site number is three, their 
strengths are high, and 
almost all of them have 
only one vitality. Basically, 
if a Dunlending loses a 

‘ skirmish or takes a 
‘ . 41-? wound, it dies. Luckily, 

‘3; . they have a powerful card, 
Hides, to prevent wounds. 
Dunlendings are generally 
neither fierce nor receive 
damage bonuses, yet they 

may be the most threatening Shadow culture 
yet. When they win skirmishes, they can dis- 
card Free Peoples possessions, kill allies, con- 
trol sites, and play other Dunlendings cheaply. 
If you are facing Dunlendings and can’t get 
damage through Hides, you must win skir- 
mishes or you will lose the game. 

Isengard, the largest Shadow culture in The 
Two Towers, offers so many options for strate- 
gy that you can’t discuss the culture‘cohesive- 
1y. Isengard doesn’t even include Orcs on 
wargs yet, which the expansions will feature. 
Much has been made of Grima already, and we 
all know about damage +1 Uruk-hai, who are 
plentiful in The Two Towers. These Uruks tend 
to revolve around site control or battle- 
grounds, a new keyword on many sites. 
Crossbowmen and trackers are new Uruks 
who aren’t damage +1, but trackers are fierce 
and archers inflict archery damage. 

The Raider culture features exotic Men ' 
from the lands to the East and South of 
Mordor: Easterlings, Southrons, and Corsairs 
(with the release of The Return of the King). 
These guys raise the threat of burdens and 
direct damage to a new level. It’s as though 
every form of direct damage from all Free 
Peoples cultures is condensed into the Raider 
culture. They also generate heaps of twilight 
pool after the shadow phase, which they can 
spend on expensive but powerful skirmish 
and regroup effects or threaten the 
Fellowship’s next move. Luckily for the rest of 
us, Raiders don’t skirmish well and require 
strength enhancement or lots of pool during 
the shadow phase. 

These are just a few observations on how 
The Lord of the Rings TCG’s landscape will 
change with the influx of cards from The 
Two Towers and the switch to The Two . 
Towers site path. Enjoy! 
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1. -The One Ring, Answer to All Riddles R 
While wearing The One Ring, the Ring»bearer is 
strength +2, and each time he is about to take a 
wound in a skirmish, add a burden instead. Skirmish: 
Add a burden to wear The One Ring until the regroup 
phase -/+2 
2. oThe One Ring, The Ruling Rlng c 
Response: ll bearer is about to take a wound in a skir- 
mish. he wears The One Ring until the regroup phase. 
While wearing The One Ring, each time the Ring-bear- 
er is about to take a wound during a skirmish, add a 
burden instead. +1!- 

3. Anger C l] 
Event. Skirmish: Spot 3 [Dunland] minions or a site 
you control to make a [Dunland] Man fierce until the 
regroup phase. 
4. Band of Wild IAen C 5 
Minion - Man. Each time this mlnion wins a skirmish. 
you may make it fierce until the regroup phase. 
11l2/3[TT] 
5. Burn Every Village C l l  
Event Skirmish: Make a [Dunland] Man strength +2 
(or +4 it you control a site) 
5. Constantly Threatening R 1 
Condition. Plays to your support area. Shadow: It the 
fellowship has moved more than once this turn. remove 
O to play a [Dunland] Man from your discard pile. 
1. Dent Fury C 0 
Event. Skirmish: Make a [Dunland] Man strength +2 
(or +4 it at a sanctuary). 
8. Death to the Strawheads ll 
Event. Skirmish: Make a [Dunland] Man strength +1 
for each companion you spot. 

P L A Y E R  S G U I D E  
9. Dunlendlng Arsonlst 
Minion - Man. Each time this minion wins a skirmish, 
you may play a [Dunland] Man from hand; his twilight 
cost is -2. That Man is fierce and damage +1 until the 
regroup phase. 10/1/3[TT] 
1D. Dunlendlng Drtgand C 2 
Minion - Man. 8/1/3[TT] 
11. Dunlendlng Looter U a 
Minion - Man. When this minion wlrrs a skirmish. you 
may stack him on a site you control. Shadow: If 
stacked on a site you control. play this minion. His 
twilight cost is -2. 9/1/3[TT| 
12. Dunlendlng Madman C 2 
Minion - Man. Each time this minion wins a skirmish, 
you may make him strength +2 and fierce until the 
regroup phase. 7/1/3[TT] 
13. Dunlendlng Plllager U 3 
Minion - Man. Each time this minion wins a skirmish, 
you may discard a Free Peoples possession (or 2 pos- 
sessions it you spot 6 companions). 9/1/3111] 
14. Dunlendlng Ranaacker C 2 
Minion - Man. Each time this minion wins a skirmish. 
you may spot another [Dunland] Man to take control 
of a site. 7/1/3[TT] 
15. Dunlendlng Ravager C 1 
Minion - Man. While skinnishlng a [Rohan] Man. this 
minion is strength +2. Assignment. Spot an ally to 
make that ally participate in skinnishes and assign 
this minion to skirmish that ally. 5/1I3[TT] 
16. Dunlendlng Robber t: 3 
Minion - Man. Each time this minion wins a sklnnlsh. 
you may make him strength +2 and fierce until the 
regroup phase. 9/1/3[TT] 
17. Dunlendlng Savage C 4 
Minion - Man. The Dunlendlngs' fury could only end 
in the death of the king of Rohan. 11/1/3[TT] 
1B. Dunlendlng Warrior C 3 
Minion - Man. Assignment. Spot an ally to make that 
ally participate in skirmishes and assign this mlnlon to 
skirmish that ally. 9/1I3[TT] 
19. Hide: R 1 
Possession. Plays to your support area. When you 

It a [Dunland] Man' is about to take a wound. remove 
O or discard this possession to prevent that wound 
20. OHIII Chlat R 4 
Minion - Man. Shadow: Spot a site you control and 
exert Hill Chief to draw 3 cards. 10/2/3[‘|T) 
21. HlIlman Band C 3 
Minion - Man. Each time the fellowship moves. you 
may spot another [Dunland] Man to take control of a 
site. 9/1/3[TT] 
22. -Hlllrnan Horde 
Minion - Man. While you control 2 sites. skip the 
archery phase. While you control 3 sites. each of your 
[Dunland] Men is fierce. While you control 4 sites, 
each of your [Dunland] Men is damage +1. 14mm] 
23. Hillman Mob R 5 
Minion - Man. Each time this minion wins a skirmish, 
you may play a [Dunland] Man from hand; his twilight 
cost is -2. That Man is fierce and damage +1 until the 
regroup phase. 12/1/3[TT] 
24. Hillman Rabble U 4 
Mlnion - Man, Each time this minion wins a skirmish. 
you may stack it on a site you control. Shadow: it 
stacked on a site you control. play this mlnion. Its twi- 
light cost is -2. 10/1/3[Tl'] 
25. Illllrrran Tribe 1: e 
Minion - Man. Each time this minion wins a skirmish, 
you may spot another [Dunland] minion to take con- 
trol of a site. 9/1/3l'l'l'] 
26. Iron Axe C 1 
Possession - Hand Weapon. Bearer must be a 
[Dunland] Man. +3!- 
21. Living on Rock ll 0 
Condition. Plays to your support area. Each time a 
[Dunland] Man wins a skinnlsh involving a [Rohan] 
Man, you may make that minion strength +2 and 
fierce until the regroup phase. 
28. No Detense 
Condition. Plays to your suppon area. Shadow: 
Remove 0 to place a [Dunland] token here. Skirmish: 
Spot a [Dunland] Man and remove a [Dunland] token 
from this card. A character skinnishing that [Dunland] 
Man does not gain strength bonuses from possessions. 
29. orio Refuge R 0 
Condition. Plays to your support area. While a 

[Dunland] Man is stacked on a site. the Shmiow num- 
ber of each site' Is +5. 
at. No Retreat R D 
Condition. Plays on a site you control. Regroup: Spot 
2 [Dunland] Men and discard this condition to make 
the Free Peoples player choose to move again this 
turn (it the move limit allows). 
31. cover the Icon ll 0 
Condition. Plays to your suppon area. Assignment: 
Spot a site you control and remove o to assign a 
[Dunland] Man to an unbound companion. 
32. Ravage the Defeated R 1 
Event. Response: if your [Dunland] Man wins a skir- 
mish. discard all Free Peoples cards borne by the 

, companion or ally he was skinnishing. 
33. OSarmnan. Rahblo—rouser R 4 
Minion - Wizard: Samman may not be assigned to a 
skirmish. Each time the fellowship moves. the Free 
Peoples player must exert a companion for each 
[Dunland] Man you can spot. Skirmish: Exert Seruman 
to make a [Dunland] Man strength +2. 8/4/4iTT] 
34. OSecret Fell in 2 
Condition. Plays to your support area. Each time a 
companion or ally loses a skirmish involw'ng a 
[Dunland] Man. you may place a [Dunland] token on 
this card. Maneuver: Discard a Free Peoples posses- 
sion for each [Dunland] token here (limit 3). Discard 
this condition. 
35. Wake of Destruction R I! 
Event. Maneuver. Spot 2 sites you control to make 
eerilch of your [Dunland] Men fierce until the regroup 
p ase. 
35. War Cluh 
Possession 0 Hand Weapon. Bearer must be a 
[Dunland] Man. Each time bearer wins a skirmish. you 
may disoerd 2 Free Peoples possessions. +2!- 
37. War Cry of Dunland C 1 
Event. Response: It a [Dunland] Man wins a skirmish. 
rrLake him fierce and strength +4 until the regroup 
p ass. 
35. Wild Man of Dunland ll 8 
Minion - Man. Each time this minion wins a skirmish. 
you may play a [Dunland] Man from hand: his twilight 
cost is -2. That Man is fierce and damage +1 until the 

play this possession, you may draw a card. Response: regroup phase. 9/1/3[‘|T) 

DUNLAND 
Wild Man Raid. The premiere 

word of the Dunland culture, Wild 
Man Raid can neutralize an opponent‘s weapons or 
conditions before he gets to use them. Sometimes 
this card is all it takes to bust someone’s small, forti- 
fied group of companions wide open. This paves the 
way for your other Dunlendings, like the Pillager or 
those carrying War Clubs, to wreak havoc Aragom’ 5 
Bow' is a big target, as well as Eowyn’ s Sword, Sting, 
and Asfaloth. 

Hides. Hides plays the role that the Goblin Amory 
played in Fellowship block, getting your minions past 
your opponent’s directed (and undirected) archery, 
maneuver events, or even Power According to His 
Stature. What sets the two cards apart? Goblin 
Armory was overpowered, facilitating both hand and 
resource extension as well as the ability to keep your 
other permanents in the game. It was, however, just 
another condition that could be canceled by Song of 
Durin, Secret Sentinels, or Sleep, Caradhras. Hides 
shares some of those extensive strengths, but it’s a 
possession whose ability may be used more than 
once, if you have extra twilight pool. There are cur- 
rently only two cards which can discard shadow pos- 
sessions: Something Draws Near and Roll of Thunder. 
Each is sub-optimal for purposes of deck construc- 
tion, but with the power of Hides, they may see play. 

Dunlendlng Pillager. On the same level as Wild 
Mari Raid, this card has the potential to wreck an 
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opponent’s “tank" strategy, where 
multiple cards are piled on each 
companion. All it takds is one win- 
ning skirmish, and the Pillager’s 

effect allows all your other minions to win their skir- 
mishes, as well. However, with the inherent weak- 
nesses all Dunlendings suffer, he may have to appear 
at the Rohirrim Village to press an early advantage: 

Constantly Threatening. It’s a common misconcep- 
tion that flooding the twilight pool with events and 
conditions like Deep In Thought and Shoulder to 
Shoulder has no real consequence. They don‘t add 
twilight during the fellowship phase, 50, to a degree, 
it’s safe to flood the pool — unless a player wants to 
move a second time. Overloading the pool can have 
consequences on the second move, one of which is 
Constantly Threatening. For increased cost, the 
Shadow player may play a bunch of extra 
Dunlendings and overwhelm the Ring—bearer (or 
severely impair the Fellowship in subsequent moves). 

No Defense. Another great way to spend any 
extra pool you come across, No Defense provides 
players with yet another option for neutralizing a fel- 
lowship “tank” strategy. There’s no cultural reinforce- 
ment (a need to spot certain types of minions) on 
this card whatsoever, so you can take a few Shadow 
phases to stock this condition with tokens. When 
your Dunlendings do show up (better late than 
never eh?), they have a fighting chance at disabling- 
anything the fellowship can throw at them. - . 
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1. -The One Ring, Answer to All Riddles R 
While wearing The One Ring, the Ring—bearer is 
strength +2. and each time he is about to take a 
wound in a skirmish. add a burden instead. Skirmish: 
Add a burden to wear The One Ring until the regroup 
phase. -/+2 
2. OThe One Ring, The Ruling Ring C 
Response: lf bearer is about to take a wound in a skir- 
mish, he wears The One Ring until the regroup phase. 
While wearing The One Ring, each time the Ring-bear— 
er is about to take a wound during a skirmish, add a 
burden instead. +1/- 

3. Anger C 0 
Event. Skirmish: Spot 3 [Dunland] minions or a site 
you control to make a [Dunland] Man fierce until the 
regroup phase. 
4. Band of Wlld Men 0 5 
Minion - Man. Each time this minion wins a skirmish. 
you may make it fierce until the regroup phase. 
11/2/3[Tn 
5. Burn Every Village C D  
Event. Skirmish. Make a [Dunland] Man strength +2 
(or +4 if you control a site) 
5. Constantly Threatening R 1 
Condition. Plays to your support area. Shadow: if the 
fellowship has moved more than once this turn, remove 
O to play a [Dunland] Man from your discard pile. 
7. Dark Fury C 0 
Event. Skirmish: Make a [Dunland] Man strength +2 
(or +4 if at a sanctuary). 
8. Death to the Strawheads U 3 
Event. Skirmish: Make a [Dunland] Man strength +1 
for each companion you spot. 
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P L A Y E R  S G U I D E  
9. Dunlending Animist 
Minion - Man. Each time this minion wins a skirmish, 
you may play a [Dunland] Man from hand; his twilight 
cost is -2. That Man is fierce and damage +1 until the 
regroup phase. 10/1/3[TT] 
10. Dunlending Brigand C 2 
Minion . Man. 8/1/3['IT] 
11. Dunlending Looter ll 3 
Minion - Man. When this minion wins a skirmish. you 
may stack him on a site you control. Shadow: lf 
stacked on a site you control, play this minion. His 
twilight cost is ~2. 9/1/‘3['lT] 
12. Dunlending Madman C 2 
Minion 0 Man. Each time this minion wins a skirmish, 
you may make him strength +2 and fierce until the 
regroup phase. 7/1/3[TT] 
13. Dunlending Plllager ll 3 
Minion . Man. Each time this minion wins a skirmish, 
you may discard a Free Peoples possession (or 2 pos- 
sessions if you spot 6 companions). 9/1/3[TT] 
14. Dunlending Ransacker C 2 
Minion - Man. Each time this minion wins a skirmish, 
you may spot another [Dunland] Man to take control 
of a site. 7/1/3[TT] 
15. Dunlending Ravager C 1 
Minion - Man. While skirmishing a [Rohan] Man. this 
minion is strength +2. Assignment Spot an ally to 
make that ally participate in skirmishes and assign 
this minion to skirmish that ally. 5/1/3[T|'] 
16. Dunlending Robber C 3 
Minion - Man. Each time this minion wins a skirmish. 
you may make him strength +2 and fierce until the 
regroup phase. 9/1/3[T|'] 
17. Dunlending Savage C 4 
Minion - Man. The Dunlendings’ fury could only end 
in the death of the king of Rohan. 11/il3lTl'] 
18. Dunlending Warrior C 3 
Minion - Man. Assignment: Spot an ally to make that 
ally participate in skirmishes and assign this minion to 
skirmish that ally. 9/1/3[TT] 
19. Hides R 1 
Possession. Plays to your support area. When you 
play this possession, you may draw a card. Response: 

if a [Dunland] Man Is about to take a wound. remove 
O or discard this possession to prevent that wound. 
20. oHlll Chief R 4 
Minion . Man. Shadow: Spot a site you control and 
exert Hill Chief to draw 3 cards. 10/2/3[TT] 
21. Hlllman Band C 3 
Minion . Man. Each time the fellowship moves. you 
may spot another [Dunland] Man to take control of a 
site. 9/1/3[TT) 
22. 0Hillman Horde 
Minion - Man. While you control 2 sites, skip the 
archery phase. While you control 3 sites, each of your 
[Dunland] Men is fierce. While you control 4 sites. 
each of your [Dunland] Men is damage +1. 14/2/3[TT] 
23. Hlllman Mob R 5 
Minion - Man. Each time this minion wins a skirmish. 
you may play a [Dunland] Man from hand; his twilight 
cost is -2. That Man is fierce and damage +1 until the 
regroup phase. 12/1/3[TT] 
24. Hlllman Rabble U 4 
Minion - Man. Each time this minion wins a skirmish. 
you may stack it on a site you control. Shadow: if 
stacked on a site you control. play this minion. Its twi- 
light cost is -2. 10/1/3[TT) 
25. Hlllman Tribe C 3 
Minion . Man. Each time this minion wins a skirmish. 
you may spot another [Dunland] minion to take con- 
trol of a site. 9/1/3lTI'] 
25. Iron Axe C 1 
Possession . Hand Weapon. Bearer must be a 
[Dunland] Man. +3/- 
27. Living 011 Rock U 0 
Condition. Plays to your support area. Each time a 
[Dunland] Man wins a skirmish involving a [Rohan] 
Man. you may make that minion strength +2 and 
fierce until the regroup phase. 
28. Ho Defense 
Condition. Plays to your support area. Shadow: 
Remove 0 to place a [Dunland] token here. Skirmish: 
Spot a [Dunland] Man and remove a [Dunland] token 
from this card. A character skirmishing that [Dunland] 
Man does not gain strength bonuses from possessions. 
29. Otto Refuge R 0 
Condition. Plays to your support area. While a 
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[Dunland] Man is stacked on a site the Shadow num- 
ber of each site is +5. 
30. Ho Retreat R 0 
Condition. Plays on a site you control. Regroup: Spot 
2 [Dunland] Men and discard this condition to make 
the Free Peoples player choose to move again this 
turn (it the move limit allows). 
31. ODver the teen U 0 
Condition. Plays to your support area. Assignment: 
Spot a site you control and remove o to assign a 
[Dunland] Man to an unbound companion. 
32. Ravage the Deteated R 1 
Event. Response: If your [Dunland] Man wins a skir- 
mish. discard all Free Peoples cards borne by the 

, companion or ally he was skirmishing. 
33. 03eruman. Rabble-rouser R 4 
Minion - Wizard: Saruman may not be assigned to a 
skirmish. Each time the fellowship moves. the Free 
Peoples player must exert a companion tor each 
[Dunland] Man you can spot. Skirmish: Exert Saruman 
to make a [Dunland] Man strength +2. 8/4/4[TT] 
34. OSecret Folk U 2 
Condition. Plays to your support area. Each time a 
companion or ally loses a skirmish involving a 
[Dunland] Man. you may place a [Dunland] token on 
this card. Maneuver Discard a Free Peoples posses- 
sion for each [Dunland] token here (limit 3). Discard 
this condition. 
35. Wake of Destruction R 0 
Event. Maneuver Spot 2 sites you control to make 
egch of your [Dunland] Men fierce until the mgroup 
p ase. 
36. War Club 
Possession 0 Hand Weapon. Bearer must be a 
[Dunland] Man. Each time bearer wins a skirmish, you 
may discard 2 Free Peoples possessions. +2/- 
37. War Cry of Dunland C 1 
Event. Response: If a [Dunland] Man wins a skirmish. 
make him fierce and strength +4 until the regroup 
phase. 
33. Wild Man of Dunland ll 3 
Minion . Man. Each time this minion wins a skirmish. 
you may play a [Dunland] Man from hand; his twilight 
cost is -2. That Man is fierce and damage +1 until the 
regroup phase. 9/1/3[TI'] 

DUN LAND 

The view from The Two Tawers' ,. 

Scrye's top picks for each cultUref 
opponent’s “tank” strategy, where 

Wild Man Raid. The premiere 
card of the Dunland culture, Wild 
Man Raid can neutralize an opponent’s weapons or 
conditions before he gets to use them. Sometimes 
this card is all it takes to bust someone’s small, forti- 
fied group of companions wide open. This paves the 
way for your other Dunlendings, like the Pillager or 
those carrying War Clubs, to wreak havoc. Aragom' 5 
Bow is a big target, as well as Eowyn’ s Sword, Sting, 
and Asfaloth. 

Hides. Hides plays the role that the Goblin Armory 
played in Fellowship block, getting your minions past 
your opponent’s directed (and undirected) archery, 
maneuver events, or even Power According to His 
Stature. What sets the two cards apart? Goblin 
Armory was overpowered, facilitating both hand and 
resource extension as well as the ability to keep your 
other permanents in the game. It was, however, just 
another condition that could be canceled by Song of 
Durin, Secret Sentinels, or Sleep, Caradhras. Hides 
shares some of those extensive strengths, but it’s a 
possession whose ability may be used more than 
once, if you have extra twilight pool. There are cur- 
rently only two cards which can discard shadow pos- 
sessions: Something Draws Near and Roll of Thunder.‘ 
Each is sub-optimal for purposes of deck construc- 
tion, but with the power of Hides, they may see play. 

Dunlending Pillager. On the same level as Wild 
ManRaid, this card has the potential to wreck an 
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multiple cards are piled on each 
companion. All it takes is one win- 
ning skirmish, and the Pillager’s 

effect allows all your other minions to win their skir- 
mishes, as well. However, with the inherent weak- 
nesses all Dunlendings suffer, he may have to appear 
at the Rohin'im Village to press an early advantage.- 

Constantly Threatening. It’s a common misconcep- ‘ 
tion that flooding the twilight pool with events and 
conditions like Deep In Thought and Shoulder to 
Shoulder has no real consequence. They don’t add 
twilight during the fellowship phase, so, to a degree, 
it’s safe to flood the pool —— unless a player wants to 
move a second time. Overloading the pool can have 
consequences on the second move, one of which is ’ 
Constantly Threatening. For increased cost, the 
Shadow player may play a bunch of extra 
Dunlendings and overwhelm the Ring-bearer (or 
severely impair the Fellowship in subsequent moves); j 

No Defense. Another great way to spend any 
extra pool you come across, No Defense provides 
players with yet another option for neutralizing a fel-I. 
lowship “tank” strategy. There’s no cultural reinforce— ‘ 
ment (a need to spot certain types of minions) on _ 
this card whatsoever, so you can take a few Shadow " 
phases to stock this condition with tokens. When 
your Dunlendings do show up (better late than 
never, eh?), they have a fighting chance at disabling 
anything the fellowship can throw at them. ’ % 
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DWARVEN 
Gimli, Unbidden Guest. This version of Gimli is 

unique in that he allows a previously weak skirmish- 
er, Legolas, to become a minion-killing fiend. Not 
only will Gimli win all his skirmishes (as usual), 
Legolas will also be able to take advantage of nifty 
weapons like Bow of the Galadhrlm and Long-knives 
of Legolas. Players might even revert to using 
Legolas, Prince of Mirkwood to win skirmishes 
against Nazgfil with relative ease. Directed archery 
may seem like the greatest LotR strategy ever. but in 
The Two Towers, it loses a bit of its oomph, making 
Legolas, Greenleaf a tad less desirable. 

Quick As May Be. There are many ways for The 
Two Towers minions to use their game text and their 
vitali for maneuver actions. Quick As May Be 
allows you to prevent such things, not to mention 
providing some swarm protection for your Ring- 
bearer. Also, if Gimli and Legolas are part of a mainly 
Elven fellowship, the extra wounds will help trigger 
some Elven skirmish abilities. Throw a couple copies 
of Quick As May Be at your opponent‘s minions, 
then let your archery total take over — there won‘t 
much left to fight! 

My Axe is Notched. Much like Final Count (in 

fact, an almost minor image), My Axe is Notched 
provides Gimli with a solution to those nasty 
weapon-bonus cancellers like Troop of Uruk-hai. 
Gimli will also become a powerhouse, topping out at 
11 strength while carrying his axe and backed by a 
fully loaded Notched. Throw a couple of strength 
events into the mix for that extrapunch. 

From the Armory. Armor from Fellowship is a 
great card, preventing extra wounds from hitting 
your Gondor men. Put  Armor on Boromir, Aragorn, 
or Eowyn, and you’ve got a nigh-invulnerable com- 
panion. From the Armory is head-and-shoulders 
above Armor in its effectiveness, but only works for 
Dwarves. It gives all Dwarves the protection Armor 
would provide with just one card. It also allows you 
to cycle your hand with unused Free Peoples cards 
that may be causing a clog. 

Axe of Erebor. The core card of the Dwarven 
card-stacking strategy, Axe of Erebor not only pro- 
videe you with a means to win skirmishes, it gives 
you a way to channel those cards you’ve put on 
Dwarven conditions. Ever My Heart Rises, From the 
Armory, and Here Is Good Rock will all have cards 
stacked on them at some point during a game, and 
the Axe is the logical way to bring those cards 
together. It’s a hub for Dwarven cycling. 

39. Willi Mall Raltl ll 1 draw deck on a [Dwarven] condition that has a card 48. 0mm", Lockheerer It 2 
Event. Maneuver: Spot 3 [Dunland] Men to discard a 
Free Peoples possession or condition. 
40. 0Wulf. Dunlendlng Chieftain fl 4 
Minion - Man. Fierce. Response: If another [Dunland] 
Man wins a skirmish. exert Wult to take control of a 
site. 10l2/3[TT] 

41. oAre of Erebor R 2 
Possession - Hand Weapon. Bearer must be Gimli. He 
is damage +1. Skirmish: Discard a [Dwarven] condi- 
tion or a card stacked on a [Dwarven] condition to 
make Gimli strength +1. +2!- 
42. Best Company 1: ll 
Event. Skirmish: Make a Dwarf strength +2 (or +4 if at 
a battleground). 
43. Come Here led U ll 
Event. Fellowship: Stack the top 2 cards from your 

already stacked on it 
44. 0Counesy of My Hell 
Condition Plays to your support area. When you play 
this condition. stack a card from your discard pile 
here. Fellowship: Discard a Free Peoples cord stacked 
here to heal a Dwarf. 
45. Dwarven Foresight it It 
Event. Fellowship: Spot a Dwarf to take a Free Peoples 
card stacked on a [Dwarven] condition into hand. 
45. °Ever My Heart Rises it 3 
Condition. Tale. Plays to your support area. When you 
play this condition, reveal the top 6 cards of ur 
draw deck and stack them here. Fellowship: 
Dwarf and discard the top card of your draw deck to 
take a Free Peoples card stacked here into hand. 
41. From the Armory U I! 
Condition. Plays to your support area. Skirmish: Exert 
a Dwarf and stack a Free Peoples card from hand here 
to prevent all wounds to that Dwarf. 

companion - (Mart Damage +1. Gimli is strength +1 for 
each unbound Hobbit companion you can spot WA 
4!. OGlmIl. Unbldden Guest I: 2 
Companion - Dwarf. Damage #1. Skirmish: Exert Gimli 
to make an unbound companion strength +1 (or +2 if 
that companion is Legolas). 6/3/13 
50. Oilere Is Good Rook C 1 
Condition. Tale. Plays to your support area Skirmish: 
Stack a Free Peoples card from hand here to make a 
Dwarf damage +1. 
51. Khalid Al-mlnu c 1 
Event. Skirmish: Make a Dwarf strength +2 (or 
strength +3 and damage 01 if you spot Legolas). 
52. oily An I: "other! it 1 
Condition. Plays to your support area. Each time Gimli 
wins a skirmish, place a [Dwarven] token on this card. 
While you can spot X [Dwarven] tokens on this we 
and the same number of [Elven] tokens on Final 
Count, Gimli is strength +X (limit 43). 
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53. Quick As May Be U 1 
Event. Maneuver: Spot a Dwarf companion and an Eli 
companion to wound a minion. 

54 Rest by Blind Night 
Event Regroup: Shuffle any number of [Dwarven] 
conditions (and all cards stacked on them) into your 
draw deck 
55. Restless Axe R 2  
Event. Regroup: Exert a Dwarf to shuttle a [Dwarven] 
condition (and all cards stacked on it) into your draw 
deck. Exert a minion for each card shuffled into your 
draw deck. 
56. Search For and Wide C ll 
Event. Fellowship: Spot a Dwarf and discard the top 
card of your draw deck to draw 2 cards. 
57. 08mm and Strong U I) 
Condition. Plays to your support area. Each time a 
Dwarf wins a skirmish. you may place a [Dwarven] 
token on this card. Skirmish: Make an unbound com- 
panion strength +1 for each [Dwarven] token here 
(limit +3). Discard this condition. 

58. Alliance Reforged it 3 
Event. Tale. Fellowship: Draw a card for each Elf com- 
panion you spot. 
59. Arrow and Blade U ll 
Event Skinnisb: Exert X Elf companions to make a min- 
ion skinnishing an unbound companion strength -X 
en. Bladesnrawn U 1 
WWTOWYSW3ENBS Phystoyoursupportaree 
Foreaehwoundoneediminion. trotm'nionisstrenglh -.2 
D‘erardth‘soorditionduriigdieregroupptese. 
51. Company of Archer: R 1 
Event. Archery: Spot 2 Eli companions to discard a 
condition. 

ELVEN - 
Legolas, Daunttess 

Hunter. This is the new 
essential for all sorts of 
viable pool~choke decks. 
Spotting two unbound 
Hobbits can be tricky, but it 
can be well worth the trou- 
ble of keeping Merry and 
Pippin alive. Any powerful 
cost—reducing Shadow card 
now becomes horribly inef- 
ficient. Goblin Armory, 
Morgul Gates, and Under the 
Watching Eye now cost two 
twilight each, while previ- 
ously formidable skirmish 
and maneuver events like 
Savagery to Match Their 
Numbers, Bred for Battle, and Hate also have 
their costs increased by two. 

Archer 

Elven Bow. This card was in the first set! 
Why is it one of the top live here and not back 
then? First, it wasn‘t terribly useful in Fellow- 

T he twilight Lost u 

ship, because you had to play 
all sorts of silly Elf compan- 

in The Two Towers, there are 
some awfully useful compan- 
ions to play it on (i.e., com- 
panions who won’t get killed 
after only one skirmish). The 
Elven Bow is so strong in this 
new set that players will see 
more cards like Spies of 
Saruman, Saruman, Keeper of 
Isengard, Saruman, Rabble- 
rouser, Wreathed in Shadow 
and Hides to deal with it. 

1 each Shadow event 

and Shadow condition is o i  for 

‘ unbound Hobbit you an spot 
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Lorien Swordsman. With 
the current buzz surround- 
ing Eomer, Third Marshal of 

Riddermarit, it surprises me that no one has 
noticed this little powerhouse. Combined with 
any amount of archery support, an Elven Sword, 
and a couple of skirmish events, this guy will 
eliminate larger minions easily Any high-vitali- 
ty minion may now suffer for being too hardy. 
Also, unlike many other elves in The Two 

ions to make it useful. Second, 

Towers, Lorien Swordsman an wield a bow 1 
and add to the archery total with it. 

Elven Sword. Any Elven companion can be a 
skirmishing marvel when equipped with a 
weapon like this. Although close to Gwemegil in 
gameplay function, the Elven Sword follows the 
strength-reducing pattern of the Lonen elves 
from The Two Towers. This sword provides the 
great ability to cycle your hand. What Gwemegil 
used to accomplish an be taken are of by this 
simple common mid. If Arwen dim, Gwemegil is 
useless, but the Elven Sword can go on any Elf. 

Final Count. 1 can‘t stress enough how 
Ulaire Cantéa and Troop of Uruk-hai defined 
the Fellowship environment by making most 
weapons useless. Players began to look for 
other ways to add strength to their compan- 
ions, like The Last Alliance of Elves and Men, 
There and Back Again, and Gift of the Evenstarn 
Final Count extends this option to the previous 
underdogs, the Elves. Legolas suddenly 
becomes an even more formidable fighter, espe- 
cially when equipped with Bowl of the 
Galadhrlm and Long-knives of Legolas. 
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DWARVEN 
Gimli, Unbidden Guest. This version of Gimli is 

unique in that he allows a previously weak skirmish- 
er, Legolas, to become a minion-killing fiend. Not 
only will Gimli win all his skirmishes (as usual), 
Legolas will also be able to take advantage of nifty 
weapons like Bow of the Galadhrim and Long-knives 
of Legolas. Players might even revert to using 
Legolas, Prince of Mirkwood to win skirmishes 
against Nazgfil with relative ease. Directed archery 
may seem like the greatest LotR strategy ever, but in 
The Two Towers, it loses a bit of its oomph, making 
Legolas, Greenleaf a tad less desirable. 

Quick As May Be. There are many ways for The 
Two Towers minions to use their game text and their 
vitality for maneuver actions. Quick As May Be 
allows you to prevent such things, not to mention 
providing some swarm protection for your Ring- 
bearer. Also, if Gimli and Legolas are part of a mainly 
Elven fellowship, the extra wounds will help trigger 
some Elven skirmish abilities. Throw a couple copies 
of Quick As May Be at your opponent’s minions, 
then let your archery total take over — there won’t 
much left to fight! 

My Axe is Notched. Much like Final Count (in 

fact, an almost mirror image), My Axe is Notched 
provides Gimli with a solution to those nasty 
weapon-bonus cancellers like Troop of Uruk-hai. 
Gimli will also become a powerhouse, topping out at 
11 strength while carrying his axe and backed by a 
fully loaded Notched. Throw a couple of strength 
events into the mix for that extrapunch. 

From the Armory. Armor from Fellowship is a 
great card, preventing extra wounds from hitting 
your Gondor men. Put Armor on Boromir, Aragom, 
or Eowyn, and you’ve got a nigh-invulnerable com- 
panion. From the Armory is head-and-shoulders 
above Armor in its effectiveness, but only works for 
Dwarves. It gives all Dwarves the protection Armor 
would provide with just one card. It also allows you 
to cycle your hand with unused Free Peoples cards 
that may be causing a clog. 

Axe of Erebor. The core card of the Dwarven 
card-stacking strategy, Axe of Erebor not only pro- 
vides you with a means to win skirmishes, it gives 
you a way to channel those cards you’ve put on 
Dwarven conditions. Ever My Heart Rises, From the 
Armory, and Here Is Good Rock will all have cards 
stacked on them at some point during a game, and 
the Axe is the logical way to bring those cards " 
together. It’s a hub for Dwarven cycling. 

39. Wild Man Raid R 1 draw deck on a [Dwarven] condition that has a card 49. oGimli. Lockbearer B 2 
Event. Maneuver: Spot 3 [Dunland] Men to discard a 
Free Peoples possession or condition. 
40. oWulf, Duniending Chieftain H 4 
Minion - Man. Fierce. Response: If another [Dunland] 
Man wins a skirmish. exert Wulf to take control of a 
site. 10/2/3[TT] 

41. clue of Erebor B 2 
Possession - Hand Weapon. Bearer must be Gimli. He 
is damage +1. Skirmish: Discard a [Dwarven] condi- 
tion or a card stacked on a [Dwarven] condition to 
make Gimli strength +1. +2!- 
42. Best Company C 9 
Event. Skirmish: Make a Dwarf strength +2 (or +4 if at 
a battleground). 
43. Come Here Lad ll 
Event. Fellowship: Stack the top 2 cards from your 

already stacked on it. 
44. 0Courtesy of My Hall C 1 
Condition. Plays to your support area. When you play 
this condition. stack a card from your discard pile 
here. Fellowship: Discard a Free Peoples card stacked 
here to heal a Dwarf. 

45. Dwarven Foresight B 0 
Event. Fellowship: Spot a Dwarf to take a Free Peoples 
card stacked on a [Dwarven] condition into hand. 
46. 0Ever My Heart Rises B 3 
Condition. Tale. Plays to your support area. When you 
play this condition. reveal the top 6 cards of your 
draw deck and stack them here. Fellowship: Spot a 
Dwarf and discard the top card of your draw deck to 
take a Free Peoples card stacked here into hand. 
47. From the Armory U 0 
Condition. Plays to your support area. Skirmish: Exert 
a Dwarf and stack a Free Peoples card from hand here 
to prevent all wounds to that Dwarf. 

Companion - Dwarf. Damage +1 . Gimli is strength +1 for 
each unbound Hobbit companion you can spot. BIB/A 
49. OClmIi, Unbldden Guest C 2 
Companion o Dwarf. Damage +1. Skirmish: Exert Gimli 
to make an unbound companion strength +1 (or +2 if 
that companion is Legolas). 6/316 
50. OHere Is Good Book C 1 
Condition. Tale. Plays to your support area. Skirmish: 
Stack a Free Peoples card from hand here to make a 
Dwarf damage +1. 
51. Khaaad Al-ménu C 1 
Event. Skirmish: Make a Dwarf strength +2 (or 
strength +3 and damage +1 if you spot Legolas). 
52. 0My Axe Is Notched B 1 
Condition. Plays to your support area. Each time Gimli 
wins a skirmish, place a [Dwarven] token on this card. 
While you can spot X [Dwarven] tokens on this card 
and the same number of [Elven] tokens on Final 
Count, Gimli is strength +X (limit +3). 
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53. Buick As May Be U 1 
Event. Maneuver: Spot a Dwarf companion and an Elf 
companion to wound a minion. 

54. Best by Blind Night R 0 
Event. Regroup: Shuffle any number of [Dwarven] 
conditions (and all cards stacked on them) into your 
draw deck. 

55. Restless Axe R 2 
Event. Regroup: Exert a Dwarf to shuffle a [Dwarven] 
condition (and all cards stacked on it) into your draw 
deck. Exert a minion for each card shuffled into your 
draw deck. 
55. Search Far and Wide C 0 
Event. Fellowship: Spot a Dwarf and discard the top 
card of your draw deck to draw 2 cards. 
57. oStout and Strong U 0 
Condition. Plays to your support area. Each time a 
Dwarf wins a skirmish, you may place a [Dwarven] 
token on this card. Skirmish: Make an unbound com- 
panion strength +1 for each [Dwarven] token here 
(limit +3). Discard this condition. 

58. Alliance Beforged fl 3 
Event. Tale. Fellowship: Draw a card for each Elf com- 
panion you spot. 

59. Arrow and Blade U 0 
Event. Skirmish: Exert X Elf companions to make a min- 
ion skinnishing an unbound companion strength -X. 
69. Blades Drawn U 1 
Condition. To play. spot 3 Elves. Plays to your support area. 
For each wound on each minion, that minion is strength -2. 
Discard this condition during the regroup phase. 
51. Company of Archers R 
Event. Archery: Spot 2 Elf companions to discard a 
condition. 

ELVEN ~ 
_ ,Legolas, Dauntless 
Hunter. This is the new 
essential for all sorts of 
viable pool-choke decks. 
Spotting two unbound 
Hobbits can be tricky, but it 
can be well worth the trou- 
ble of keeping Merry and 
Pippin alive. Any powerful 
cost-reducing Shadow card 
now becomes horribly inef- 
ficient. Goblin Armory, 
Morgul Gates, and Under the 
Watching Eye now cost two 
turilight each, while previ- 
ously formidable skirmish 
and maneuver events like 
Savagery to Match Their 
Numbers, Bred for Battle, and Hate also have 
their costs increased by two. 

OLEGOLAS 

Archer. 

Elven Bow. This card was in the first set! . 
Why is it one of the top _five here and not back 
their? First, it wasn’t terribly useful in Fellow- 
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ship, because you had to play 
all sorts of silly Elf compan- 
ions to make it useful. Second, 
in The Two Towers, there are 
some awfully useful compan- 
ions to play it on (i.e., com- 
panions who won’t get killed 
after only one skirmish). The 
Elven Bow is so strong in this 
new set that players will see 
more cards like Spies of 
Saruman, Saruman, Keeper of 
Isengard, Saruman, Rabble- 
rouser, Wreathed in Shadow 
and Hides to deal with it. 
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Lorien Swordsman. With 
the purrent buzz surround- 
ing Eomer, Third Marshal of 

Riddermark, it surprises me that no one has 
noticed this little powerhouse. Combined with 
any amount of archery support, an Elven Sword, 
and a couple of skirmiSh events, this guy will 
eliminate larger minions easily. Any high-vitali- 
ty minion may now suffer for being too hardy. 
Also, unlike many other elves in The Two Galadhrim and Long-knives of Legolas. 

Towers, Lorien Swordsman can wield a bow 1 
and add to the archery total with it. 

Elven Sword. Any Elven companion can be a 
skirmishing marvel when equipped with a 
weapon like this. Although close to Gwemegil in 
gameplay function, the Elven Sword follows the 
strength-reducing pattern of the Lonen elves 
from The Two Towers. This sword provides the 
great ability to cycle your hand What Gwemegil 
used to accomplish can be taken care of by this 
simple common card. If Arwen dies, Gwemegil is 
useless, but the Elven Sword can go on any Elf. 

Final Count. I can’t stress enough how 
Ulairé Cantea and Troop of Uruk-hai defined 
the Fellowship environment by making most 
weapons useless. Players began to look for 
other ways to add strength to their compan- 
ions, like The Last Alliance of Elves and Men, 
There and Back Again, and Gift of the Evenstar.. 
Final Count extends this option to the previous 
underdogs, the Elves. Legolas suddenly 
becomes an even more formidable fighter, espe- 
cially when equipped with Bow of the 
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62. Elven Bow U 1 
Possession - Ranged Weapon. Bearer must be an Elf. 
Bearer is an archer. 
63. Elven Brooch U 1 
Possession - Brooch. To play. spot an Elf. Bearer must 
be a companion. Response: if another possession 
borne by bearer is aboutto be discarded, discard this 
possession instead. 
64. Elven Sword C 1 
Possession - Hand Weapon. Bearer must be an Elf. 
Skirmish: Exert bearer or discard 2 cards from hand 
to make a minion skirmishing bearer strength ~1. 4-1/- 
65. oErethdn. llelth Lieutenant R 2  
Companion - Elf. To play. spot an Elf. While Erethdn 
bears a ranged weapon. he' Is strength 41 and damage 
+1. ansdlgre does not add to the fellowship archery 
total. 
66. Feathered U 1 
Event. Skirmish: Make a minion skinnishing an Elf 
strength -2 for each wound on that minion. 

67. ~Fereveldlr. Son of Thandronen I: 2 
Companion - Elf. To play. spot an Elf. Skinnlsh: Exert 
Fereveidir and discard an [Elven] token from your con- 
dition to wound a minion Fereveldir is skinnishing. 5/3 
68. oFerevellon. Son of Thandronen C 2 
Companion - Elf. To play. spot an Elf. Skirmish: Exert 
Ferevellon to make a minion skirmishing him strength 
-2. 5/3 
69. -Flnel Count R 1 
Condition. Plays to your support area. Each time 
Legolas wins a skirmish. you may place an [Elven] 
taken on this card. While you can spot it [Elven] 
tokens on this card and the same number of 
[Dwarven] tokens on My Axe ls Notched. Legoias is 
strength +X (limit +3). 
70. Flashing Steel 1: 0 
Event. Skirmish: Exert an Elf to make a minion skir- 
mishing that Elf strength -3. 
11. IIIeIdIr. Emissary of the Caiedhrlrn C 2 
Companion - Elf. While no opponent controls a site. 
Haldlr is strength +2. Regroup: Exert Haldlr at a battle- 
ground and exert another Elf to liberate a site. 5/3 
12. Killing Field R 1 
Condition. To play. spot 3 Elves. Plays to your support 
area. Each wounded minion is prevented from being 
fierce. Discard this condition during the regroup phase. 
73. 0Legelae. Dauntleea Hunter R 2 
Companion - EH Archer. The twilight cost of each 
Shadow event and Shadow condition is +1 for each 
unbound Hobbit you can spot. 6/3/A 
74. Olegolaa. Elven Comrade C 2 
Companion - Elf. Archer. Skirmish: Exert Legolas to 
make a minion skirmishing an unbound companion 
strength -1 (or -2 if that companion Is Gimll). SIS/G 
75. Lembaa R 1 
Possession. To play. spot 3 Elves. Bearer must be a 
companion. Regroup: Discard this possession to rec- 
oncile your hand. 
76. Ldrlen Guardian C 2 
Companion - Elf. Regroup: Exert this companion to 
make a Shadow player wound a minion. 5/3 
77. Ldrlen la Moat Welcome U 1 
Condition. To play. spot 3 Elves. Plays to your support 
area. Each wounded minion loses all damage bonus- 
es. Discard this condition during the regroup phase. 

70. Ldrlen Swordsman C 2 
Companion - Elf. Each minion skinnishing this compan- 
ion is strength -2 for each wound on that minion. 5/3 
7!. flight Without End R 1 
Event. Response: If an Elf wins a skirmish. exert that 
Elf to liberate a site or wound a minion. 
00. OOMqe. Young Warrior U 1 
Companion - Elf. To play, spot an Elf. The twilight cost 
of each ranged weapon played on 0rdulus is -1. 5/2 
01. OPengedhel. Nelttr Warrior U z 
Companion . Elf. To play, spot an Eli. While Pengedhel 
bears a ranged weapon. he is strength +2 and he does 
not add to the fellowship archery total. 6/3 
02. OStrength of Ann: U 1 
Condition. Plays to your support area. Each time an 
Elf wins a skirmish. you may place an [Elven] token 
on this card. Skirmish: Make a minion sklrmishing an 
Elf strength -1 for each [Elven] token here (limit -3). 
Discard this condition 
I. Supporting Fire C 1 
Event. Skirmish: Make an Elf strength +2 (or +3 if you 
spot 3 Elf companions). 
04. Sword-well R 2 
Event. Skirmish or Regroup: Spot 3 Elf companions to 
liberate a site or exert a minion. 
S6. oTlrandronen, Veteran Protester C 2 
Companion - Elf. To play. spot an Elf. Regroup: Exert 
Thandronen to discard a minion stacked on a condi- 
tion or stacked on a site. 5/3 
06. oThdnnaa. llelth Captain U 2 
Companion . Elf. To play. spot an Elf. While Thennas 
bears a ranged weapon, each minion skinnishing him 
is strength -2 and ThOnnas does not add to the fellow- 
ship archery total. 6/3 
07. Valor C 1 
Event. Skirmish: Make an Elf strength +2 (or +3 if 
skirmishing a wounded minion). 

83. onehold the White Rider U 2 
Condition. Plays to your support area. Each time 
Gandalf wins a skirmish, you may place a [Gandalf] 
token here. Skirmish: Wound a minion skirmishing 
Gandalf for each [Gandall] token here. Discard this 
condition. 

GAN DALF 
Shadowfax. This card is a real beast — no kid- 

ding! He’s awesome. Does anyone remember Ulairé 
Canton and Troop of Uruk-ltai giving players a 
headache? They just don’t work anymore with 
Shadowfax carting Gandalf to battle, because he’s a 
possession — not a weapon — whose bonuses these 
minions can’t nullify. He is, however, a finicky horse 
since he won’t allow you to carry a hand weapon. 
Glamdrirtg, Gandalf’s former weapon of choice, 
becomes nearly obsolete, as Shadowfax is really dam- 
age +1 in disguise. In combination with the Walking 
Stick. Gandalf will really be a damage +3. 

Gandalf, the White Wizard. Gandalf has always 
been an enigma to the Free Peoples of Middle-earth. 
His actions and counsels were often misunderstood. 
The White Wizard is an enigma for LotR players as 
well, relying on unspent enemy resources to fuel his 
power. Once players 
realize that it’s easier 
(and sometimes benefi- 
cial) to flood the twilight 
pool than to minimize it, 
Gandalf will capitalize on 
this, especially with some 
of his new high-cost 
maneuver and skirmish 
events. Having a 10- 
strength companion is a 
great bonus, especially 
when he can wield both Id“ tokens. his new staff and ride .. 2.551%: $232K 33mm 
Shadowfax, giving him five | .. port It". not flu/41mg“ “jog, 
Vitality, a pOSSible strength fl-‘fii-m 9m” . 
of 12, and damage +2. 

Grown Suddenly Tall. 

For those of you who enjoyed the power of Sleep, 
Caradllras, Grown Suddenly Tall provides all of' its 
bonuses with none of its drawbacks— though it 
costs almost twice as much. 15 increased cost really a 
drawback compared to the exertion required by 
Sleep, Caradhras? Most would say “no,” some would 
say “definitely” But since keeping your characters 
alive and unharmed is all-important in this game, I’ll 
have to go with “no" for now. 

Gandalf’s Staff, Walking Stick. Not quite as versa- 
n‘le as Gandalf’s Staff, Walking Stick is a bit more 
potent. Damage +2 can send almost any rrtinion reel— 
ing if they lose a skirmish, and spotting two twilight 
pool makes this artifact only slightly harder to use 
than the older version. If you’re already adding lots 
of twilight with The White Wizard, this shouldn’t be 
too hard to accomplish. Good ways to ensure that 
your two (or three) pool will be around during the 

skirmish phase include Deep In Thought, 
Shoulder to Shoulder or 

Mithrandir, Mithrandir! Overwhelming 
the Ring—bearer is a huge factor in the game 
and the best way to achieve it is to play 
more minions than your opponent has 
companions. Many of these minions may 
be inexpensive to play and will therefore 
have lower stats than most. Take Moria 
goblins, for example. The average goblin 

g has a strength of five or six and a vitality 
- of one. This card will clean up those gob- 

lins and also be a factor against both 
Raiders and Uruk-hai from The Two 
Towers, protecting your fellowship frbm 
an opponent’s swarm and enabling you to 
move twice. 
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09. -Gandall. Greyhame R 4 
Companion ~ Wizard. Fellowship: If the twilight pool 
has fewer than 2 twilight tokens. add 0 to play a 
character from your discard pile. WM 
00. OGandalt. The White Wizard 1: 4 
Companion . Wizard. While you can spot 3 twilight 
tokens. Gandalf is strength +3. 7/4/G 
01. windows Start. Walking Stick R 2 
Artifact - Staff. Bearer must be Gandaif. While you can 
spot 2 twilight tokens. Gandatf Is damage +2. -/41 
02. Crovrn Suddenly Tall R 5 
Event. Spell. Fellowship: Spot Gandalf to discard all 
conditions. 
93. Have Patience C 3 
Event. Fellowship: Spot Gandalf to treat an unbound 
companion twice. 
94. oHearlIen to Me R 0 
Condition. Spell. To play. spot Gantflf. Bearer must be 
Theoden. Discard all Shadow conditions on Theoden. 
Shadow conditions may not be played on Theoden. +2/r1 ' 
05. into Dark Tunnels R 3 
Event. Spell. Response: If you play a [Gandalf] event. 
exert Gandalf twice to place that event in your hand 
instead of your discard pile. 
96. Keep Your Forked Tongue ll 1 
Event. Skirmish: Spot Gandaif and 3 twilight tokens to 
prevent all wounds to a companion who has the Gen- 
daif signet. 
97. Long I Fell C 2 
Event. Spell. Skirmish: Spot Candaif to prevent all 
wounds to him. Any Shadow player may make you 
wound a minion to prevent this. 
96. Mithrandlr. Mithrandlrl C 3 
Event. Spell. Maneuver. Exert Gandalf to wound each 
minion who has strength of 6 or less. 
99. Roll of Thunder U 
Event. Fellowship or Maneuven Spot Gandaif to dis- 
card a Shadow possession or Shadow artifact. 
100. ~Shadovrfax R 2  
Possession - Mount Bearer must be Gandalf. Discard 
any hand weapon he bears. Gandalf may not beat a 
hand weapon. At the start of each skirmish involving 
Gandaii. each minion skinnishing him must exert +2/- 
101. Stump and Bramble U 1 
Event. Maneuver: Spot an [Isengard] minion and an 
Ent ally. Until the regroup phase. that ally is damage 
+2 and participates in archery fire and skirmishes. 
102. Test Was Not Done C 3 
Event. Spell. Regroup: Exert Gandaif to discard up to 
2 wounded minions. 
103. eTreebeard. Earthbom R 4 
Ally . Home 2[TI'] e 8[TT] - Ent. Unhasty. Response: 
If an unbound Hobbit is about to be discarded. stack 
him here instead. Fellowship: Exert Treebeard and add 
0 to play an unbound Hobbit stacked here. 1214 
104. oTreebeard, Oldest Living Thing C 4 
Ally - Home 2[‘IT] & 8[Tl] - Ent. Unhasty. Fellowship: 
Exert Treebeard and discard an unbound companion 
from hand to heal an unbound companion. 12/4 
106. Under the Living Earth C 1 
Event. Skirmish: Make Gandall strength +1 for each 
twilight taken you spot (limit +5). 
106. Well Met Indeed R 5  
Event. Fellowship. Spot an Elf. a [Gender] Man, anda 
Dwarf to play Gandalf from your dead pile 
101. Windows In a Stone Wall R 1 
Condition. To play. exert an Ent. Plays on that Ent Re- 
sponse: If an [Isengard] minion is killed discord this 
condition to reveal the top 10 cards of an opponent's 
draw deck Discard 1 Shadow card and 1 Free Peoples 
card revealed. Your opponent reshuffles that deck. 
100. Wizardry Indeed u 4 
Event. Maneuver: If you can spot more minions than 
companions. exert Gandalf to make an opponent dis- 
card a minion. 
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62. Elven Bow U 1 
Possession - Ranged Weapon. Bearer must be an Elf. 
Bearer is an archer. 
63. Elven Brooch U 1 
Possession . Brooch. To play. spot an Elf. Bearer must 
be a companion. Response: If another possession 
borne by bearer is about to be discarded. discard this 
possession instead. 
64. Elven Sword C 1 
Possession . Hand Weapon. Bearer must be an Elf. 
Skirmish: Exert bearer or discard 2 cards from hand 
to make a minion skirmishing bearer strength .1_ +1l~ 
65. oErethon, llaith Lieutenant R 2 
Companion o Elf. To play. spot an Elf. While Erethdn 
bears a ranged weapon. he is strength +1 and damage 
+1, 8'33!“ does not add to the fellowship archery 
total. 
66. Feathered U 1 
Event. Skirmish: Make a minion skirmishing an Elf 
strength -2 for each wound on that minion. 

67. OFereveldlr. Son of Thandronen C 2 
Companion - Elf. To play. Spat an Elf. Skirmish: 'Exert 
Fereveldir and discard an [Elven] token from your con- 
dition to wound a minion Fereveldir is skirmishing. 5/3 
68. oFerevellon. Son of Thandronen C 2 
Companion - Elf. To play. spot an Elf. Skirmish: Exen 
Ferevellon to make a minion skirmishing him strength 

3 
69. oFinal Count 
Condition. Plays to your support area. Each time 
Legolas wins a skirmish. you may place an [Elven] 
token on this card. While you can spot X [Elven] 
tokens on this card and the same number of 
[Dwarven] tokens on My Axe ls Notched, Legolas is 
strength +X (limit +3). 
79. Flashing Steel C 
Event. Skirmish: Exert an Elf to make a minion skir- 
mishing that Elf strength -3. 
71. oHaldlr. Emissary of the Caladhrlm C 2 
Companion - Elf. While no opponent controls a site. 
Haldir is strength +2. Regroup: Exert Haldir at a battle- 
ground and exert another Elf to liberate a site. 5/3 
72. Killing Field R 1 
Condition. To play. spot 3 Elves. Plays to your support 
area. Each wounded minion is prevented from being 
fierce. Discard this condition during the regroup phase. 
73. OLegolas. Dauntless Hunter R 2 
Companion - Elf. Archer. The twilight cost of each 
Shadow event and Shadow condition Is +1 for each 
unbound Hobbit you can spot. 6/3/A 
74. OLegolas. Elven Comrade C 2 
Companion . Elf. Amber. Skirmish: Exert Legolas to 
make a minion skirmishing an unbound companion 
strength -1 (or -2 if that companion is Gimll). 6/3/6 
75. Lembas R 1 
Possession. To play, spot 3 Elves. Bearer must be a 
companion. Regroup: Discard this possession to rec- 
oncile your hand. 
76. Lerlen Guardian C 2 
Companion - Elf. Regroup: Exert this companion to 
make a Shadow player wound a minion. 5/3 

77. Ldrien ls Most Welcome U 1 
Condition. To play, spot 3 Elves. Plays to your support 
area. Each wounded minion loses all damage bonus- 
es. Discard this condition during the regroup phase. 

R 1  

73. Lilrfen Swordsman C 2 
Companion - Elf. Each minion skirmishing this compan- 
ion is shangth -2 for each wound on that minion. 5/3 
79. Right Without End R 1 
Event. Response: If an Elf wins a skirmish. exert that 
Elf to liberate a site or wound a minion. 
39. 09rdulus, Young Warrior U 1 
Companion - Elf. To play. spot an Elf. The twilight cost 
of each ranged weapon played on 0rdulus is -1. 5/2 
31. PPOROSUIIRI, Ralth Warrior U 2 
Companion - Elf. To play, spot an Elf. While Pengedhel 
bears a ranged weapon. he is strength +2 and he does 
not add to the fellowship archery total. 6/3 
32. OStrength of Arms U 1 
Condition. Plays to your support area. Each time an 
Elf wins a skirmish, you may place an [Elven] token 
on this card. Skirmish: Make a minion skirmishing an 
Elf strength -1 for each [Elven] token here (limit -3). 
Discard this condition. 
33. Supporting Fire C 1 
Event. Skirmish: Make an Elf strength +2 (or +3 if you 
spot 3 Elf companions). 
34. Sword-wall R 2 
Event. Skirmish or Regroup: Spot 3 Eli companions to 
liberate a site or exert a minion. 
35. OThandronen, Veteran Protector C 2 
Companion - Elf. To play. spot an Elf. Regroup: Exert 
Thandronen to discard a minion stacked on a condi- 
tion or stacked on a site. 5/3 
36..-Th6nnas Ralth Captain U 2 
Companion . Elf. To play. spot an Elf. While Thennas 
bears a ranged weapon. each minion skirmishing him 
is strength -2 and Thannas does not add to the fellow- 
ship archery total. 6/3 
37. Valor C 1 
Event. Skirmish: Make an Elf strength +2 (or +3 if 
skirmishing a wounded minion). 

33. OBehold the White Rider U 2 
Condition. Plays to your support area. Each time 
Gandalf wins a skirmish. you may place a [Gandalf] 
token here. Skirmish: Wound a minion skirmishing 
Gandalf for each [Gandalf] token here. Discard this 
condition. 

power. Once players 
realize that it’s easier 
(and sometimes benefi- 
cial) to flood the twilight 
pool than to minimize it, 
Gandalf will capitalize on 
this, especially with some 
of his new high-cost 
maneuver and skirmish 
events. Having a 10- 
strength companion is a 
great bonus, especially 
when he can wield both 
his new staff and ride 
Shadowfax, giving him five 
vitality, a possible strength 
of 12, and damage +2. 

Grown Suddenly Tall. 

GAN DALF 
Shadowfax. This card 15 a real beast — no kid- 

ding! He’s awesome. Does anyone remember Ulairé 
Cantéa and Troop of Uruk-hai giving players a 
headache? They just don’t work anymore with 
Shadowfax carting Gandalf to battle, because he’s a 
possession — not a weapon — whose bonuses these 
minions can’t nullify. He is, however, a finicky horse 
since he won’t allow you to carry a hand weapon. 
Glamdring, Gandalf’s former weapon of choice, 
becomes nearly obsolete, as Shadowfax is really dam- 
age +1 in disguise. In combination with the Walking 
Stick, Gandalf will really be a damage +3. 

Gandalf, the White Wizard. Gandalf has always 
been an enigma to the Free Peoples of Middle-earth. 
His actions and counsels were often misunderstood. 
The White Wizard is an enigma for LotR players as 
well, relying on unspent enemy resources to fuel his 

5’: Ganda f Is strength +3- 
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For those of you who enjoyed the power of Sleep, 
Caradl'lras, Grown Suddenly Tall provides all of' its 
bonuses with none of its drawbacks— though it 
costs almost twice as much. Is increased cost really a 
drawback compared to the exertion required by 
Sleep, Caradhras? Most would say “no,” some would 
say “definitely” But since keeping your characters 
alive and unharmed is all-important in this game, I’ll 
have to go with “no” for now. 
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Gandalf's Staff, Walking Stick. Not quite as versa- 
tile as Gandalf’s Staff, Walking Stick is a bit more 
potent. Damage +2 can send almost any minion reel- : 
ing if they lose a skirmish, and spotting two twilight 
pool makes this artifact only slightly harder to use 
than the older version. If you’re already adding lots 
of twilight with The White Wizard, this shouldn’t be 
too hard to accomplish. Good ways to ensure that 
your two (or three) pool will be around during the 

skirmish phase include Deep In Thought, 
Shoulder to Shoulder or 

Mithrandir, Mithrandir! Overwhelming 
the Ring-bearer is a huge factor in the game 
and the best way to achieve it is to play 
more minions than your opponent has 
companions. Many of these minions may 
be inexpensive to play and will therefore 
have lower stats than most. Take Moria 
goblins, for example. The average goblin 
has a strength of five or six and a vitality 
of one. This card will clean up those gob- 
lins and also be a factor against both . 
Raiders and Uruk-hai from The Two 
Towers, protecting your fellowship frOm 
an opponent’s swarm and enabling you to 
move twice. 
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39. OGandalf. Creyhame R 4 
Companion . Wizard. Fellowship: If the twilight pool 
has fewer than 2 twilight tokens. add 0 to play a 
character from your discard pile. 7/4/T 
99. 06andalf, The White Wiaerd C 4 
Companion - Wizard. While you can spot 3 twilight 
tokens. Gandalf is strength +3. 7/4/6 
91. OCandalf’s Staff. Walking Stick R 2 
Artifact - Staff. Bearer must be Gandalf. While you can 
Spot 2 twilight tokens. Gandalf is damage +2. -/+1 
92. Crown Suddenly Tall R 5 
Event. Spell. Fellowship: Spot Gandalf to discard all 
conditions. 
93. Have Patience C 3 
Event. Fellowship: Spot Gandalf to heal an unbound 
companion twice. 
94. Oilearlten to Me R 9 
Condition. Spell To play. spot Gandalf. Bearer must be 
lhéoden. Discard all Shadow conditions on Theoden. 
Shadow conditions may not be played on Men +2l+f ‘ 
95. Info Dark Tunnels R 3 
Event. Spell. Response: If you play a [Gandalf] event. 
exert Gandalf twice to place that event in your hand 
instead of your discard pile. 
96. Keep Your Forked Tongue U 1 
Event. Skirmish: Spot Gandalf and 3 twilight tokens to 
prevent all wounds to a companion who has the Gan- 
dalf signet. 
97. Long I Fell C 2 
Event. Spell. Skirmish: Spot Gandalf to prevent all 
wounds to him. Any Shadow player may make you 
wound a minion to prevent this. 
93. Mithrandir, Mithrandlrl C 3 
Event. Spell. Maneuver. Exert Gandalf to wound each 
minion who has strength of 6 or less. 
99. Roll of Thunder U 
Event. Fellowship or Maneuver. Spot Gandalf to dis- 
card a Shadow possession or Shadow artifact. 
199. OShadowlax R 2 
Possession - Mount. Bearer must be Gandalf. Discard 
any hand weapon he hears. Gandalf may not bear a 
hand weapon. At the start of each skirmish involving 
Gandalf. each minion skirmishing him most exert. +2/- 
191. Stump and Bramble U 1 
Event. Maneuver: Spot an [lsengard] minion and an 
Ent ally. Until the regroup phase. that ally is damage 
+2 and participates in archery fire and skirmishes. 
192. Task Was Not Done C 3 
Event. Spell. Regroup: Exert Gandalf to discard up to 
2 wounded minions. 
193. OTreebeard, Earlhborn R 4 
Ally . Home 2[‘l'l'] & 8[TT] - Ent. Unhasty. Response: 
If an unbound Hobbit is about to be discarded. stack 
him here instead. Fellowship: Exert Treebeard and add 
0 to play an unbound Hobbit stacked here. 12/4 
194. OTreebeard. Oldest Living Thing C 4 
Ally - Home 2m] 8. 8[TT] - Ent. Unhasty. Fellowship: 
Exen Treebeard and discard an unbound companion 
from hand to heal an unbound companion. 12/4 
195. Under the Living Earth C 1 
Event. Skirmish: Make Gandalf strength +1 for each 
twilight token you spot (limit +5). 
196. Well Met Indeed R 5  
Event. Fellowship: Spotan Elf. a [Condor] Man. anda 
Dwarf to play Gandalf from your dead pile. 
197. Windows in a Stone Wall R 1 
Condition. To play. exert an Ent. Plays on that Ent Re— 
sponse: If an [lsengard] minion is killed, discard this 
condition to reveal the top 19 cards of an opponent's 
draw deck. Discard 1 Shadow nerd and 1 Free Peoples 
card revealed. Your opponent reshuffles that deck 
193. Wizardry Indeed U 4 
Event. Maneuver. if you can spot more minions than 
companions, exert Gandalf to make an opponent dis- 
card a minion. 



GONDOR 
Faramir, Son of Denethor. 

Much like his older brother, 
Boromir, Lord of Gondor,l 
affectionately call this guy 
“The Insurance Salesman." 
Once you assign Faramir to a 
skirmish, there are literally 
no surprises that your oppo- 
nent can throw at him. He is 
the wall that a sea of minions 
will break upon. mm a 
Sword of Condor, a Flaming 
Brand, and Boromir, My 
Brother, it’s rare that any 
Nazgfll, Sauron Ore or 
Uruk—hai will defeat him in a skirmish. His 
ability is so far-reaching in its capabilities that 
I don’t think anyone can really predict how 
powerful he really is. 

Aragom, Heir of Elendil. He’s not a ranger, 
he doesn’t heal anyone, and he doesn’t remove 
twilight pool — but straight-up “defender +1” 
is hard to heat! This Aragom is the greatest 
fighter in LotR to date. He’ll take on Moria. 
minions, Uruks, and Sauron trackers two at  a 

Defender +1. W. . . jurm‘n'lnm wit. ,irgmr, I2 11w, “l 

time. Not only will he 
gain +4 strength from 
Swordarrn of the White 
Tower, but with his new 
sword, The Last Alliance 
of Elves and Men, and a 
Flaming Brand, he might 
even take on a couple 
Nazgul and survive ——- or 

.- . win. A dangerous card to 
look out for with this guy 
is Boromir's Gauntlets. He’ll 
defend against a couple of 
minions and then exert to 
cancel his skirmish. 

my" 1 

Help in Doubt and Need. 
Similar in effect to Trust Me k You Once Did, Help 
in Doubt and Need allows a player to centralize or 
evenly distribute the number of wounck his com— 
patriots will take. IfAragom or Boromir are in trou- 
ble, Eowyn or Eomer can exert, or vice versa. in 
combination with some of Rohans healing villagers, 
Emlyn, Sister-dauglderofThéoden, andAnnoror 
CoatofMail, thiscardmnwipe thefloorwithany 
Uruk-hai deck Hopefully it will increase the impor- 
tance of canceling Free Peoples conditiors so that 
cards like Shadow/s Reach, The Pde Blade, and 

Boromir, My Brother. A central card to a 
new deck archetype, Boromir, My Brother not 
only boosts Faramir’s capabilities (he may 
make an extra exertion and he‘s 33% harder to 
kill), but also allows him to help other Ring— 
bound rangers in the fellowship. In a core- 
Gondor deck, the difference between winning 
and losing a skirmish may often come down to 
a single +1 strength bonus. Hand cycling is 
also an essential part of LotR, and Boromir, My 
Brother’s ability to get rid of unwanted cards is 
a great asset. 

Mablung, Soldier of Condor. Gondor 
rangers are experts at tracking and slaying 
roaming minions. Mablung (as well as Fararnir, 
Captain of Condor and Damrod, Soldier of 
Condor) has the ability to capitalize on his 
lesser companions’ abilities. Equipped with a 
Ranger's Bow, he can kill any roaming minion 
with only two exertions. The real question is, 
“How do I heal this guy so I can use him again 
and again?” The answer: Use cards like 
Athelas, Have Patience, Master of Healing, 
Might of Numenor, Aragom’s Pipe, or just 
another copy of Mablung discarded to heal. 

109.0Aragorn. HolroiElcndll C 4 
Companion - Man. Deiender +1. 8/4/C 
364. -Aragorn. Wlngiooi P 4 
Companion - Man. Ranger. Each time the fellowship 
moves. you may wound a minion lor each unbound 
Hobbit you spot. BIA/A 
110. Arrows Thick In the Air o r  
Event. Archery or Skirmish: Exert 2 Ring- -bound Men 
to wound each roaming minion. 
111. -Boromlr. My Brother R It 
Condition. Bearer must be Faramir. Skirmish: Discard 
a [Condor] card from hand to make a Ring-bound 
Man strength +1. -/+1 
112. -Boromlr's Gauntlets C 1 
Possession - Gauntlets. Bearer must be a [Condor] 
Man. Skirmish: Exert bearer to caa a skirmish 
involving bearer. Any Shadow player may remove 
to prevent this. 

113. Curse Thorn C ll 
Event. Skirmish: Exert a Ring-bound Man to cancel a 
skirmish involving a roaming minion. 
114. oncmrod. Bangor oi lihlllcn U 2 
Companion - Man. Ring-bound. Ranger. To play. spot 
a Ring-bound Man. Skirmish: Exort Damrod to 
exhaust a Man he is skirmishing. 6/3 
115. Doicnd It and Hope C it 
Event. Maneuver: Exert a [Condor] Man to wound a 
minion once (or twice it that minion is an Uruk—hai). 
116. OFaramIr, Captain oi Condor H 3 
Companion - Man. Ring-bound. Ranger. The twilight 
cost oi each other [Condor] Man in your starting iel- 
Iowship is -1. While skirmishing a roaming minion. 
Faramir is strength +2. m m  
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117. nFaramIr, Son oi Dcnuthor C 3 
Companion - Man. Ring-bound. Ranger An opponent 
may not play skirmish events or use skirmish special 
abilities during skirmishes involving Faramir. 7/3/17 
118. -Flramlr‘s Bow R 1 
Possession - Ranged Weapon. Bearer must be 
Faramir. He is an archer. Skirmish: Ii Faramlr is skir- 
mlshing a Man or a roaming minion. exert Faramir to 
wound thatminlon. 
119. -Flramlr's Clock Ii 0 
Possession o Cloak. Bearer must be Faramir. Each 
roaming minion skinnishing a Ring-bound Man is 
strength -1. 
121). oForblrldon Pool B ll 
Condition. Plays to your support area. While tho lol- 
Iowship is at site 6[‘|T]. each Ring-bound Man takes 
no more than 1 wound during each skirmish phase. 
Fellowship: Add 0 and discard this condition to heal a 
Ring-bound Man. 
121. oForosts oi Ithlllon R I) 
Condition. Plays to your support area. While the iel- 
lowship is at site 5[T|']. the site number oi each Man 
in a skirmish is +2. Rogroup: Discard this condition 
and exert a Ring-bound Man to liberate a site. 
122. Condorlan Bangor C 2 
Companion - Man. Ring— -bound. Ranger The site num- 
ber of each minion assigned to skirmish a Ring- -bound 
Man Is +2. 5/3 
123. Hard Choice U 1 
Event Fellowship: Spot Aragom to heal a companion 
who has the Aragom signet twice. 
124. Help In Doubt and Hood R 2 
Condition. Plays to your support area. Skirmish: Exort 
an unbound [Condor] Man to make a [Rohan] oom- 
panion strength +2. or exert a [Rohan] companion to 
make an unbound [Gondor] Man strength +2. 
125. oHonnoih Annlin R ll 
Condition. Plays to your support area. While the iel- 
Iowship is at site 6[TI1. each roaming minion skir- 
mishing a Ring-bound companion is strength -2. 
Skirmish: Spot a [Condor] Man and discard this con- 
dlilDl‘l to wound a roaming minion. 
126.  -Iihillon Trap U 2 
Condition. Plays to your support area. Each time a 
[Condor] Man wins a skirmish. you may place a 
[Condor] token here. Maneuver Exert a minion for 
each [Condor] token here [limit 3). Dismrd this condi- 
tIon. 

127. 0Mohlung, Soldier oi Condor U 2 
Companion - Man. Ring-bound. Ranger. To play. spot 
a Ring-bound Man. Skirmish: Exert Mablung to 
exhaust a roaming minion he is skinnishing. 6/3 
126. How Errand C 1 
Event. Skirmish: Spot a Ring-bound Man to make a 
minion's site number +2. l1 that minion loses this skir- 
mish. you may wound a minion. 

129. Pathfinder C C 
Event. Fellowship or Regroup: Spot a ranger to play 
the iellowship's next site (replacing opponent’s site ii 
necessary). 

131]. Ranger oi lihlllon C 3 
Companion - Man. Ring~bound. Ranger. When this 
companion is in your starting iollowship. his twilight 
cost is -1. While skinnishing a roaming minion. this 
companion is strength +2. 6/3 
131. Ranger's Bow C 1 
Possession - Ranged Weapon. Bearer must be a Ring 
bound Man. Skirmish: Ii bearer is skinnishing a Man or 
a roaming minion. exert bearer to wound that minion. 
132. ORIngcr’s Sword. Blade oi Angom U 1 
Possession - Hand Weapon. Bearer must be Aragom. 
While skirmishing an Uruk-hai. Aragom is strength 
+2. +2]- 

133. Oliuins o10oglllath ii I) 
Condition. Plays to your support area. While the isl- 
lowship is at site 7[1T]. each Ring-bound Man is 
defender +1. Skirmish: Spot a Ring-bound Man and 
discard this condition to wound an opponent's Man. 
134. Sword oi Condor C 1 
Possession - Hand Weapon. Bearer must be a 
[Condor] Man. While skirmishing a Man or a roaming 
minion. bearer is damage +1. +2]- 

135. War and Valor C 0 
Event. Skirmish: Make a [Condor] Man strength +2 (or 
+3 and damage +1 it skinnishing a roaming minion). 

135. Advance Urulr Patrol ll 5 
Minion - Uruk<hai. Damage +1. While at a battle- 
ground. this minion is home. While you control a bat- 
tleground. this minion is strength +4. 10/3/5117] 
137. Attack on Hclm's Deep C 0 
Condition. Plays to your support area. Shadow: Play 
an Uruk-hai to place an [Isengard] token on this card. 
Regroup: Remove 3 [Isangard] tokens from this card 
and discard an Uruk-hai to take control 01 a site. 
138. Band oi UrulI Bowman U 5 
Minion - Uruk-hai. Archer Damage +1. While you con- 
trol a site. the minion archo total is +1. 7/3/5]TT] 
139. Bonlchod A ll 
Condition. To play. exert Saruman or an [Isongard] 
Man. Plays on a Free Peoples Man. Each time another 
ally or companion loses a skirmish. bearer must exert. 
14C. Beyond All Hope it 5 
Event. Maneuver: Emrt 2 Uruk-hai to add a burden for 
each card in the dead pile. 
141. Beyond Balk Mountains C 0 
Event. Response: li a companion or ally is killed. exert 
an [lsangard] minion to add a burden (or 2 burdens ii 
Aragom, Gandali, or Théodan is killed). 
142. Brood-bladed Sword C 1 
Possession . Hand Weapon. Bearer must be an Uruk- 
hai. Bearer may not take wounds (except during skir- 
mish phases). +2!- 
143. Brought Bock Alive U ll 
Event. Search. Assignment: Exert an [lsongard] track 
or to assign it to an unbound companion. That com- 
panion may exert to prevent this (unless that compan- 

' ion is a Hobbit). 
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144. Bumlng oi Wosliold H 0 
Condition. Plays to your support area. Shadow: It you 
control a site. play an Uruk-hal to discard a Free ‘ 
Peoples condition. 
145. Cloud oi Arrow: C ll 
Event. Archery: Exert an [lsengard] archer to make the 
minion archery total +1 and tho iollowshlp archery 
total -1. 
14C. Come Down R I] 
Condition. Plays to your support area. Archory: Spot 2 
[Isengard] archers to make allies take wounds ironI 
archery fire instead of companions. 
147. Covorlng Fire U ll 
Condition. To play. spot 2 [Isongard] archers. Plays to 
your support area. The Free Peoples player may not 
play archery events or use archery special abilities. 
Discard this condition during the regroup phase. 
148. oDown to the uni Child U 2 
Condition. Plays to your support area. Each time a 
companion or ally loses a skirmish involving an Uruk- 
hai. place an [Isangard] token on this card. Shadow: 
Remove 2 [Isengard] tokens from this card to take 
control oi a site. 
149. Driven Back R 3 
Event. Archery: Spot 2 [Iscngard] archers to make the 
minion archery total +1 tor each card in the dead pile. 
150. OEIlio Crossbowmon R 7 
Minion - Uruk-hai. Archer. Damage +1. Archery: Exert 
Elite Crossbowmen to make the Free Peoples player 
wound an unbound companion; this minion does not 
add to the minion archery total. 913/5 
151. Foroclty C I ]  
Event. Skirmish: Make an Uruk- hai strength +2 [or +3 
ii at a battleground) 
152. Cat Back U Ii 
Event. Assignment: Prevent an [Isongard] tracker irom 
being assigned to a skirmish try any player 
153. eCrimc. Son ol Climdd C 
Minion . Man. Each unbound co rJinanlon (or ally) 
bearing a Shadow condition Is st tiI.-1 4/3/3[TT] 
154. -Crima. Wonnlonguo R 2 
Minion - Man. Maneuver: Exert Crima and spot an 
unbound companion bearing 3 or moro cards to 
rotum each Free Peoples card that companion bears 
to its owner‘s hand. 4/3/3[TT] 
155. Hunting Her Stops U ll 
Event Response: It a special ability of an ally or unbound 
companion is used. exert Grima to cancel that action. 
156. Kill Thom How C ll 
Event Skirmish: Make an [Isongard] tracker strength +2 
(or +4 it skinnishing a character bearing a search card). 
157. Locohcraii R ll 
Condition. Spell. To play. exert Saruman or an 
[Isongard] Man. Plays on a Free Peoples Man. Special 
abilities in bearor's game text may not be used. -1/- 
15B. olloutcnani oi Drihanc R 7 
Minion - Urok-hai. Damage +1. Maneuver: Excn 
Lieutenant oi Onhanc to make another Uruk-hai fierce 
until the regroup phase. 12/3/5[TT] 
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, gain +4 strength from 

Faramir, Son Of Denethor. Swordann of the White Boromir, My Brother. A central card to a 
Much like his older brother, 
Boromir, Lord of Gondor, I 
affectionately call this guy 
“The Insurance Salesman.” 
Once you assign Faramir to a 
skirmish, there are literally 
no surprises Lhatyour oppo- ’ . , _ ...._..--- 
nent can throw at him. He is f ‘ 
the wall that a sea of minions 
will break upon. With a 
Sword of Gondor, a Flaming 
Brand, and Boromir, My 
Brother, it’s rare that any 
Nazgfil, Sauron Orc or 
Uruk-hai will defeat him in a skirmish. His 
ability is so far-reaching in its capabilities that 
I don’t think anyone can really predict how 
powerful he really is. 

Tower, but with his new 
sword, The Last Alliance 
of Elves and Men, and a 
Flaming Brand, he might 
even take on a couple 
Nazgfil and survive — or 
win. A dangerous card to 
look out for with this guy 
is Boromir’s Gauntlets. He’ll 
defend against a couple of 
minions and then exert to 
cancel his skirmish. 

new deck archetype, Boromir, My Brother not 
only boosts Faramir’s capabilities (he may 
make an extra exertion and he’s 33% harder to 
kill), but also allows him to help other Ring- 
bound rangers in the fellowship. In a core- 
Gondor deck, the difference between winning 
and losing a skirmish may often come down to 
a single +1 strength bonus. Hand cycling is 
also an essential part of LotR, and Boromir, My 
Brother’s ability to get rid of unwanted cards is 
a great asset. 
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Mablung, Soldier of Gondor. Gondor 
rangers are experts at tracking and slaying 
roaming minions. Mablung (as well as Faramir, 
Captain of Gondor and Damrod, Soldier of 
Gondor) has the ability to capitalize on his 
lesser .companions’ abilities. Equipped with a 
Ranger’s Bow, he can kill any roaming minion 
with only two exertions. The real question is, 
“How do I heal this guy so I can use him again 
and again?” The answer: Use cards like 
Athelas, Have Patience, Master of Healing, 
Might of Numenor, Aragom's Pipe, or just 

Help in Doubt and Need. 
Similar in effect to Trust Me As You Once Did, Help 
in Doubt and Need allows a player to centralize or 
evenly distribute the number of wounds his com- 
panions will take. IfAragom or Boromir are in trou- 
ble, Eowyn or Eomer can exert, or vice versa. In 
combination with some of Rohans healing villagers, 
Eowyn, Sister-daughter ofThéoden, and Armor or 
CoatofMail, thiscardcanwipe thefloorwithany 
Uruk-hai deck. Hopefully it will increase the impor- 
tance of canceling Free Peoples conditions so that 

Aragom, Heir of Elendil. He’s not a ranger, 
he doesn’t heal anyone, and he doesn’t remove 
twilight pool — but straight-up “defender +1” 
is hard to beat! This Aragom is the greatest 
fighter in LotR to date. He’ll take on Moria. 
minions, Uruks, and Sauron trackers two at a midslikeShdoI/slleadi,ThePaleBlade,and another copy of Mablung discarded to heal. 

109. OAragorn, Heir oi Elendll C 4 
Companion . Man. Defender +1. 8/4/G 
364. OAragorn. Wingioot P 4 
Companion . Man. Ranger. Each time the fellowship 
moves, you may wound a minion for each unbound 
Hobbit you spot. 8/4/A 
11o. Arrows Thick In the Air U 3 
Event. Archery or Skirmish: Exert 2 Ring-bound Men 
to wound each roaming minion. 
111. OBoromlr, My Brother R 0 
Condition. Bearer must be Faramir. Skirmish: Discard 
a [Gondor] card from hand to make a Ring-bound 
Man strength +1. -/+1 
112. oBoromir's Gauntlets C 1 
Possession - Gauntlets. Bearer must be a [Gondor] 
Man. Skirmish: Exert bearer to cancel a skirmish 
involving bearer. Any Shadow player may remove 
to prevent this. 
113. Curse Them C 0 
Event. Skirmish: Exert a Ring-bound Man to cancel a 
skirmish involving a roaming minion. 
114. oDamrod, Ranger oi Ithlllen U 2 
Companion . Man. Ring-bound. Ranger. To play. spot 
a Ring-bound Man. Skirmish: Exert Damrod to 
exhaust a Man he is skirmishing. 6/3 
115. Deiend It and Hope C 9 
Event. Maneuver: Exert a [Gondor] Man to wound a 
minion once (or twice if that minion is an Uruk-hai). 
116. OFaramlr, Captain oi Condor R 3 
Companion - Man. Ring-bound. Ranger. The twilight 
cost of each other [Gondor] Man in your starting fel- 
lowship is -1. While skirmishing a roaming minion. 
Faramir is strength +2. 7/3/A 

Damage +l. 
Assignment: Exert ()rrhmc L .hampi . I 
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117. OFaramir, Son oi Denethor C 3 
Companion - Man. Ring-bound. Ranger. An opponent 
may not play skirmish events or use skirmish special 
abilities during skirmishes involving Faramir. 7/3/F 
118. OFaramir's Bow R 1 
Possession - Ranged Weapon. Bearer must be 
Faramir. He is an archer. Skirmish: Ii Faramir is skir- 
mishing a Man or a roaming minion. exert Faramir to 
wound thatminion. 
119. OFaramir's Cloak It 0 
Possession - Cloak. Bearer must be Faramir. Each 
roaming minion skirmishing a Ring-bound Man is 
strength -1. 
120. OForbidden Pool B 0 
Condition. Plays to your support area. While the tel- 
Iowship is at site 6[TI’], each Ring-bound Man takes 
no more than 1 wound during each skirmish phase. 
Fellowship: Add 0 and discard this condition to heal a 
Ring-bound Man. 
121. oForests oi Ithlllen R 0 
Condition. Plays to your support area. While the tel- 
Iowship is at site 5[‘lT]. the site number of each Man 
in a skirmish is +2. Regroup: Discard this condition 
and exert a Ring-bound Man to liberate a site. 
122. Condorlan Ranger C 2 
Companion - Man. Ring- -bo.und Ranger. The site num- 
ber of each minion assigned to skirmish a Ring- -bound 
Man' Is +2 5/3 
123. Hard Choice U 1 
Event. Fellowship: Spot Aragom to heal a companion 
who has the Aragom signet twice. 
124. Help in Doubt and Need R 2 
Condition. Plays to your support area. Skirmish: Exert 
an unbound [Gondor] Man to make a [Rohan] com- 
panion strength +2, or exert a [Rohan] companion to 
make an unbound [Gondor] Man strength +2. 
125. OHenneth Anniln R 0 
Condition. Plays to your support area. While the iel- 
Iowship is at site 6lTT]. each roaming minion skir- 
mishing a Ring-bound companion is strength -2. 
Skirmish: Spot a [Gondor] Man and discard this con- 
dition to wound a roaming minion. 
126. ollhlllen Trap U 2 
Condition. Plays to your support area. Each time a 
[Gondor] Man wins a skirmish. you may place a 
[Gondor] token here. Maneuver: Exert a minion for 
each [Gondor] taken here (limit 3). Discard this condi- 
tion. 
127. oMablung, Soldier oi Condor U 2 
Companion - Man. Ring-bound. Ranger. To play. spot 
a Ring-bound Man. Skirmish: Exert Mablung to 
exhaust a roaming minion he is skirmishing. 6/3 
128. New Errand C 1 
Event. Skirmish: Spot a Ring-bound Man to make a 
minion's site number +2. 11 that minion loses this skir- 
mish. you may wound a minion. 
129. Pathfinder ' C 11 
Event. Fellowship or Regroup: Spot a ranger to play 
the iellowship's next site (replacing opponent’s site if 
necessary). 

13!]. Ranger oi Ithlllen C 3 
Companion . Man. Ring-bound. Ranger. When this 
companion is in your starting fellowship, his twilight 
cost is -1. While skirmishing a roaming minion, this 
companion is strength +2. 6/3 
131. Ranger’s Bow C 1 
Possession . Ranged Weapon. Bearer must be a Ring- 
bound Man. Skirmish: Ii bearer is skirmishing a Man or 
a roaming minion, exert bearer to wound that minion. 
132. oRanger's Sword, Blade oi Aragom U 1 
Possession - Hand Weapon. Bearer must be Aragom. 
While skirmishing an Uruk-hai. Aragom is strength 
+2. +2/~ 
133. ORulns oi Osglllath R 0 
Condition. Plays to your support area. While the fel- 
lowship is at site 7[TT], each Ring-bound Man is 
defender +1. Skirmish: Spot a Ring-bound Man and 
discard this condition to wound an opponent's Man. 
134. Sword oi Gondor C 1 
Possession - Hand Weapon. Bearer must be a 
[Gondor] Man. While skirmishing a Man or a roaming 
minion. bearer is damage +1. +2/- 
135. War and Valor C ll 
Event. Skirmish: Make a [Gondor] Man strength +2 (or 
+3 and damage +1 ii skirmishing a roaming minion). 

136. Advance Uruk Patrol U 5 
Minion - Uruk-hai. Damage +1. While at a battle- 
ground, this minion is iierce. While you control a bat- 
tleground. this minion is strength +4. 10/3/51TT] 
137. Attack on Helm's Deep C 0 
Condition. Plays to your support area. Shadow: Play 
an Uruk-hai to place an [lsengard] token on this card. 
Regroup: Remove 3 [lsengard] tokens from this card 
and discard an Uruk-hai to take control of a site. 
138. Band oi Uruk Bowmen U 5 
Minion - Uruk-hai. Amber. Damage +1. While you con- 
trol a site, the minion archery total is +1. 7/3/5[‘|T] 
139. Banished R 8 
Condition. To play, exert Saruman or an [lsengard] 
Man. Plays on a Free Peoples Man. Each time another 
ally or companion loses a skirmish. bearer must exert. 
1411. Beyond All Hope R 5 
Event. Maneuver: Exert 2 Uruk-hai to add a burden for 
each card in the dead pile. 
141. Beyond Dark Mountains C 8 
Event. Response: 11 a companion or ally is killed. exert 
an [lsengard] minion to add a burden (or 2 burdens ii 
Aragom, Gandali. or Théoden is killed). 
142. Broad-bladed Sword C 1 
Possession - Hand Weapon. Bearer must be an Uruk- 
hai. Bearer may not take wounds (except during skir- 
mish phases). +2/- 
143. Brought Back Alive U 0 
Event. Search. Assignment: Exert an [lsengard] track- 
er to assign it to an unbound companion. That com- 
panion may exert to prevent this (unless that compan- 

' ion is a Hobbit). 
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144. Bumlng oi Westiold R 0 
Condition. Plays to your support area. Shadow: if you 
control a site. play an Uruk-hai to discard a Free ' 
Peoples condition. 
145. Cloud oi Arrows C 0 
Event. Archery: Exert an [lsengard] archer to make the 
minion archery total +1 and the fellowship archery 
otai -1. 

146. Come Down R 0 
Condition. Plays to your support area. Archery: Spot 2 
[lsengard] archers to make allies take wounds from 
archery fire instead of companions. 
147. Covering Fire U 0 
Condition. To play. spot 2 [lsengard] archers. Plays to 
your support area. The Free Peoples player may not 
play archery events or use archery special abilities. 
Discard this condition during the regroup phase. 
148. «Down to the Last Child U 2 
Condition. Plays to your support area. Each time a 
companion or ally loses a skirmish involving an Uruk- 
hai. place an [lsengard] token on this card. Shadow: 
Remove 2 [lsengard] tokens from this card to take 
control 01a site. 
149. Driven Back R 3 
Event. Archery: Spot 2 [lsengard] archers to make the 
minion archery total +1 for each card in the dead pile. 
150. oElite Crossbowmen R 7 
Minion . Uruk-hai. Archer. Damage +1. Archery: Exert 
Elite Crossbowmen to make the Free Peoples player 
wound an unbound companion; this minion does not 
add to the minion archery total. 9/3/5[Tl] 
151 . Feroclty C 0 
Event. Skirmish: Make an Uruk-hai strength +2 (or +3 
it at a battleground). 
152. Get Back U 0 
Event. Assignment: Prevent an [lsengard] tracker from 
being assigned to a skirmish by any player. 
153. OGrima, Son at Gelmdd 
Minion . Man. Each unbound com nion (or ally) 
bearing a Shadow condition is str ngth -1. 4/3/3[Tl'] 
154. OGrima. Wormtongue B 2 
Minion - Man. Maneuver: Exert Crime and spot an 
unbound companion bearing 3 or more cards to 
return each Free Peoples card that companion bears 
to its owner's hand. 4/3/3[TT] 
155. Haunting Her Steps U ll 
Event. Response: It a special ability of an ally or unbound 

. companion is used. exert Grimato cancel thatactro 
156. Kill Them New C 0 
Event. Skirmish: Make an [lsengard] tracker strength +2 
(or +4 it skirmishing a character bearing a search card). 
157. Leechcrait R 0 
Condition. Spell. To play, exert Saruman or an 
[lsengard] Man. Plays on a Free Peoples Man. Special 
abilities in bearer’s game text may not be used. -1/- 
158. Olleutenant oi Orthanc R 7 
Minion . Uruk-hai. Damage +1. Maneuver. Exert 
Lieutenant of Orthanc to make another Uruk-hai fierce 
until the regroup phase. 12/3/5[‘|T] 
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156. Many Riddles U 1 
Condition. Search. To play. exert an [lsengard] tracker. 
Plays on a companion (except the Ring-bearer). 
Assignment: Exert an [lsengard] tracker and remove 
o to assign that tracker to healer. Bearer may exert to 
prevent this. -1/- 
166. ~Mauhur, Patrol Leader R 6 
Minion - Uruk-hai. Tracker. Fierce. Skirmish: Remove 
0 to prevent an [lsengard] tracker from taking 
wounds. 6/2/5[TT] 
161. Men Will Fall 
Event. Skirmish: Spot Saruman or an [lsengard] MariI 
to make an unbound companion strength-2 
162. New Power Rlelag 
Event Regroup: Spot Samman oran [lsengard] Man? 
reveal your hand and discard all Free Peoples cards 
revealed to take an [lsengard] card into hand irom 
your discard pile. 
166. iio Dawn tor Men R 2 
Event. Maneuver Exert an Umk-hai to exert X 
unbound companions. where X is the number at sites 
you control. 
164. ODrthanc Champion R 6 
Minion - Uruk-hai. Damage +1. Assignment. Exert 
Orthanc Champion to assign it to an unbound com- . 
panlon. That companion may exert to prevent this. , 

2/2/5[TT] 
165. 6rthanc Warrlor 
Minion - Uruk-hai. Damage +1. 7/2/5[TT] 
166.'ThePalarittrrr16rdreee.8eveeth6eehg-eeree R 6 
Artifact - Palantlr. To play, spot an [lsengard] minion. 
Plays to your support area. Shadow: Spot an 
[lsengard] minion and remove O to reveal the top 
card at any draw deck. You may place that card 
beneath that draw deck. 
161. Pillage o1 Rohan R 6 
Condition. Plays on a she you control. While an Uruk-lai 
is stacked on this site. the Free Peoples player may not 
play skirmish events or use skirmish special abilities. 
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166. Race Across the Mark 
Condition. Plays to your support area. Skirmish: Spot 
a site you control and remove O to cancel a skirmish 
involving an Umk—hai. 
166. ~Ranged Commander R 4 
Minion - Uruk-hai. Archer. The twilight cost 01 each 
[lsengard] archer is -1. Archery: Exert Ranged 
Commander to make the Free Peoples player wound 
an unbound companion; this minion does not add to 
the minion archery total. 6/2/5lTT] 
r76. -Ranka Without Number U 1 
Condition. Plays to your support area. Each time the 
Free Peoples player assigns an ally to a skirmish. you 
may play an [lsengard] minion from your discard pile. 
That minion‘s twilight cost is -2 
171. R631 While You Can R 1  
Condition. Search. To play. spot an [lsengard] tracker 
Plays on a companion Limit 1 per companion 
bearer is killed, reveal the top 10 cards 01 opponent's 
draw deck and discard 1 Shadow card and 1 Free 
Peoples card. Your opponent reshutfies that deck. 
172. Rohan is Mine R 6 
Condition. To play, spot Saruman or an [lsengard] 
Man. Plays on a Free Peoples Man. Each time the Free 
Peoples player assigns bearer to a skinnish. exen 
each ally. 
116. 03amman, Black Traitor R 4 
Minion - Wizard. Saruman may not take wounds dur- 
ing the archery phase and may not be assigned to a 
skirmish. When you play Saruman, you may discard a 
condition. Shadow: Exen Sanrrnan to play Saruman‘s 
Staff from your discard pile. 8/4/4[TT] 
114. -6arumen‘e Start. Winrd‘a Device R 2 
Artitect - Stall. Plays on Saruman. He is fierce and 
damage +1. Maneuver: Make the first sentence of 
Saruman's game text not apply until the regroup 
phase. +2!- 
116. Still They Came 
Event. Skirmish: Exert an Uruk-hai who is not 
assigned to a skirmish to make another Uruk-hai 
strength +3. 
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116. eUglrik, Servant o1 SanIman R 4 
Minion - Uruk-hai. Tracker. Fierce. The roaming penal< 
ty ior each [lsengard] tracker you play is -2. While 
you can spot 2 [lsengard] trackers. Uglrik is strength 
+3. While you can spot 3 [lsengardi trackers. Ugluk is 
damage +1. 9/3/5[TT] 
111. Ugttik‘e Sword R 1 
Possession - Hand Weapon. Bearer must be an Uruk- 
hai. Shadow: It bearer ls Ugltik. exert it and discard a 

. minion irom hand to play a minion. its huilight cost is 
-3. +3]- 
116. 0Unierth. Grime's Bodyguard 
Minion - Man. Each time the Free Peoples player 
assigns a companion or ally to an [lsengard] Man. 
that companion or ally must exert 6mm] 
11!. Unrk Assault Band 
Minion o Uruk-hai. Damage +1 To play spot an Umk- 
hai. While at a hattbgrcund this minion is fierce. 
While you control a battleground. this minion is 
strength +6. While you control 2 battiegrounds, this 
minion may not take wounds. 14/6501] 
166. Uruk Besieger C 2 
Minion - Uruk-hai. Damage +1. Regroup: Stack this 
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miniononaslteyoucontrol. Shadowzlimckedona 
siteyou contml. playthis minion. Itstwilightwstis- 
1. 6/2/5rlT] 
161. Uruk Chaser C 4 
Minion - Uruk-hai. Tracker. Fierce. During a fierce skir- 
mish involving this minion. it is strength +2. 6/2/5111] 
162. Urulr Crossbow Troop U 4 
Mirion-Unk—hai.ArcherWhenyou playthisnt‘nbn.you 
mayplacean [lsengard1tokenonamachine6/Zfil'l'l] 
166. Uruk Crossbowman C 6 
Minion - Uruk-hai. Archer. Archery: Exert this mlnlon 
to make the Free Peoples player wound an unbound 
companion: this minion does not add to the minion 
archery total. 6/2/5[T|'] 
164. Uruk Detender C 4 
Minion - Uruk~hai. Damage +1. Skinnlsh: Exert this 
minion at a battleground to make another Uruk-hai 
strength +2. 9/2/5[Tl'] 
166. Uruk Fanatic C 4 
Minion - Umk-hai. Damage +1. ii there are at least 6 
cards in the dead pile. this minion is fierce. 6/2/5[TT] 
166. Urrrlr Follower R 6 
Minion - Uruk- hai. Tracker. fierce. Unbound Hobbits 
may not be discarded. Response: l1 an unbound 
Hobbit' rs killed exert this minion to add a burden. 

161. Urulr Foot Soldier c 1 
Minion - Uruk-hai. Tracker. Fierce. During a fierce skir- 
mish involving this minion. it is strength +3 and dam- 
age +1. 5/1/5[1T] 
166. Urulr Hunter 
Minion . Uruk- hai. Tracker Fierce. Unbound Hobbitsa 
may not be discarded. Response. it an unbound 
Hobbit is killed, exert this mlnlon twice to must a 
companion. 12/3/5ITT] 
166. Uruk Plains Runner I: 2 
Minion-Uruk-hai. 7/1/5[TT] 
reo. Urulr Purauer i: 2 
Minion - Uruk-hai. Tracker. Fierce. Unbound Hobbits 
may not be discarded. Response: it an unbound 
Hobbit is killed. exert this minion to make the Free 
Peoples player wound an unbound companion. 
5/3/5[TT] 
161. Umk Rear Guard 6 6 
Minion ' Uruk-hai. Damage +1. Skirmish: Exert this 
minion at a battleground to make another Uruk—hai 
strength +1. 12/4/5[TT1 
162. Unrk Regular 6 3 
Minion - Uruk-hai. Damage +1. Shadow: Exalt this 
minion to play an Uruk-hai; its twilight cost Is -1 tor 
each other Uruk-hal you can spot. 8/2/5[TT] 
166. Unrk Runner 1: 6 
Minion - Uruk-hai. Tracker Fierce. During a fierce skir- 
mish involving this minion. it is strength +2. 6/2/5[TT] 
164. Umk Searcher U 4 
Minion - Uruk-hai. Tracker fierce. While skirmishing a 
character bearing a search card. this minion is 
strength +2 and damage +1. 9/2/5[TT] 
165. Urulr Seeker c 2 
Minion - Uruk-hai. Tracker Fierce. While skirmishing a 
character bearing a search card. this minion is 
strength +2 and damage +1. 6/2/5[TT] 

inilmkSpear 6 1  
Possession-HandWeepon. Bearer mustbeanUruk- 
hai.WnExertbearertodisoardaFreePeoples 
mou .+ - 
161. Uruk Stalker 6 6 
Minion-Uruk-hai. Damage+l.Whiieanaliylsitthe 
deadpila,thisminionisstrartgtlt+6arrd6erce.6/25[‘l‘i] 
166. Uruk Stormer i: 6 
Minion - Uruk-hai. Damage +1. Each time a compan- 
ion or ally is killed during a skirmish involving an 
Uruk-hai. you may take control 01 a site. 8/2/5[TT] 
166. 0a Ticopar R 4 
Minion - Uruk-hal. Damage +1. Regroup: Stack this 
minion on a site you control. Shadow: lt stacked on a 
site you control. play this minion. its twilight cost is - 
1. 6/2/5[TT] 
266. Unrk Vanguard R16 
Minion - Uruk-hai. Damage +1 (or damage +2 it at a 
battleground). To play. spot an Uruk-hal. While at a 
battleground. this minion is fierce. 11/4/5[‘IT] 
261. Unit Veteran - U 6 
Minion - Uruk-hai. Damage +1. Regroup: Stack this 
minion on a site you control. Shadow: i1 stacked on a 
site you control. play this minion. Its twilight cost is - 
1. 8/2/5[TT] 
262. Uruk-hai Band D 5 
Minion - Uruk-hai. Damage +1. This minion is 
strength +2 tor each site you control. 16/3/5111] 
266. Uruk-hal Horde R 

‘ Minion - Uruk-hai. Damage +1. The twilight cost at 
this minion is -1 tor each site you control. 12/3/5rlT] 
264. Uruk-hal Marauder 6 
Minion - Uruk+hai. Damage +1. The twilight cost 01 
this minion is -1 for each site you control. 6/2/5[Tl'] 
215. Uruk-hal Mob ll 5 
Minion - Umk-hai. Damage +1. The twilight cost 01 
this minion is -1 tor each site you control. 10f6/5[TT] 
266. Uruk-hal Patrol 6 4 
Minion - Uruk-hai. Damage +1 (or damage +2 while 
you control a site). 9/2/5|TT] 
261. Uruk-hal Raiding Party 6 4 
Minion - Uruk-hai. Damage +1. 6/3/5[T|'] 
266. Vengeance U 6 
Event Skirmish: Make an [lsengard] tracker strength +2 
toreachrardbornehythecharacterltissldmkhing. 
266. Volley Fire 
Event. Archery: Discard 2 [lsengard] archers to 
exhaust an unbound companion. 
216. We Are the Fighting Uruk-hai C 1 
Event. Skirmish: Make an Umk-hal strength +2 (and 
damage +1 it you control a site). 
211. Weapons ot Iaengard R 2 
Condition. Machine. Plays to your support area. Sha- 
dow: Play an [Isengardl archer to place an [lsengard] 
token on this card. Archery: Remove 2 [lsengard] 
tokens from this card to make the minion archery total 
+2. Discard this condition. 
212. Weary 6 1 
Condition. Search. Plays on a companion or ally. Limit 
1 per character Each time the Free Peoples player 
assigns bearer to skirmish an [lsengard] tracker. bear- 
cr must exert. 

ISENGARD 

hole in their strategy. This guy will 
see play in almost every 
tournament deck, for his 
special ability and because 
he’s required to play a lot of 
special Isengard conditions 
that meddle in the affairs of 
the Free Peoples. But 
beware — Grima has no 
efiect on Ring-bound com- 
panions. 

Where Has Grime Stewed 
It? Another card which will 
cause a great deal of turbu— 
lence in The Two Towers play- 
ing environment, Where Has 
Grima Stewed it? will put 

Grime, WOITDtODQUE. If ever there was an 
environment-defining card, Grima, Worm- 
tongue is it. Players will be torn between piling 
cards on key companions and distributing 
them evenly, possibly leaving an exploitable 

players between a rock and a hard place. 
Regardless of which companions they put their 
possessions on, Grime or WHGSl? will get to 
them eventually This event doesn’t even exert 
the little weasel, so he can use his own ability 
and this card in the same maneuver phase. 

What Did You Discover? 
This card could take the place 
of one of LotR‘s greatest band- 
cycling cards to date: They 
Are Coming. Though it won’t 
work unless your opponent 
moves a second time, this is 
perhaps the most important 
time to use its ability. Since 
its function triggers after the 
Shadow player fills his hand, 
there are many options to 
discard and retrieve 

M......m. hurt no . .. 1n lsengard trackers. A great 
Y.'.'.l.i:‘i.ii§ti:ii‘:$'ii:ilrr’ipifir mm . card in combination with 

.... imam]... mum The Palantir of Orthanc, it 
allows you to cycle your 
hand while playing cheap 

trackers and clogging your opponent's hand. 

Uruk Vanguard. The most widely useful of 
the large minions (next to the Cave Troll), this 
guy is as large and dangerous as the Balrog, - 
plus he‘s capable of showing up at any given 
site. You must spot another Uruk-hai to play 
him, but that’s what those cheap trackers are 
for. If you‘re playing with this monster, throw 
in a couple copies of Saruman, Sen/ant of the 
Eye and watch your opponent flinch as he loss 
two companions. Even without that pesky wiz- 
ard, his high vitality can prove problematic for 
even the best of directed archery. 

"Uglfik. if you’re playing trackers, Uglt‘tk is 
your man. He bests even the Sauron Orc track- 
ers in card efficiency and cost, allowing your 
lsengard trackers to show up at regular cost 
even when they would be roaming. Then 
there’s his 12 strength, three vitality, damage 
+1, and fierce, under the right circumstances. 
Uniquenas is his only drawback, if you can 
oallitthaLHemnalsouseallthosefunSeamh 
cards, as well as his own unique weapon. 
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159. Many Riddles U 1 
Condition. Search. To play. exert an [lsengard] tracker. 
Plays on a companion (except the Ring-bearer). 
Assignment: Exert an [lsengard] tracker and remove 
0 to assign that tracker to bearer. Bearer may exert to 
prevent this. ~1/- 
169. OMauhur. Patrol Leader R 3 
Minion - Uruk-hai. Tracker. Fierce. Skirmish: Remove 
a to prevent an [Isengard] tracker from taking 
wounds. 9/2/5[TT] 
161. Men Will Fail U 1 
Event. Skirmish: Spot Saruman or an [lsengard] Man 
to make an unbound companion strength -2. 
162. New Power Rising R 2 
Event. Regroup: Spot Saruman or an [Isengard] Man. 
reveal your hand. and discard all Free Peoples cards 
revealed to take an [lsengard] card into hand from 
your discard pile. 
163. No Dawn for Men 
Event. Maneuver: Exert an Uruk-hai to exert X 
unbound companions. where X is the number of sites 
you control. 
164. 09rthanc Champion R 5 
Minion . Uruk-hai. Damage +1. Assignment Exert 
Orthanc Champion to assign it to an unbound com- . 
panion. That companion may exert to prevent this. _ 
12/2/5[Tr] 

8 2  

165. Orthanc Warrior 9 2 
Minion - Uruk-hai. Damage +1. 7/2/5['l'|'] 
166. oThe Palantir oi Orthanc. Seventh Seeing-stone R 9 
Artifact . Palantfr. To play. spot an [lsengard] minion. 
Plays to your support area. Shadow: Spot an 
[Isengard] minion and remove O to reveal the top 
card of any draw deck. You may place that card 
beneath that draw deck. 
167. Pillage oi Rohan R 9 
Condition. Plays on a site you control. While an Uruk-hat 
is stacked on this site. the Free Peoples player may not 
play skirmish events or use skirmish special abilities. 

' 177. Ugli’rk’s Sword 

168. Race Across the Mark R 9 
Condition. Plays to your support area. Skirmish: Spot 
a site you control and remove O to cancel a skirmish 
involving an Uruk-hai. 
169. oRanged Commander R 4 
Minion - Uruk-hai. Archer. The twilight cost of each 
[Isengard] amber is -1. Archery: Exert Ranged 
Commander to make the Free Peoples player wound 
an unbound companion; this minion does not add to 
the minion archery total. 8/2/5[Tl] 
179. oRanks Without Number U 1 
Condition. Plays to your support area. Each time the 
Free Peoples player assigns an ally to a skirmish. you 
may play an [Isengard] minion from your discard pile. 
That minion‘s twilight cost is -2. 
171. Rest While You Can R 1 
Condition. Search. To play. spot an [Isengard] tracker. 
Plays on a companion. Limit 1 per companion. If 
bearer is killed. reveal the top 10 cards of opponent's 
draw deck and discard 1 Shadow card and 1 Free 
Peoples card. Your opponent reshuffles that deck. 
172. Rohan Is Mine R 9 
Condition. To play. spot Saruman or an [lsengard] 
Man. Plays on a Free Peoples Man. Each time the Free 
Peoples player assigns bearer to a skirmish. exert 
each ally. 
173. OSaruman, Black Traitor R 4 
Minion - Wizard. Saruman may not take wounds dur- 
ing the archery phase and may not be assigned to a 
skirmish. When you play Saruman, you may discard a 
condition. Shadow: Exert Saruman to play Saruman's 
Staff from your discard pile. 8/4/4[TT] 
174. OSarurnan's Stall. Wizard’s Device R 2 
Artifact - Staff. Plays on Saruman. He is fierce and 
damage +1. Maneuver. Make the first sentence of 
Saruman' s game text not apply until the regroup 
phase. +2!- 
175. Still They Came C 1 
Event. Skirmish: Exert an Uruk-hai who is not 
assigned to a skirmish to make another Uruk-hai 
strength +3. 
176. oUglI’Ilt. Servant of Saruman R 4 
Minion - Uruk-hai. Tracker. Fierce. The roaming penal- 
ty for each [lsengard] tracker you play is -2. While 
you can spot 2 [Isengard] trackers, UgiI’Ik is strength 
+3. While you can spot 3 [isengard] trackers. UglI’Ik is 
damage +1. 9/3/5[1T] 

R 1 
Possession - Hand Weapon. Bearer must be an Uruk- 
hai. Shadow: If bearer is UgII'Ik. exert it and discard a 

, minion from hand to play a minion. its twilight cost is 
-3. +3/- 
178. OUnterth, Grima’ s Bodyguard C 2 
Minion - Man. Each time the Free Peoples player 
assigns a companion or ally to an [Isengard] Man 
that companion or ally must exert 6/2/3lTT] 
179. Urulr Assault Band R 
Minion - Uruk-hai. Damage +1. To play. spot an Uruk- 
hai. While at a battleground. this minion is fierce. 
While you control a battleground. this minion is 
strength +6. While you control 2 battlegrounds. this 
minion may not take wounds. 14/3/5[TT] 
189. Uruk Besieger C 2 
Minion - Uruk-hai. Damage +1. Regroup: Stack this 

minion on a site you control. Shadow: Ii stacked on a 
site you control. play this minion. Its twilight cost is - 
1. 6/2/5ITT] 
181. Uruk Chaser C 4 
Minion 0 Uruk-hai. Tracker. Fierce. During a fierce skir- 
mish involving this minion, it is strength +2. 9/2/5[1T] 
182. Uruk Crossbow Troop U 4 
Minion - Uruk-hai. Archer. When you play this minion, you 
may place an [lsengard] token on a machine. 8/2/5iTT] 
183. Uruk Crossbowman C 3 
Minion - Uruk-hai. Amber. Archery: Exert this minion 
to make the Free Peoples player wound an unbound 
companion; this minion does not add to the minion 
archery total. 6/2/5[Tl'] 
184. Uruk Defender C 4 
Minion - Uruk-hai. Damage +1. Skirmish: Exert this 
minion at a battleground to make another Uruk-hai 
strength +2. 9/2/5[TT] , 
185. Uruk Fanatic C 4 
Minion . Uruk-hai. Damage +1. if there are at least 3 
cards in the dead pile this minion is fierce. 91215a 
186. Uruk Follower R 5 
Minion . Uruk-hai. Tracker. Frame. Unbound Hobbits 
may not be discarded. Response: if an unbound 
Rgigbit Is killed exert this minion to add a burden. 

/5 
187. Uruk Foot Soldier C 1 
Minion . Uruk-hai. Tracker. Fierce. During a fierce skir- 
mish involving this minion. it is strength +3 and dam- 
age +1 5/1/5[T1] 
188. Uruk Hunter U 6 
Minion - Uruk-hai. Tracker. Fierce. Unbound Hobbits 
may not be discarded. Response. If an unbound 
Hobbit is killed. exert this minion twice to exhaust a 
companion. 12/3/5011 
189. Uruk Plains Runner 
Minion - Uruk-hai. 7/1/5[‘l'l'] 
199. Uruk Pursuer C 2 
Minion - Uruk-hai. Tracker. Fierce. Unbound Hobbits 
may not be discarded. Response: If an unbound . 
Hobbit is killed. exert this minion to make the Free 
Peoples player wound an unbound companion. 
5/3/51TT] 
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191. Uruk Rear Guard C 6 
Minion - Uruk-hai. Damage +1. Skirmish: Exert this 
minion at a battleground to make another Uruk-hai 
strength +1. 12/4/5[TT) 
192. Uruk Regular C 3 
Minion - Uruk-hai. Damage +1. Shadow: Exert this 
minion to play an Uruk-hai; its twilight cost is -1 for 
each other Uruk-hai you can spot. 8/2/5[‘lT] 
193. Unrk Runner C 3 
Minion - Uruk-hai. Tracker. Fierce. During a fierce skir- 
mish involving this minion. it is strength +2. 8/2/5[TT] 
194. Uruk Searcher U 4 
Minion - Uruk-hai. Tracker. Fierce. While skirrnishing a 
character bearing a search card. this minion is 
strength +2 and damage +1. 9/2/5[‘|T] 
195. um Seeker C 2 
Minion - Uruk-hai. Tracker. Fierce. While skinnishing a 
character bearing a search card. this minion is 
strength +2 and damage +1. 6/2/5[Tl'] 

' 291. Uruk Veteran 

196. Unrk Spear C 1 
Possession 0 Hand Weapon. Bearer must be an Uruk- 
hai. Mangver. Exert bearer to discard a Free Peoples 
mount. + - 
197. Uruk Stalker C 
Minion - Uruk-hai. Damage +1 . While an ally is in the 
dead pile. this minion is strength +3 and fierce. 8/2/5[lT] 
198. Uruk Stormer C 3 
Minion o Uruk-hai. Damage +1. Each time a compan- 
ion or ally is killed during a skirmish involving an 
Uruk-hai. you may take control of a site. 8/2/5[TT] 
199. Uruk Trooper R 4 
Minion - Uruk-hai. Damage +1. Regroup: Stack this 
minion on a site you control. Shadow: l1 stacked on a 
site you control. play this minion. Its twilight cost is - 

9/2/5[T|'] 
299. Uruk Vanguard R19 ‘ 
Minion . Uruk-hai. Damage +1 (or damage +2 if at a 
battleground). To play. spot an Uruk-hai. While at a 
battleground, this minion is fierce. 17/4/5FIT] 

- U 3 
Minion . Uruk-hai. Damage +1. Regroup: Stack this 
minion on a site you control. Shadow: if stacked on a 
site you control, play this minion. its twilight cost is - 

8/2/5[TT] 
292. Uruk-hat Band 
Minion - Uruk-hai. Damage +1. This minion is 
strength +2 for each site you control. 19/3/5[TT] 
203. Uruk-Ital Horde R 6 

' Minion - Uruk-hai. Damage +1. The twilight cost of 
this minion is -1 for each site you control. 12/3/5[TT] 
294. Uruk-hat Marauder C 3 
Minion - Uruk-hai. Damage +1. The twilight cost of 
this minion is -1 for each site you control. 8/2/5[TT) 
295. Uruk-hai Mob U 5 
Minion - Uruk-hai. Damage +1. The twilight cost of 
this minion is -1 for each site you control. 19/3/5lTl'] 
296. Uruk-hat Patrol 9 
Minion - Uruk-hai. Damage +1 (or damage +2 while 
you control a site). 9/2/5[TT] 
297. Uruk-hat Raiding Party 9 4 
Minion - Uruk-hai. Damage +1. 9/3/5[T|'] 
298. Vengeance U 9 
Event. Skirmish: Make an [lsengard] tracker strength +2 
for each card borne by the character it is sidrrnishing. 
299. Volley Fire 
Event. Archery: Discard 2 [Isengard] archers to 
exhaust an unbound companion. 
219. We Are the Fighting UnIk-hal C 1 
Event. Skirmish: Make an Uruk-hai strength +2 (and 
damage +1 if you control a site). 
211. Weapons of isengard R 2 
Condition. Machine. Plays to your support area. She- 
dow: Play an [isengard] archer to place an [Isengard] 
token on this card. Archery: Remove 2 [Isengard] 
tokens from this card to make the minion archery total 
+2. Discard this condition. 
212. Weary C 1 
Condition. Search. Plays on a companion or ally. Limit 
1 per character. Each time the Free Peoples player 
assigns bearer to skirmish an [lsengard] tracker. bear- 
er must exert. 

ISENGARD 

hole in their strategy. This guy will 
see play in almost every 
tournament deck, for his 
special ability and because 
he’s required to play a lot of 
special Isengard conditions 
that meddle in the affairs of 
the Free Peoples. But 
beware —- Grime has no 
effect on Ring-bound com- 
panions. 

Where Has Grima Stowed 
It? Another card which will 
cause a great deal of turbu- 
lence in The Two Towers play- 
ing environment, Where Has 
Grima Stowed It? will put 

@ 

Grime. Wormtongue. If ever there was an 
environment-defining card, Grima, Worm- 
tongue is it. Players will be torn between piling 
cards on key companions and distributing 
them evenly, possibly leaving an exploitable 

.players between a rock and a hard place. 
Regardless of which companions they put their 
possessions on, Grima or WHGSI? will get to 
them eventually. This event doesn’t even exert 
the little weasel, so he can use his own ability 
and this card in the same maneuver phase. 

What Did You Discover? 
This card could take the place 
of one of LotR’s greatest hand- 
cycling cards to date: They 
Are Coming. Though it won’t 
work unless your opponent 
moves a second time, this is 
perhaps the most important 
time to use its ability. Since 
its function triggers after the 
Shadow player fills his hand, 

, there are many options to 
w ‘ .  . discard and retrieve 

Isengard trackers. A great 
card in combination with 
The Palantir of Orthanc, it 
allows you to cycle your 
hand while playing cheap... 
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trackers and clogging your opponent’s hand. 

Uruk Vanguard. The most widely useful of 
the large minions (next to the Cave Troll), this 
guy is as large and dangerous as the Balrog,'- 
plus he’s capable of showing up at any given 
site. You must spot another Uruk-hai to play 
him, but that’s what those cheap trackers are 
for. If you’re playing with this monster, throw 
in a couple copies of Saruman, Servant of the 
Eye and watch your opponent flinch as he loses 
two companions. Even without that pesky wiz- 
ard, his high vitality can prove problematic for 
even the best of directed archery. 

'Uglfll‘. If you’re playing trackers, Ugluk is 
your man. He bests even the Sauron Orc track- 
ers in card efficiency and cost, allowing your 
Isengard trackers to show up at regular cost 
even when they would be roaming. Then 
there’s his 12 strength, three vitality, damage 
+1, and fierce, under the right circumstances. 
Uniqueness is his only drawback, if you can 
callitthaL Hecanalsouseall those funsearch 
cards as Well as his own unique weapon ‘5». 



p . RAIDER 
Southron Assassin. The Southron Assassin fits 

well amongst the “tricky" Southron cards that deal 
direct damage to the Free Peoples player. His effect 
requires a lot of extra twilight pool to use, but South- 
rons are relatively good at generating extra pool. 
This card is another reason why playing Ring-bound 
companions becomes important. If your Ring-bearer 
is your only Ring-bound companion, Frodo’s going 
take an extra wound each time a Southron wins a 
skirmish. This card effectively makes every other 
Southron on the table damage +1. If two are in play 
and you have enough twilight to make them work, 
your opponent better kiss his Ring-bearer goodbye. 

Easterling Lieutenant The Easterling Lieutenant 
and his counterpart, Easterling Guard, back the new 
path to corruption. Against any strategy that uses 
unbound companions, the Ring—bearer will accumu- 
late burdens quickly. allowing other corruption—rein— 
forcing cards like the Nazgfll to work their magic. 
Against mainly Ring-bound decls, these minions 
may seem at a loss for efficiency, but combined with 
the right mix of skirmish enhancers, they’ll do OK. 

Discovered. With the Easterlings‘ ability to add 
burdens, this card will jump ahead as the new condi- 
tion-oanceller of choice. With a relatively inexpensive 
cost of one twilight and one exertion, any Raider 
minion can kill a couple pesky Free Peoples condi- 
tions. No Stranger to the Shadows, The Tale of Gil- 

galad, A Promise, and The Saga of Elendil are all great 
reasons to use this card. Getting rid of multiple con— 
ditions becomes easier when you don’t have to play 
Saruman’s Power and risk your own conditions get- 
ting d'scarded. 

Vision From Afar. The Easterlings‘ solution to an 
all Ring—bound deck, this card gives them the 
opportunity to get their burden mojo working when 
other options for corruption are minimal. Against 
unbound decks, this card simply increases the 
Easterlings‘ effectiveness, especially in combination 
with larger minions like Easterling Captain. Again, 
this gives new options to Raider players who wish 
to incorporate the burden-spotting abilities of some 
of Fellowships Nazgul minions like Ulaire Enquea 
and Ulaire Toldéa. 

Desert Lord. Directed archery actions on min- 
ions is another special-capability added by game- 
play in The Two Towers. The Desert Lord is the 
best at his chosen craft, allowing you to pick on 
specific companions and exhaust them before the 
skirmish phase. Other Southrons may then call on 
their bag of skirmishing tricks to eliminate these 
exhausted companions, either by using their own 
game text, handy weapons like the Southron 
Spear, or  events like Whirling Strike. The only 
thing keeping this guy from being at the top of the 
heap is fellowship archery; he might not even 
make it to a skirmish after exhausting a compan- 
ion and himself in the process. 

213. What Did You Discover? 11 1 225. -Easterllng Captain R 5 233.Men biliarad it o 
Condition. Search. Plays to your support area. Each 
time the iellowship moves during the regroup phase, 
you may discard 2 cards irom hand to take an 
[lsengard] tracker from your discard plle into hand. 
214. Where lies Grime Stewed It? R 2 
Event. Maneuver: Spot Grima to discard a possession 
borne by an ally or unbound companion. 

215. Wounded it it 
Condition. To play. exert an [Isengard] Man. Plays on a 
Free Peoples Man. When you play this condition. exert 
bearer. Wounds may not be removed from bearer 

215. -Arrovr From the South u 2 
Condition. Plays to your support area. Each time a 
companion or ally loses a skirmish involving a 
[Raider] Man. you may place a [Raider] token here. 
Archery: Heal a [Raider] archer ior each [Raider] 
token here. Discard this condition. 
211. ODeaert Lancers ll 5 
Minion-Man. Southmn. To play spota [Raider] Man. 
Regroup: Exert Desert Lancers twice to take control of 
a site. tin/4TH] 
213. onesert Legion R d 
Minion - Man. Southron. Ambush 0. While you no 
spot 4 burdens. this minion is strength +5. While you 
can spot 5 burdens, this minion is fierce. While you can 
spot 6 burdens. this minion is damage +1. 13I3I4[TT] 
219. onesert Lord it it 
Minion - Man. Southron. Archer. Archery: Exert Desert 
Lord to exert a companion (except the Ring-bearer); 
Desert Lord does not add to the minion archery total. 
11/3/4rl'l'] 
2211. Desert Soldier It 4 
Minion - Man. Southron. At the start oi each skirmish 
involving this minion, you may remove O to wound a 
companion or ally he is skirmishing. 9I2I4[TT] 
221. Desert Speannan C 3 
Minion ' Man. Southron. At the start oi each skirmish 
involving this minion, you may remove 0 to wound a 
companion or ally he is skirmishing. 8/2/4[Tl'] 
22. Desert Warrior 1: 2 
Minion - Man. Southron. At the start of each skinnlsh 
involving this minion. you may remove O to wound a 
companion or ally he is skirmishing. 612/4[1T] 
223. Discovered l'i 
Event. Maneuver: Exen a [Raider] Man to discard a 
Free Peoples condition (or 2 Free Peoples conditions 
it you spot 3 burdens). 
224. Easterilng Axemen C 2 
Minion - Man. Easterling. While you can spot 2 bur- 
dens. this minion is strength +3 and fierce. 6I2I4[TI'] 

Minion - Man. Fastening. Fierce. Skirmish: Spot 2 bur— 
dens and remove O to make an Easteriing strength +2. 
Skirmrsh: Spot 4 burdens and remove O to make an 
Easteriing strength +3. Skirmish: Spot 6 burdens and 
remove 0 to make an Fastening strength +4.11ra/4m] 
226. Easterllng Guard C 4 
Minion - Man. Easteriing. Each time this minion is 
assigned to an unbound companion. you may exert 
him to add a burden. 9/2/4[1T] 
221. Building lniantry C 3 
Minion - Man. Fastening. While you can spot 3 bur- 
dens. this minion is fierce and damage +1. BIZ/ANT] 
228. Easterling Lieutenant S 3 
Minion - Man. Fastening. Each time this minion Is 
assigned to an unbound companion. you may exert 
him to add a burden. 8/2/4[TT] 
229. Easterllng Skirmisher R 1 
Minion - Man. Eastening. When you play this mlnlon. 
you may spot another Fastening to add 0 ior each 
burden (limit 0). Eli/Afi'l'] 
230. Easterllng Trooper u 4 
Minion - Man. Fastening. While you can spot 3 bur- 
dens, this minion is fierce and damage +1. 9/2/4]Tl'] 
231. eEastem Emyn Mull R It 
Condition. Plays to your support area. Each Ring- 
bound companion moving from site 2[Ti] must exert 
twice. Maneuver: Discard this condition and exert a 
[Raider] Man to exert a Ring-bound companion. 
232. Elite Archer ll 4 
Minion - Man. Southron. Archer. Archery: Exert this 
minion to exert a companion (except the Ring-bearer): 
this minion does not add to the minion archery total. 

233. Fearless u 2 
Event. Skirmish: Make a Southron strength +1 ior 
each burden you spot (limit +5). or make a [Raider] 
Man strength +2. 
234. Flanking Mild U I) 
EventManeuverorSkinnistxertaSouthrontoaddo. 
235. Glittering to the Summons C it 
Event. Skirmish: Spot a [Raider] Man skirmishing a 
Ring-bound companion to add a burden. 
236. llowl oi liarad ti 1 
Condition. Plays to your suppon area. Response: It a 
Southron wins a skirmish. remove 0 to make the Free 
Peoples Player wound a Ring-bound companion. 
231. olthllien Wilderness R It 
Condition. Plays to your support area. At the start oi 
each 01 your Shadow phases. ii the fellowship is at site 
7[1T]. BlTl']. or CRT] and the twilight pool has iewer 
titan 7 twriight tokens, you may add 0. Skirmish: Dis- 
card this oonditionto make a [Raider] Man strength +2. 

Condition. Plays to your support area. Shadow: Spot a 
site you control. spot 3 Southrons. and remove O to 
draw a card. 
23!. Men oi Rhun 
Event Skirmish: Make a [Raider] Man strength +3c (or 
+4 it you spot 4 burdens). 
24d. lien Feer it 4 
Event. Regroup: Exert a [Raider] Man to add a burden 
for each companion over 4. The Free Peoples player 
may discard 2 companions (except the Ring-bearer) 
to prevent this. 
241. On the March 
Event Skirmish. Make a [Raider] Man strength +3 C(or 
+5 it you spot 6 companions). 
242. Raider: From the East 
Condition. Plays to your support area. Shadovc 
Remove 0 and exert a [Raider] Man to place a 
[Raider] token here. Maneuver. Remove a [Raider] 
taken here to add 0. 
243. Rapid Fire 11 6 
Event. Archery: Exen a [Raider] archer to make the 
minion archery total +1 ior each burden (limit +5). 
244. -Regiment oi Haradrim R d 
Minion - Man. Southron. To play. spot a [Raider] Man. 
Regroup: Exert Regiment of Haradrim twice to take 
control 01 a site. 16/4/4fl'1] 
245. Southron Archer R 3 
Minion - Man. Southron. Archer. While you can spot 
another Southron. the minion archery total is +1 ior 
each site you control. 6/2/4[T|'] 
246. Southron Assassin R 4 
Minion - Man. Southron. Each time a companion or 
ally loses a skirmish involving a Southron. you may 
remove 0 to make the Free Peoples player wound a 
Ring-bound companion. 9/2/4[Tl'] 
241. Southron Dow ' 
Possession - Ranged Weapon. Bearer must be a 
[Raider] Man. Bearer is an archer While you an spot 
another [Raider] Man. the minion archery total is +1. 
248. Southron Bowman C 3 
Minion - Man. Southron. Archer. Archery. Exen this 
minion to exert a companion (except the Ring-bearer); 
this minion does not add to the minion archery total. 
6/2/4[TT] 
249. Southron Commander ll 5 
Minion - Man. Southron. Ambush 0. Assignment: 
Spot 6 companions to assign this minion to the Ring- 
bearer. The Free Peoples player may discard an 
unbound companion to prevent this. 10/3/4[TT] 
250. Southron Explorer ti 2 
Minion - Man. Southron. Regroup: Exert this minion 
and remove O to take control of a site. 5]3I4[1T] 
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251. Southron Fighter R 5 
Minion - Man. Southron. Ambush o. Maneuver: Exen 
this minion and spot 5 companions to make the Free 
Peoples player exen a companion. 10/3/4[TT] 

252. Southron Scout C 1 
Minion - Man. Southron. Ambush 0. 3/1/4[TT] 
253. Southron Sentry U 4 
Minion - Man. Southron. Maneuver. Exert this minion 
to add 0 tor each site you control. 9/2/4l1T] 
254. Southron Soldier 
Minion-Man. Southron. Ambusho. 4/1/4[Tl']c 
255. Southron Spear 
Possession - Hand Weapon. Bearer must be a 
Southron. Skirmish: Remove 0 and exert bearer to 
wound a companion or ally bearer is skinnlshing. +21- 
255. Southron Troop R 1 
Minion - Man. Southron. Archer. Ambush 0. To play, 
spot a Southron. Assignment Spot 7 companions to 
assign this minion to the Ring-bearer. The Free 
Peoples player may make you discard a companion 
(except the Ring-bearer) to prevent this. 14/4/4[1T] 
251. Southron Veterans R 5 
Minion - Man. Southron. Ambush O. Maneuver. Exert 
this minion and spot 6 companions to make the Free 
Peoples player exert 2 companions. roe/4m] 
253. Southron Wanderer C 3 _ 
Minion - Man. Southron. Ambush 0. Assignment: 
Exert this minion and spot 5 companions to assign 
this minion to the Ring-bearer. The Free Peoples play- 

'er may add 0 to prevent this. 3/2/4[1T] 
259. Vision From Ater R 2 
Event. Assignment: Assign an Easterling to the Ring- 
bearer. The Free People: player may add a burden to 
prevent this. 

250. Whlrilng Strike C 3 
Event. Skirmish: Wound a companion or ally skinnish- 
ing a [Raider] Man. 
261. Wrath oliierad R 1 
Condition. Plays to your support area. While you can 
spot a [Raider] Man, each Free Peoples event that 
spots or exerts a ranger gains this cost: “wound a 
companion." Skirmish: Discard this condition to make 
a [Raider] Man strength +2. 

282. oAldor. Soldier oi Edoras R 1 
Ally . Home 3[Tl’] e GUT] - Man. Archery: Exert Aldor 
and spot a villager to make the ieliowship archery 
total +1. 3/2 

283. oerego U 1 
Possession - Mount To play. spot a [Rohan] Man. 
Bearer must be a Man. Elf. or Wizard. When you play 
Brego. you may heal bearer. At the start or each skir- 
mish involving bearer. each minion skirmishing bearer 
must oxen. 
204. OCeorl. Weary Horsemen U 2 
Companion - Man. Response: it your opponent' Is 
about to take control at a site, exert Good and a vil- 
lagerto prevent this. 6/3 
255. Elite Rider C 3 
Companion 0 Man. When this companion is in your 
starting fellowship, his twilight cost is -1. While skir- 
mishing a wounded minion, this companion is 
strength +2. 6/3 
256.,02omer Sister-eon oi Theoden 
Companion - Man. While you can spot a [Rohan] 
Man, Eomer‘s twilight cost is -1. At the start at each 
turn you may heal a [Rohan] ally. mm 
281. oéomer. Third Marshal oi Riddnnnark R 3 
Companion - Man While you can spot a [Rohan] 
Man, Eomer‘s twilight cost is -1. Eomer' Is strength +2 
170/5l wound on each minion he Is skinnishing. 
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Southron Assassin. The Southron Assassin fits 

well amongst the “tricky” Southron cards that deal 
direct damage to the Free Peoples player. His effect 
requires a lot of extra twilight pool to use, but South- 
tons are relatively good at generating extra pool. 
This card is another reason why playing Ring-bound 
companions becomes important. If your Ring-bearer 
is your only Ring-bound companion, Frodo‘s going 
take an extra wound each time a Southron wins a 
skirmish. This card effectively makes every other 
Southron on the table damage +1. If two are in play 
and you have enough twilight to make them work, 
your opponent better kiss his Ring-bearer goodbye. 

Easterling Lieutenant The Easterling Lieutenant 
and his counterpart, Easterling Guard, back the new 
path to corruption. Against any strategy that uses 
unbound companions, the Ring-bearer will accumu- 
late burdens quickly, allowing other corruption-rein- 
forcing cards like the Nazgfil to work their magic. 
Against mainly Ring-bound decks, these minions 
may seem at a loss for efficiency, but combined with 
the right mix of skirmish enhancers, they’ll do OK. 

Discovered. With the Easterlings’ ability to add 
burdens, this card will jump ahead as the new condi- 
tion-canceller of choice. With a relatively inexpensive 
cost of one twilight and one exertion, any Raider 
minion can kill a couple pesky Free Peoples condi- 
tions.;No Stranger to the Shadows, The Tale of Gil- 

: thing keeping this guy from being at the top of the 

gated, A Promise, and The Saga of Elendil are all'great 
reasons to use this card. Getting rid of multiple con- 
ditions becomes easier when you don’t have to play 
Saruman's Power and risk your own conditions get- 
ting discarded. 

Vision From Afar. The Easterlings’ solution to an 
all Ring-bound deck, this card gives them the 
opportunity to get their burden mojo working when 
other options for corruption are minimal. Against 
unbound decks, this card simply increases the 
Easterlings’ effectiveness, especially in combination 
with larger minions like Easterling Captain. Again, 
this gives new options to Raider players who wish 
to incorporate the burden-spotting abilities of some 
of Fellowships Nazgul minions like Ulaire Enquea 
and Ulairé Toldea. 

Desert Lord. Directed archery actions on min- 
ions is another special capability added by game- 
play in The Two Towers. The Desert Lord 15 the 
best at his chosen craft, allowing you to pick on 
specific companions and exhaust them before the 
skirmish phase. Other Southrons may then call on 
their bag of skirmishing tricks to eliminate these 
exhausted companions, either by using their own 
game text, handy weapons like the Southron 
Spear, or events like Whirling Strike. The only 

heap is fellowship archery; he might not even 
make it to a skirmish after exhausting a compan- 
ion and himself in the process. 

213. What Did You Discover? R 1 
Condition. Search. Plays to your support area. Each 
time the fellowship moves during the regroup phase, 
you may discard 2 cards from hand to take an 
[lsengard] tracker from your discard pile into hand. 
214. Where Has Grime Stewed If? R 2 
Event. Maneuver: Spot Grime to discard a possession 
borne by an ally or unbound companion. 
215. Wounded R 0 
Condition. To play. exert an [lsengard] Man. Plays on a 
Free Peoples Man. When you play this condition, exert 
bearer. Wounds may not be removed from bearer. 

216. OArrow From the South U 2 
Condition. Plays to your support area. Each time a 
companion or ally loses a skirmish involving a 
[Raider] Man, you may place a [Raider] token here. 
Archery: Heal a [Raider] archer for each [Raider] 
token here. Discard this condition. 

217. oDesert Lancers U 5 
Minion . Man. Southron. To play, spot a [Raider] Man. 
Regroup: Exert Desert Lancers twice to take control of 
a site. 11/3/4[TI'] 
216. ODesert Legion R 6 
Minion - Man. Southron. Ambush 0. While you can 
spot 4 burdens, this minion is strength +5. While you 
can spot 5 burdens, this minion is fierce. While you can 
spot 6 burdens. this minion is damage +1. 13/3/4[TT] 
219. ODesert Lord R 6 
Minion . Man. Southron. Archer. Archery: Exert Desert 
Lord to exert a companion (except the Ring-bearer); 
Desert Lord does not add to the minion archery total. 
11/3l4[‘lT] 
220. Desert Soldier U 4 
Minion 0 Man. Southron. At the start of each skirmish 
involving this minion, you may remove 0 to wound a 
companion or ally he is skinnisbing. 9/2/4[TT] 
221. Desert Speerrnen C 3 
Minion - Man. Southron. At the start of each skirmish 
involving this minion, you may remove 0 to wound a 
companion or ally he is skirmishing. 8/2/4[TT] 
222. Desert Warrior c 2 
Minion - Man. Southron. At the start of each skirmish 
involving this minion, you may remove 0 to wound a 
companion or ally be is skirmishing. 6/2/4[Tl'] 
223. Discovered R 1 
Event. Maneuver: Exert a [Raider] Man to discard a 
Free Peoples condition (or 2 Free Peoples conditions 
if you spot 3 burdens). 
224. Easterling Axeman C 2 
Minion - Man. Easterling. While you can spot 2 bur- 
dens this minion is strength +3and me.6/2/4['IT] 

225. OEasterling Captain R 5 
Minion - Man. Easterling. Fierce. Skirmish: Spot 2 bur- 
dens and remove e to make an Easterling strength +2. 
Skirmish: Spot 4 burdens and remove o to make an 
Easterling strength +3. Skirmish: Spot 6 burdens and 
remove e to make an Easterling strength +4. 11/3/4[Ti] 
226. Easterling Guard C 4 
Minion - Man. Easterling. Each time this minion is 
assigned to an unbound companion, you may exert 
him to add a burden. 9/2/4[T|'] 
227. Easterling Infantry C 3 
Minion - Man. Easterling. While you can spot 3 bur- 
dens, this minion is fierce and damage +1. 8/2/4[TT] 
223. Easterling Lieutenant C 3 

, Minion - Man. Easterling. Each time this minion is 
assigned to an unbound companion. you may exert 
him to add a burden. 8/2/4[TT] 
229. Easterling Skirmisher R 1 
Minion . Man. Easterling. When you play this minion, 
you may spot another Easterling to add 0 for each 
burden (limit a). 5/1/4[1T] 
230. Easterling Trooper U 4 
Minion . Man. Easterling. While you can spot 3 bur- 
dens. this minion is fierce and damage +1. 9/2/4[TT] 
231. OEasfem Emyn Mull R 0 
Condition. Plays to your support area. Each Ring- 
bound companion moving from site 2[Tl'] must exert 
twice. Maneuver: Discard this condition and exert a 
[Raider] Man to exert a Ring-bound companion. 
232. Elite Archer U 4 
Minion - Man. Southron. Archer. Archery: Exert this 
minion to exert a companion (except the Ring-bearer); 
this minion does not add to the minion archery total. 
8/2/4[Tl'] 
233. Fearless U 2 
Event. Skirmish: Make a Southron strength +1 for 
each burden you spot (limit +5). or make a [Raider] 
Man strength +2. 

.234. Flanking Attack U 9 
Event. Maneuver or Skirmish: Exert a Southron to add 0. 

235. Gathering to the Summons C 9 
Event. Skirmish: Spot a [Raider] Man skirmishing a 
Ring-bound companion to add a burden. 
236. Howl of tiered U 1 
Condition. Plays to your support area. Response: If a 
Southron wins a skirmish, remove o to make the Free 
Peoples Player wound a Ring-bound companion. 
237. olthlllen Wilderness R 0 
Condition. Plays to your support area. At the start of 
each of your Shadow phases, if the fellowship is at site 
7[TT]. 8[Ti']. or 9flT] and the twilight pool has fewer 
titan 7 twilight tokens, you may add 0. Skirmish: Dis- 
card this condition ,to make a [Raider] Man strength +2. 
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238. Men of flared R 0 
Condition. Plays to your support area. Shadow: Spot a 
site you control, spot 3 Southrons. and remove o to 
draw a card. 

239. Men of Rbiin 
Event. Skirmish: Make a [Raider] Man strength +36 (or 
+4 if you spot 4 burdens). 
240. New Fear R 4 
Event. Regroup: Exert a [Raider] Man to add a burden 
for each companion over 4. The Free Peoples player 
may discard 2 companions (except the Ring-bearer) 
to prevent this. 
241. Do the March 
Event. Skirmish. Make a [Raider] Man strength +3 (or 
+5 if you spot 6 companions). 
242. Raiders From the East 
Condition. Plays to your support area. Shadow: 
Remove 0 and exert a [Raider] Man to place a 
[Raider] token here. Maneuver: Remove a [Raider] 
token here to add 0. 

243. Rapid Fire R 6 
Event. Archery: Exert a [Raider] archer to make the 
minion archery total +1 for each burden (limit +5). 
244. oReglment of Heradrim R 3 
Minion 0 Man. Southron. To play. spot a [Raider] Man. 
Regroup: Exert Regiment of Haradrim twice to take 
control of a site. 16/4/4[TT] 
245. Southron Archer R 3 
Minion - Man. Southron. Arcber. While you can spot 
another Southron. the minion archery total is +1 for 
each site you control. 6/2/4[TT] 
246. Southron Assassin R 4 
Minion . Man. Southron. Each time a companion or 
ally loses a skirmish involving a Southron, you may 
remove o to make the Free Peoples player wound a 
Ring-bound companion. 9/2/4[TT] 
247. Southron Bow ' 
Possession . Ranged Weapon. Bearer must be a 
[Raider] Man. Bearer is an archer. While you can spot 
another [Raider] Man. the minion archery total is +1. 
243. Southron Bowman C 3 
Minion - Man. Southron. Archer. Archery: Exert this 
minion to exert a companion (except the Ring-bearer); 
this minion does not add to the minion archery total. 

249. Southron Commander U 5 
Minion - Man. Southron. Ambush 0. Assignment: 
Spot 6 companions to assign this minion to the Ring- 
bearer. The Free Peoples player may discard an 
unbound companion to prevent this. 10/3/4[TT] 

250. Southron Explorer U 2 
Minion - Man. Southron. Regroup: Exert this minion 
and remove a to take control of a site. 5/3/4[TT] 

.Easrcrling. Fierce. 
' Skirmish: Spur 2 burdens and remove: __ 
. to  milk: .iil Lastcrling strength +2. 1. 
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251. Southron Fighter R 5 
Minion - Man. Southron. Ambush 0. Maneuver: Exert 
this minion and spot 5 companions to make the Free 
Peoples player exert a companion. 10/3/4[TT] 
252. Southron Scout C 1 
Minion - Man. Southron. Ambush 13/1/4a 
253. Southron Sentry U 4 
Minion . Man. Southron. Maneuver. Exert this minion 
to add 0 for each site you control. 9/2/4[1T] 
254. Southron Soldier c 2 
Minion . Man. Southron. Ambush O. 4/1/4[TT] 
255. Southron Spear c 1 
Possession - Hand Weapon. Bearer must be a 
Southron. Skirmish: Remove a and exert bearer to 
wound a companion or ally bearer is skirmishing. +2/- 
256. Southron Troop R 7 
Minion - Man. Southron. Archer. Ambush 0. To play, 
spot a Southron. Assignment: Spot 7 companions to 
assign this minion to the Ring-bearer. The Free 

' Peoples player may make you discard a companion 
(except the Ring-bearer) to prevent this. 14/4/4[‘|T] 
257. Southron Veterans ‘ R 5 
Minion . Man. Southron. Ambush o. Maneuver Exert 
this minion and spot 6 companions to make the Free 
Peoples player exert 2 companions. 10/3/4[Ti] 
256. Southron Wanderer C 3 _ 
Minion - Man. Southron. Ambush 0. Assignment: 
Exert this minion and spot 5 companions to assign 
this minion to the Ring-bearer. The Free Peoples play- 

Ier may add 0 to prevent this. 8/2/4[Tl'] 
259. Vision From Afar R 2 
Event. Assignment: Assign an Easterling to the Ring- 
bearer. The Free Peoples player may add a burden to 
prevent this. 

266. Whirllng Strike C 3 
Event. Skirmish: Wound a companion or ally skirmish- 
ing a [Raider] Man. 
261. Wrath of tiered R 1 
Condition. Plays to your support area. While you can 
spot a [Raider] Man, each Free Peoples event that 
spots or exerts a ranger gains this cost: “wound a. 
companion.” Skirmish: Discard this condition to make 
a [Raider] Man strength +2. 

262. OAIdor, Soldier of Edoras R 1 
Ally - Home 3[TT] 8. 6[iT] - Man. Archery: Exert Aldor 
and spot a villager to make the fellowship archery 
total +1. 3/2 
263. carego U 1 
Possession - Mount To play, spot a [Rehan] Man. 
Bearer must be a Man. Elf. or Wizard. When you play 
Brego, you may heal bearer. At the start of each skir- 
mish involving bearer, each minion skirmishing bearer 
must exert. 
264. team, Weary Horseman 
Companion - Man Response: If your opponent is 
about to take control of a site. exert Ceorl and a vil- 
lager to prevent this. 6/3 
265. Elite Rider C 3 
Companion - Man. When this companion is in your 
starting fellowship, bis twilight cost is -1. While skir- 
mishing a wounded minion, this companion is 
strength +2. 6/3 
266. OEomer, Sister-son of Theoden C 3 
Companion . Man. While you can spot a [Roban] 
Man Eomer’s twilight cost is -1. At the start of each 
turn, you may heal a [Roban] ally. 7/3/A 
267. OEomer, Third Marshal of Riddermark R 3 
Companion - Man. While you can spot a [Rehan] 
Man. Eomer's twilight cost Is -1. Eomer' Is strength +2 
god/lash wound on each minion be Is skirmishing. 
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ROHAN 
Simbelmyné. If you thought 

that A Wizard is Never Late was 
great, consider how many copies 
you’d play if it were able to get 
possessions, as well. How about it 
there were more than one 
Gandalf-culture companion? Sim- 
belmyné is the lynchpin of the 
card—intensive. combo-intensive 
Rohan culture. When you want to 
play with all sorts of nifty unique 
companions, their special toys, and 
a healthy dose of supporting allies, 
this is the card you want. It allows 
you to get combo—licious with your 
deck without needing multiple 
copies of unique cards. 
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strength), you may want to give her Coat of 
Mail so she can take on really big minions like 
the Uruk Vanguard or Regiment of Haradrim. 

Eowyn, Sister Daughter of Théoden. There’s 
no limit to how good Eowyn can be, except for 
the number of cards in your hand. She’s the 
ultimate wound-soaking companion for facing 
damage +1, direct-damage, or fierce minions. 
In a sense, she’s the ultimate loser. Some great 
combos you can put together with Eowyn 
involve cool possessions. Give her Armor and 
you’ll only have to discard two cards each turn 
to keep her alive. if she carries her sword (+3 

Earner, Third Marshall of Riddermark. 
Homer is another Rohan powerhouse from The 
Two Towers. He‘s not only a great staple com- 
panion with awesome support cards, he alpi- 
talizes on the direct damage your other cards 
can cause to minions. It’s not uncommon for 
this guy to see an astounding 15 power while 
only carrying his spear. He’s best when backed 
by Aragom’s Bow, Legotas, Greenleaf, or sim- 

> Ir'ner I; sIrength ‘2 {or act. “timid .. are r minion he re skirntisliing. 
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Fortress Never Fallen. The Rohan culture 
really has no defense against conditions except 
for Fortress Never Fallen, making this card a 
necessity. After you’ve won a few skirmishes, it 
becomes almost as good as Sleep, Caradhras 
from Fellowship. If you play this condition 
early in the game, you just have to win a few 
skirmishes, then win a few more when you 
move a second time; all those Shadow condi- 
tions get wiped off the table in one fell swoop. 

Third Marshal defends against must 
exert, giving him a total strength bonus of +4 
just for lining up to fight them. 

ply a bunch of Elven archery. 
He'll take on The VVItch-king, 
The Balrog, and The Cave Troll. 
And Lurtz? He’s a cakewalk. 

Firefoot. While 36 cards for a 
culture is a good start (Gondor 
had only 31 in Fellowship), Rohan 
is still behind most cultures that 
existed from the start. It’s hard to 
fit everything into a culture all at 
once so there are only two Rohan 
cards that deal with swarm protec- 
tion; Firefoot 15 one. Eomer' Is 
defender +1 and becomes positively 
deadly with his mount, when you 
consider that both minions the 

268. ~Eomer’s Spear U 1 
Possession - Hand Weapon Bearer must be a 
IElilohan] Man. It bearer' Is Eomer and he' Is mounted. 
omer Is damage +2. +2!- 

259. stouuln, Scout 0! the MM 
Companion - Man. Each time the tellowship moves to 
a plains site. each minion must exert. 6/3 
210. OEowyn. lady at Rotten 
Companion - Man. Valiant. Response: It an gnboundm: 
companion is about to take a wound. exert 
add 0 to prevent that wound. 6/3/T 
271. eEowyn, Sister-daughter ot m don l1 2 
Companion - Man. Valiant. Response: It owyn ls 
exhausted and about to take a wound in a sklnnish. 
discard 2 cards from hand to prevemthat wound. SIS/A 
272 OEowyn's Sword II 1 
Possession - Hand Weapon. Bearer must be Eowyn. 
tile you can spot a villager. Eowyn' Is damage +1. 
+ . 

213. Flght tor the Vllllgere 
Event Skirmish: Make a [Rohan] Man strength +2 (or 
+3 it you spot a villager). 

214. ~Flrotoot 
Possession - Mount. Bearer must be a [Rohan] )Man.z 
ll bearer' Is Earner, he' Is defender +1. At the start 01 
each skirmish involving bearer. each mlnlon sklrmlsh- 
ing bearer must exert. 
215. Forth Eortlnglsl ll 1 
Event. Maneuver. Exert Theoden to make a companion 
who has the The'oden signer defender +1 until the 
regroup phase. 
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278. -Fortress Hever Fallen u 2 
Condition. Plays to your support area. Each time a 
[Rohan] Man wins a skirmish. you may place a 
Rohan] token on this card. fiegroup: Discard a 
hadow condition for each [Rohan] token here. 

Discard this condition. 
211. OCume, Plalne Farmer c 1 
Ally - Home 4[T|'] - Man. \fillager. Discard Guma If an 
opponent controls his home site. Fellowship: Exert 
Guma to heal a [Rohan] Man. 4/2 
218. Heavy Chain 1: 1 
Possession - Armor. Bearer must be a Man. Bearer 
may not be overwhelmed unless his or her strength is 
tripled. 
278. Helm! Helml it 2 
Event. liegroup: Spot 2 mounted [Rohan] Men to lib— 
erate a site or draw 3 cards. 
288. Oileruprlm ll 2 
Possession - Hand Weapon. Bearer must be Theoden. 
He Is damage +1. 1.2/1.1 
281. Olllatwlno. Vllllpe Farmhand C 1 
Ally . Home 4t] - Man. Wllager. Discard Hlelwine it 
an opponent controls his home site. Sklnnish: Exert 
Hlatwlne to make a [Rohan] Man strength 92. 4/2 
282. An Honorable Charge ll 1 
Event. Skirmish: Make an unbound companion 
strength #1 tor each [Rohan] Man you spot (Ilmlt +3). 
283. Horse ol Robert C 2 
Possession - Mount. To play. spot a [Rotun] Man. 
Bearer must be a Man, Ell. or Wizard. At the start or 
each skirmish involving bearer, each minion skinnish- 
ing bearer must exert. 

284. -ltlng's Mall ll 2 
Possession - Armor. Bearer must be a [Rohan] Man. 
Bearer takes no more than 1 wound during each skir- 
mish phase. it bearer is Theoden. he may not take 
wounds except during a sklnnish involving him. 
285. oLéod. Westtold Herdsman ll 1 
Ally - Home 4[Tl'] - Man. Villager. Discard teed it an 
opponent controls his home site. Skirmish: Exert Lend 
to make a mounted companion strength +2. 4/2 
286. Rlder ot Rohan C 2 
Companion - Man. Skirmish: If this companion is 
mounted. exert him to exen a minion skinnishlng an 
unbound companion. 5/3 
287. Rider‘s Mount C 1 
Possession - Mount. Bearer must be a [Rohan] Man. 
At the start at each skirmish involving bearer. each 
mInion skirmishing bearer must exert. 
288. Rider‘s Spear C 1 
Possession - Hand Weapon. Bearer must be a [Rohan] 
Man. It bearer is mounted. bearer is damage *1. +2]- 
289. Slmbelmynl it 1 
Event. Fellowship: Spot 2 [Rohan] Men (ort valiant 
[Rohan] Man) to play a [Rohan] character or [Rohan] 
possession from your draw deck 

280. Supplies ol the Mark it ll 
Condition. Plays to your support area. Fellowship: Add 
0 and place a villager trom hand beneath your draw 
deck to heal a [Rohan] ally. 
281. Sword ot Rohan C 1 
Possession - Hand Weapon. Bearer must be a 
[Rohan] Man. While bearer is skinnishing an Uruk- 
hai. bearer is damage +1. +2]- 
385. 'TII‘IMII‘I. Lord ot the Mark P 2 
Companion - Man. Fellowship: Play a [Rohan] posses- 
sion on a [Rohan] companion to heal that companion 
(limit once per turn) 8/2/T 
282. OThOoden. Son ot Thongol C 2  
Companion - Man Regroup: Spot a [Rohan] ally and 
exert "room to liberate a site. WA 
283. Valley: at the Marti it 1 
Condition. Plays to your support area Each time your 
opponent plays a roaming minion, you may spot a vil- 
lager to exert that minion. 
284. Weapon Store it 1 
Condition. Plays to your support area. Fellowship: 
Exert a [Rohan] Man to play a hand weapon trorn your 
discard pile. 
285. ~Vleland. Smith 01 the lllddermaIII ll 1 
Ally - Home 4[TT] - Man. Villager. Discard Weland it 
an opponent controls his home site. Fellowship: Exert 
Weland to heal a mounted companion. 4/2 
288. Well Stored u 1 
Condition. Plays to your support area At the start ot 
each fellowship phase. you may heal a villager. 
281. Work lor the Sword C 
Event. Skirmish: Make a [Rohan] Man strength +2 
(and damage +2 if mounted). 

298. Brace ot Coneys C 1 
Possession. Bearer must be a Hing-bound Hobt .  Fel— 
lowship: Discard this possession to remove a burden. 
298. ~CIItt: ol Emyn Mull it D 
Condition. Plays to your support area. When the tel- 
Iowship moves from site 1rl'l'). remove up to 2 but- 
dens. Skirmish: Discerd this condition to wound a 
minion a Hobbit companion is skinnishing. 
3118. Escape it 11 
Condition. Stealth. Bearer must be an unbound 
Hobbit. lit 1 per character. Skirmish: Exert bearer 
twice to cancel a skirmish involving him. Any Shadow 
player may remove O to prevent this. -/+1 
381. We. Courteous llaltllng 
Companion - Hobbit. Ring-bearer (resistance 10). 
While you can spot 3 unbound companions, Shadow 
cards may not discard cards from your hand or from 
the top or your draw deck. 3/4/F 
802. -Frodo. Tlred Traveller 
Companion - Hobbit Ringrbearer (resistance 10).c 
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Fellowship: Play a Ring- hound companion to remove 
a burden. 3/4 IS 
883. 0Frodo' e Cloak it 2 
Possession - Cloak. Bearer must be Frodo. Skirmish: 
At sites 1|TT] to 4[TT|. add a human and discard this 
possession to cancel a skirmish involving Frodo. At 
any other site. discard this possession to remove a 
burden and heal Frodo. 
384. Get On and Get Away l1 8 
Event Fellowship: Add 2 burdens to play the fellowships 
next2sites (replacingopponent‘ssites hneceesary). 
385. Odood Work u 2 
Condition. Plays to your support area. Each time a 
Hobbit wins a skirmish, you may place a [Shire] token 
here. Fellowship: Remove a burden for each [Shire] 
token here (limit 3). Discard this condition. 
3“. Hobbit Sword C 1 
Possession HandWeapon. Bearer must be a Hobbit +2/- 
387. Impatient and Angry fl 8 
Event. Skirmish: Exert Sam to make him strength +3. 
If Sam wins this skirmish. you may remove a burden. 
388. Knocked on the Head C 8 
Event. Regroup: Play an unbound Hobbit from your 
discard pile. 

388. Light Shlnlng Fel IItty ll 8 
Event. Fellowship: Add a burden to heal a Ring-bound 
companion twice. 
318. Many, teamed auldo C 1 
Companion - Hobbit. Skirmish: Exert the Ring-bearer 
to discard Merry. Any Shadow player may remove O 
to prevent this. 3/4/F 
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ROHAN 
Simbelmyné. If you thought 

that A Wizard is Never Late was 
great, consider how many copies 
you’d play if it were able to get 
possessions, as well. How about if 
there were more than one 
Gandalf-culture companion? Sim- 
belmyné is the lynchpin of the 
card-intensive, combo-intensive 
Rohan culture. When you want to 
play with all sorts of nifty unique 
companions, their special toys, and 
a healthy dose of supporting allies, 
this is the card you want. It allows 
you to get combo-licious with your 
deck without needing multiple 
copies of unique cards. 
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ply a bunch of Elven archery. 
He’ll take on The Mtch-lting, 
The Balrog, and The Cave Troll. 
And Lurtz? He’s a cakewalk. _ 

Firefoot. While 36 cards for a 
culture is a good start (Gondor 
had only 31 in Fellowship), Rohan 
is still behind most cultures that 
existed from the start. It’s hard to 
fit everything into a culture all at 
once, so there are only two Rohan 
cards that deal with swarm protec- 
tion; Firefoot is one. Eomer is 
defender +1 and becomes positively 
deadly with his mount, when you 
consider that both minions the 
Third Marshal defends against must 

strength), you may want to give her Coat of 
Mail so she can take on really big minions like 
the Uruk Vanguard or Regiment of Haradrim. 

Eowyn, Sister Daughter of Théoden. There’s 
no limit to how good Eowyn can be, except for 
the number of cards 1n your hand. She’s the 
ultimate wound-soaking companion for facing 
damage +1, direct-damage, or fierce minions. 
In a sense, she’s the ultimate loser. Some great 
combos you can put together with Eowyn 
involve cool possessions. Give her Armor and 
you’ll only have to discard two cards each turn 
to keep her alive. If she carries her sword (+3 

Earner, Third Marshall of Riddermark. 
Homer is another Rohan powerhouse from The 
Two Towers. He’s not only a great staple com- 
panion with awesome support cards, he capi- 
talizes on the direct damage your other cards 
can cause to minions. It’s not uncommon for 
this guy to see an astounding 15 power while 
only carrying his spear. He’s best when backed 
by Aragom’s Bow, Legolas, Greenleaf, or sim- 

Fortress Never Fallen. The Rohan culture 
really has no defense against conditions except 
for Fortress Never Fallen, making this card a 
necessity. After you’ve won a few skirmishes, it 
becomes almost as good as Sleep, Caradhras 
from Fellowship. If you play this condition 
early in the game, you just have to win a few 
skirmishes, then win a few more when you 
move a Second time; all those Shadow condi- 
tions get wiped off the table in one fell swoop. 

exert, giving him a total strength bonus of +4 
just for lining up to fight them. 

288. OEomer’ s Spear U 1 
Possession - Hand Weapon Bearer must be a 
[Rohan] Man. If bearer is Eomer and hers mounted. 
Eomer 15 damage +2. +2/- 
269. otorharn. Scout 11111111 Mark 11 2 
Companion - Man. Each time the fellowship moves to 
a plains site. each minion must exert. 6/3 
278. oEowyn, Lady of lichen 
Companion - Man. Valiant. Response: If an nboundz 
companion is about to take a wound. exerto owyn and 
add 0 to prevent that wound. 6/3/T 
271. oEowyn, Sister-daughter of madden 
Companion - Man. Valiant. Response: It Eowyn is 
exhausted and about to take a wound in a skirmish. 
discard 2 cards from hand to prevent that wound. 6/3/A 
272. OEowyn s Sword n 1 
Possession - Hand Weapon. Bearer must be Eowyn. 
While you can spot a villager Eowyn rs damage +1. 
+3/- 

273. Fight for the Villagers 
Event. Skirmish: Make a [Rohan] Man strength +2 (o1r 
+3 if you spot a villager). 

274. °Firatoot it 2 
Possession - Mount. Bearer must be a [Rohan] Man. 
If bearer rs Eomer he is defender +1. At the start of 
each skirmish involving bearer. each minion skirmish- 
ing bearer must exert. 

275. Forth Eorllngasl U 1 
Event. Maneuver: Exert Théoden to make a companion 
who has the Théoden signet defender +1 until the 
regroup phase. 
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276. OForlress Never Fallen U 2 
Condition. Plays to your support area. Each time a 
[Rohan] Man wins a skirmish, you may place a 
[Rohan] token on this card. Regroup: Discard a 
Shadow condition for each [Rohan] token here. 
Discard this condition. 
277. OGuma, Plains Farmer C 1 
Ally - Home 411T] - Man. Villager. Discard Guma if an 
opponent controls his home site. Fellowship: Exert 
Guma to heal a [Rohan] Man. 4/2 
278. Heavy Chain C 1 
Possession - Armor. Bearer must be a Man. Bearer 
may not be overwhelmed unless his or her strength is 
tripled. 
279. Helm! Helml It 2 
Event. Regroup: Spot 2 mounted [Rohan] Men to lib- 
erate a site or draw 3 cards. 

288. OHerugrlm U 2 
Possession - Hand Weapon. Bearer must be Théoden. 
He is damage +1. +2/+1 
281. OHIalwlne. Village Farmhand C 1 
Ally - Home 4[Tl'] - Man. Villager. Discard Hlafwine if 
an opponent controls his home site. Skirmish: Exert 
Hlatwine to make a [Rohan] Man strength +2. 4/2 
282. An Honorable Charge U 1 
Event. Skirmish: Make an unbound companion 
strength +1 for each [Rohan] Man you spot (limit +3). 
283. Horse of Rohan C 
Possession - Mount. To play, spot a [Rohan] Man. 
Bearer must be a Man. Elf. or Wizard. At the start of 
each skirmish involving bearer, each minion skirmish- 
ing bearer must exert. 
284. citing's Mall H 2 
Possession - Armor. Bearer must be a [Rohan] Man. 
Bearer takes no more than 1 wound during each skir- 
mish phase. it bearer is Théoden, he may not take 
wounds except during a skirmish involving him. 
285. oteod. Westfold Herdsman U 1 
Ally - Home 4(Ti'] - Man. Villager. Discard Léod if an 
opponent controls his home site. Skirmish: Exert Lead 
to make a mounted companion strength +2. 4/2 
286. Rider of Rohan C 2 
Companion . Man. Skirmish: If this companion is 
mounted, exert him to exert a minion skirmishing an 
unbound companion. 5/3 
287. Rider’s Mount C 1 
Possession - Mount. Bearer must be a [Rohan] Man. 
At the start of each skirmish involving bearer. each 
minion skirmishing bearer must exert. 
288. Rider‘s Spear C 1 
Possession . Hand Weapon. Bearer must be a [Rohan] 
Man. If bearer is mounted. bearer is damage +1. +2/- 
289. Simbelmyné it 1 
Event. Fellowship: Spot 2 [Rohan] Men (or1 valiant 
[Rohan] Man) to play a [Rohan] character or [Rohan] 
possession from your draw deck. 

7 388. Escape 

298. Supplies of the Mark R 8 
Condition. Plays to your support area. Fellowship: Add 
0 and place a villager from hand beneath your draw 
deck to heal a [Rohan] ally. 
291. Sword of‘itohan 
Possession - Hand Weapon. Bearer must be a 
[Rohan] Man. While bearer is skirmishing an Uruk- 
hai. bearer is damage +1. +2/- 
365. oTheoden. Lord of the Mark P 2 
Companion - Man. Fellowship: Play a [Rohan] posses- 
sion on a [Rohan] companion to heal that companion 
(limit once per turn). 6/2/T 
292. oTheoden. Son of Thengel C 2  
Companion - Man. Regroup: Spot a [Rohan] ally and 
exert Théoden to liberate a site. 6/2/A 
293. Valleys of the Mark H 1 
Condition. Plays to your support area. Each time your 
opponent plays a roaming minion. you may spot a vil- 
lager to exert that minion. 

294. Weapon Store it 1 
Condition. Plays to your support area. Fellowship: 
Exert a [Rohan] Man to play a hand weapon from your 
discard pile. 
295. OWeland, Smith of the Hiddermark U 1 
Ally - Home 4lTT] 0 Man. Villager. Discard Weland if 
an opponent controls his home site. Fellowship: Exert 
Weland to heal a mounted companion. 4/2 
296. Well Stored U 1 
Condition. Plays to your support area. At the start of 
each fellowship phase. you may heal a villager. 

297. Work for the Sword C 1 
Event. Skirmish: Make a [Rohan] Man strength +2 
(and damage +2 it mounted). 

298. Brace of Coneys C 1 
Possession. Bearer must be a Ring-bound Hobbit. Fel- 
lowship: Discard this possession to remove a burden. 

299. °Clllts of Emyn Mull it 8 
Condition. Plays to your support area. When the fel- 
lowship moves from site 1[TT]. remove up to 2 bur- 
dens. Skirmish: Discard this condition to wound a 
minion a Hobbit companion is skirmishing. 

c 1  

R 8 
Condition. Stealth. Bearer must be an unbound 
Hobbit. Limitl per character Skirmish: Exert bearer 
twice to cancel a skirmish involving him. Any Shadow 
player may remove o to prevent this. -/+1 

381. oFrodo, Courteous Halfllng R 8 
Companion - Hobbit. Ring-bearer (resistance 10). 
While you can spot 3 unbound companions, Shadow 
cards may not discard cards from your hand or from 
the top of your draw deck. 3/4/F 
382. OFrodo, Tired Traveller 
Companion - Hobbit. Fling-bearer (resistance 10).c 
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Fellowship. Play a Ring- -bound companion to remove 
a burden. 3/4/G 
383. OFrodo' s Cloak It 2 
Possession - Cloak. Bearer must be Frodo. Skirmish: 
At sites 1(Tl'] to 4(TT]. add a burden and discard this 
possession to cancel a skirmish involving Frodo. At 
any other site, discard this possession to remove a 
burden and heal Frodo. 
384. Get On and Get Away it 8 
Event. Fellowship: Add 2 burdens to play the tellowship's 
next 2 sites (replacing opponent’s sites if necessary). 
385. 081108 Work U 2 
Condition. Plays to your support area. Each time a 
Hobbit wins a skirmish, you may place a [Shire] token 
here. Fellowship: Remove a burden for each [Shire] 
token here (limit 3). Discard this condition. 
388. Hobbit Sword C 1 
Possession - Hand Weapon. Bearer must be a Hobbit +2/- 
387. Impatient and Angry it 8 
Event. Skirmish: Exert Sam to make him strength +3. 
lf Sam wins this skirmish. you may remove a burden. 
388. Knocked on the Head C 8 
Event. Regroup: Play an unbound Hobbit from your 
discard pile. 
389. Light Shining Falntly U 8 
Event. Fellowship: Add a burden to heal a Ring-bound 
companion twice. 
318. oMerry, Learned Guide C 1 
Companion . Hobbit. Skirmish: Exert the Ring-bearer 
to discard Merry. Any Shadow player may remove o 
to prevent this. 3/4/F 
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311. OMerry. Unnuenchable Hobbit H 1 
Companion - Hobbit. Skirmish: ll Merry is not 
assigned to a skirmish. discard him to remove a 
[Sauron] 0n: from a skirmish involving an unbound 
companion. 3/4/G 
312.,tdlnd Your Own Atielrs u 1 
Event. Skirmish: Soot Prado and add a burden to 
wound a minion skirmishing a companion who has 
the Frado signet. 
313. OPIppln, Just a tluleenee 
Companion - Hobbit. Skirmish: It Pippin is not 
assigned to a skirmish, discard him to remove an 
Uruk-hai irom a skirmish Involving an unbound com- 
panion. 3/4/6 
314. ~Plppln. Woolly-looted Rascal C 1 
Companion - Hobbit Skirmish: Add a burden to dis- 
card Pippin. Any Shadow player may remove 0 to 
prevent this. 3/4/F 
315. ~Sam. Frodo‘s Gardener it 2 
Companion o Hobbit Ring-homo. Fellowship: Play 
Sam's Packtrom your draw deck Response: It Frodo is 
killed, make Sam the Ring-bearer (resistance 5). 3I4IF 
313. ISam. Semvriee the Billie C 2 
Companion - Hobbit. Ring-bound. Response: il a 
Shadow card is about to add any number at burdens, 
spot Frodo and exert Sam to prevent this. Response: 
lt Frodo is killed. make Sam the Ring-bearer (resist- 
ance 5). 3/4/G 
311. -Sam's Pack 3 3 
Possession. Bearer must be a Ring-bound Hobbit At 
diestartoteachtum.youmayaddotohealalting- 
bound companion. 
313. Seven We Had U II 
Event. Fellowship: Add a burden to discard a condition 
borne by a Hobbit 

313. Severed Hla Band: C 1 
Event Stealth. Skirmish: At sites 1[TT] to 4111]. can- 
cel a skirmish involving a Hobbit. At any other site, 
prevent a Hobbit tram being overwhelmed unless his 
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323. Store-roam U 1 
Event. Regroup: Heal an unbound Hobbit once (or 
twice it you spot Sande"). 
321. Swlltty and Sotlly C 1 
Event. Stealth. Skinnlsh: At sites 1[TT] to 5[TT]. can 
cel a skirmish involving a Hobbit. At any other site. 
prevent a Hobbit from taking more than 1 wound. 
322. Warmed Up a Bit C II 
Event. Stealth. Skirmish: Discard an unbound Hobbit. 

323. East Well at Rotten U 
When the iellowship moves lrom East Wall 01 Rohan, 
add 0 Site1 
324. Easiemnet Dawns 
Each time you play a companion here. you must ills- 
card 2 cards irom hand. Sltel 
325. Eeetemnet Bullies U 
Fellowship: Brett 2 unbound companions to play 
Legolas irom your draw deck Site 1 
323. Horse'eountry 
Plains. While you can spot a [Hohan] mount at Horse- 
country. the move limit is +1 for this turn Slte1 
327. Plains at lichen U 
Plains. Fellowship: Exen 2 unbound companions to 
play Gimli tram your draw deck Site 1 
323. The Rlddermerir U 
Plains. Fellowship: Exen 2 unbound companions to 
play Aragam trom your draw deck Sitel 
323. Western Emyn Mull 
When the Fellowship moves trom Western Emyn Muil. 
each Ring- bo-und companion must exert Site 1 
333. Demdlngle U 2 
Forest. While you can spot an unbound'Hobblt at 
Demdlngle, the move limit is s1 for this turn. Site 2 
331. Easttald U 2 
Plains. Shadow: Spot 3 [Isengard] trackers to prevent 
the iellowship irom moving again this turn. Site 2 
332. Fangam Forest U 2 
Forest Fellowship: Play Treebeard tram your draw 
deck. Site 2 
333. Plains at Rohah Camp U 1 
Plains. At the start oieach iellowship phase. heat up 
to 3 wounds trorn companions. Slie2 
334. Rolilrrlm Village U 3  
Each [Dunland] Man may not take wounds duringu the 
archery phase. SiteZ 
335. Urulr Camp 
Plains. Battleground. Each time an Uruk-hal' is played. 
that minion must exen. Site 2 
333 Wald at Hanan U 3 
Plains. Eachtimethe Free Peoples playerasslgnsa 
companion or ally to a skirmlsh. add 0. Site2 
337. Barrows at Edens U it 
Sanctuary. Fellowship: Place your hand beneath your 
draw deck and draw 4 cards. Site 3 
333. Golden Hell U 1 
Sanctuary. When the iellowship moves to Golden Hall. 
all Free Peoples weapons must be discarded. Site 3 
333. Stables t i l l  
Sarictuay :Erartamalmllllmtophyamo- 
tar]nwrtlromyourdrawdeck(limloncepertum). Slot! 

1 

.Stieets oi Edam U ll 
Sanctuary. EachIRohanlallymaynotparticipatein 
archery fire or skirmishes at Sheets at Edoras. Site 3 
341. Throne Room U 1 
Sanctuary. Fellowship. Play Theoden from your draw 
deck. Site 3 
342. Westemnet Plains u 1 
Plains. Sanctuary. Each [Dunland] Man may not take 
wounds dunno the archery phase. Site 3 
343. Ered lllrniale u 2 
Mountain. The twilight cost oi each companion and 
ally played at Ered Himrais is +3. Site 4 
344. Weetemnet Hills 
Plains. When the iellowship moves to Westemnet 
Hills. heal each mounted companion and mounted 
ally. Site 4 
345. White Mountains u 3 
Mountain. When the iellowship moves to White Moun~ 
rains. Theoden or 2 companions must exert Site 4 
343. White Hacks U 3 
Battlegmund. The Shadow number of this site is +1 
for each mounted companion. Site 4 
347. Deep at Helm U 6 
Plains. Battleground. The twilight can oi the lirst Uruk- 
haiplayedatDeepolHeImeachtumls-SSites 
343. Deeplng Well U 7 
Battleground. Shadow: Play Saruman from your drew 
deck. Site 5 
343. Helm‘a Cele U 3 
Battleground. Each companion and minion beedng a 
hand weapon is strength +2. Site 5 
353. Hamburg Courtyard U 3 
Battleground While you can spot Aragom m.lhe 
Shadow number at Hamburg Courtyard is -2. Sitell 5 '  
351. Hamburg Parapet 
Battleground. The iellowship archery total is 41.1119. 
minion archery total rs- -1. Sites 
352. Caves oi Agleiond U 3 
Underground. Sanctuary. Maneuver. Remove 0 to 
make one at your Uruk-hai fierce until the regroup 
phase. Site 3 
353. Great Hall U 3 
Sanctuary. Battleground. Each [Rahan] ally may par- 
m in archery fire and slo'nnishes at Great Hall. 

354. Hamburg Armory u 3 
Sanctuary. Fellowship: Play a possession to draw a 
card. Site 6 
355. Cavern Entrance U 7 
Underground. Skirmish events may not be played and 
skinnish special abilities may not be used. Site 7 
353. Hamburg Causeway U 5 
Battleground. The minion archery total is +2 for each 
unbound companion over 3. Site 7 
351. King's Roam U 3 
When the iellowship moves to King's Room without a 
[Rohan] companion. each unbound companion must 
exert. Site 7 
353. Ring oi leengeid 
Shadow. Play a (Dunland) minion to draw a card. Site 3 
353. eard'e Vale U 6 
At the start at the lirst Shadow phase. ii the twilight 
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pool has fewer than 9 twilight tokens, add 0 (limit 
once per turn). Site 8 
353. Fortress oi nrthanc U 3 
Battleground. The Shadow number at Fortress oi 
Orthanc is +2 tor each companion over 4. Site 9 
331. Orthanc Balcony U 3 
Battleground. Shadow: Play Samman 1mm your dis- 
card pile; his twilight cost is '2. Site 9 
332. British: Library U 3 
When the fellowship moves to Orthanc Library. each 
Shadow player may draw a card tor each companion 
over 4. Site 9 
333. Palentir Chamber 
Shadow: Remove 2 burdens to play a minion irom 
your discard pile. Site 9 

Ring-bound. 
Ilzsponecr tr. Shadow card .. about to 
an t... lrurillxr urea-am. .pm Fmdo 
and non  Sim to  incur rhix 
Ru nml i l r  cislullcd makeSam 
.ilit— 'ng- bum (ruin-me 5i. 
"‘bsA. man i tatr‘wfir nus-er Sum . ' 

or her strength is tripled. 

SHIRE 
Frodo, Tired Traveller. Since consistently 

removing burdens is desirable (especially if 
you like to bid high to go first), Frodo, Tired 
Traveller is great if you‘re playing with many 
Ring-bound companions in your deck. Each 
one can remove a burden when played, giving 
you a great backup to a high bid, protection 
from a Shadow player’s corruption strategy, or 
protection from a random Ulairé Enquéa, 
Ringwraith in Twilight. 

Escape. The first Shire card to enhance a 
Hobbit’s vitality, Escape provic new options 
for old strategies. Merry or Pippin may see fit 
to stay and fight. soaking up a few extra 
wounds, or run and hide, exerting themselves 
and barely staying alive. Keeping your 
unbound hobbits alive and kicking will 
become more important with The Two Towers, 
as key main characters depend on them. Merry, 
Friend to Sam gets an especially large boost 
fromthiscard,allowinglrimtousehisexer- 

tion ability twice in one turn. What‘s so great 
about that? It‘s another way to increase your 
Ring-bearers strength, keeping him alive at site 
nine. Give Merry a Hobbit Sword and any com- 
panion can gain a strength bonus of +10! 

Severed His Bonds. Until now, keeping the 
Ring-bearer (or another Hobbit) from being 
overwhelmed required Sounder. This lowly, 
ally is susceptible to all manner of Shadow 
cards and sites. from Tower Assassin to Come 
Down to Anduln Confluence. Severed His Bonds 
suffers none of the Bounder’s drawbacks, but 
gains all his strengths — and the only cards 
that can stop it are War-iness and Breeland 
Forest This isn’t necessarily one of the best 
cards from The Two Towers, but it’s definitely 
an unexpected (and unprecedented) surprise 
that's hard to stop. 

Get On and Get Away. Since the errata of- 
Thror’s Map, players have been forced to rely 
on cards like Pathfinder Galadrlel, Lady of the 
Golden Wood, and Ulairé Nelya, Lieutenant of 

Morgul to play off of their own site paths. Get 
On and Get Away is a more risky venture 
because of its cost (adding two burdens) but 
has a greater payoff. Viftth Sam, Son of Hamfast 
removing burdens as well as he does (and 
Aragom, King in Exile healing Sam), players 
may see a resurgence of decks which stay 
ahead in the race to site nine, yet rely on their 
own sites. 

Frodo’s Cloak. Another card, Frodo’s Cloak, 
allows players to cancel a skirmish without 
having cards in their hand. Since cycling your 
hand is important in The Lord of the Rings, let- 
ting cards in your hand go unused can cost 
you the game. Frodo’s Cloak allows you to 
“save up” a stealth card by putting it into play 
for later use. It‘s also unaffected by previous 
stealth-card killers like the The Palant'lr of 
Orthanc. Even if you don’t get a chance to use 
it early in the game, removing burdens later on 
can save you the trouble of having to deal with 
the Orthanc Berserker or [item Enquia, 
Lieutenant of Margot 
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311. OMerry, Unquenchable Hobbit 
Companion o Hobbit. Skirmish: If Merry is not 
assigned to a skirmish. discard him to remove a 
[Sauron] Orc from a skirmish involving an unbound 
companion. 3/4/G 
312..Mind Your Own Affairs U 1 
Event. Skirmish: Spot Frodo and add a burden to 
wound a minion skirmishing a companion who has 
the Frodo signet. 
313. 0Pippln. Just a Nuisance 
Companion - Hobbit. Skirmish: If Pippin is not 
assigned to a skirmish, discard him to remove an 
Uruk-hai from a skirmish involving an unbound com- 
panion. 3/4/6 
314. 0Pippln, Woolly-looted Rascal C 1 
Companion - Hobbit. Skirmish: Add a burden to dis- 
card Pippin. Any Shadow player may remove O to 
prevent this. 3/4/F 

315. 03am, Froda’s Gardener R 2  
Companion - Hobbit. Ring-bound. Fellowship: Play 
Sam' s Pack from your draw deck. Response. If Frodo rs 
killed. make Sam the Ring-bearer (resistance 5). 3/4/F 
313. 03am, Samwise the Brave C 2 
Companion - Hobbit. Ring-bound. Response: If a 
Shadow card is about to add any number of burdens, 
spot Frodo and exert Sam to prevent this. Response: 
If Freda is killed, make Sam the Ring-bearer (resist- 
ance 5). 3/4/G 

8 1  

H 1  

320. Store-room U 1 
Event. Regroup: Heal an unbound Hobbit once (or 
twice if you spot Gandalf). 
321. Swlttly and Softly C 1 
Event. Stealth. Skirmish: At sites 1[Ti] to 5[|T], can- 
cel a skirmish involving a Hobbit. At any other site, 
prevent a Hobbit from taking more than 1 wound. 

322. Warmed Up a Bit C 0 
Event. Stealth. Skirmish: Discard an unbound Hobbit. 

323. East Wall of Rohan U 
When the fellowship moves from East Wall of Rohan, 
add 9. Site 1 
324. Eastemnet Downs U 
Each time you play a companion here, you must dis- 
card 2 cards from hand. Site 1 
325. Eastemnet Collies U 
Fellowship: Exert 2 unbound companions to play 
Legolas from your draw deck. Site 1 
326. Horse-country U 
Plains. While you can spot a [Rohan] mount at Horse- 
country, the move limit is +1 for this turn. Site 1 
327. Plains of Rohan U 
Plains. Fellowship: Exert 2 unbound companions to 
play Gimli from your draw deck Site 1 
323. The Riddermarlr U 
Plains. Fellowship: Exert 2 unbound companions to 
play Aragom from your draw deck Site 1 
329. Western Emyn Mull U 
When the Fellowship moves from Western Emyn Muil, 
each Ring-bound companion must exert. Site 1 
330. Demdlngle 
Forest. While you can spot an unbound Hobbit at 
Demdingle, the move limit is +1 for this turn. Site 2 
331. Eastfald U 2 
Plains. Shadow: Spot3 [lsengard] trackers to prevent 
the fellowship from moving again this turn. Site 2 
332. Fangom Forest U 2 
Forest. Fellowship: Play Treebeard from your draw 
deck. Site 2 
333. Plains of Rohan Camp U 1 
Plains. At the start of each fellowship phase. heal up 
to 3 wounds from companions. Site 2 
334. Rahlrrim Village U 3 
Each [Dunland] Man may not take wounds during the 
archery phase. Site 2 
335. Uruk Camp U 1 
Plains. Battleground. Each time an Uruk-hai is played, 
that minion must exert. Site 2 

I 
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343. Streets oi Edores U ll 
Sanctuary. Each[Flohan] ally may not participate in 
archery fire or skirmishes at Streets of Edoras. Site 3 
341. Throne Room U 1 
Sanctuary. Fellowship: Play Théoden from your draw 
deck. Site 3 

342. Westemnet Plains U 1 
Plains. Sanctuary. Each [Dunland] Man may not take 
wounds during the archery phase. Site 3 
343. Ered Nimrais U 2 
Mountain. The twilight cost of each companion and 
ally played at Ered Nimrais is +3. Site 4 
344. Westemnet Hills 
Plains. When the fellowship moves to Westemnet 
Hills, heal each mounted companion and mounted 
ally Site 4 

345. White Mountains U 3 
Mountain. When the fellowship moves to White Moun- 
tains, Théoden or 2 companions must exert. Site 4 
346. White Rocks U 3 
Battleground. The Shadow number of this site is +1 
for each mounted companion. Site 4 
347. Deep at Helm U 6 
Plains. Battleground. The twilight cost of the first Uruk- 
hai played at Deep of Helm each turn is -3. Site 5 

U 3  

'ng—bound. 
Fellowship: Play Sam's Pack from your 

raw deck. 
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pool has fewer than 9 twilight tokens. add a (limit 
once per turn). Site 8 

343. Deeplng Wall U 7 
Battleground, Shadow: Play Sarunran from your draw 36o. Fortress of Orthanc u a 
deck. Site 5 Battleground. The Shadow number of Fortress of 

Orthanc is +2 for each companion over 4. Site 9 
349. Helm’s Gate U 6 
Battleground. Each companion and minion bearing a 
hand weapon is strength +2. Site 5 
353. Hamburg Courtyard U 3 
Battleground. While you can spot Aragom, the 
Shadow number of Hamburg Courtyard is -2. Site 5 
351. Hamburg Parapet U 3 
Battleground. The fellowship archery total is +1. The 
minion archery total' rs -1. Site 5 
352. Caves anlarand U 3 
Underground. Sanctuary. Maneuven Remove 0 to 
make one of 6your Uruk-hai fierce until the regroup 
phase. Site6 
353.Great rrarr ' u 3 
Sanctuary. Battleground. Each [Rohan] ally may par- 
tsicipaite in archery fire and skirmishes at Great Hall. 

it 

card pile; his 

your discard 

354. Hamburg Amory U 3 
Sanctuary. Fellowship: Play a possession to draw a 
card. Site 6 
355. Cavern Entrance U 7 
Underground. Skirmish events may not be played and 

331. Orthanc Balcony U 3 
' Battleground. Shadow: Play Saruman from your dis- 

twilight cost is -2. Site 9 
362. Orthanc Library 
When the fellowship moves to Orthanc Library. each 
Shadow player may draw a card for each companion 
over 4. Site 9 
363. Palantir Chamber 
Shadow: Remove 2 burdens to play a minion from 

pile. Site 9 

317. 03am’s Pack R 
Possession. Bearer must be a Ring-bound Hobbit. At 
the start of each turn, you may add 0 to heal a Ring- 
bound companion. 
313. Seven We Had U 0 
Event. Fellowship: Add a burden to discard a condition 
borne by a Hobbit. 
319. Severed Hls Bonds C 1 
Event. Stealth. Skirmish: At sites 1[T|’] to 4[Tl'], cen- 
cel a skirmish involving a Hobbit. At any other site. 
prevem a Hobbit from being overwhelmed unless his 339' 3'3”” 

336. Wald at Rohan 
Plains. Each time the Free Peoples player assigns a 
companion or ally to a skirmish. add 0. Site 2 
337. Barrows of Edaras U 0 
Sanctuary. Fellowship: Place your hand beneath your 
draw deck and draw 4 cards. Site 3 

333. Golden Hall 
Sanctuary. When the fellowship moves to Golden Hall. 
all Free Peoples weapons must be discarded. Site 3 

Sanctuary. Fellowship: Exerta [Rattan] Mantoplaya [Ro- 
han] nrorrrrtfromyourdrawdeck (limitonce pertum). Site3 

u 3 356. Hamburg Causeway 

357. King's Roam 

U 1 exert. Srte7 
353. Ring of lsengard 

U 0 359. Wizard's Vale 

skirmish special abilities may not be used. Site 7 
U 6 

Battleground. The minion archery total is +2 for each 
unbound companion over 3. Site 7 

When the fellowship moves to King's Room without a 
[Rohan] companion, each unbound companion must 

U 7 
Shadow: Play a [Dunland] minion to draw a card. Site 8 

U 6 
At the start of the first Shadow phase, it the twilight 

Cameroon - Hossrr 

U 6 Ring- bound. 
Response: it a Shadow card to about to _ 
add an». number ul'burelens.‘ spot Frodo , 
and cXcrt Sam to row-mt . 
Response: l f l  rocl’o is lulled, sirtrtler: Sam 
the Ring- -beerer (ruistanoc S). 
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or her strength is tripled. 

SHIRE 
Frodo, Tired Traveller. Since consistently 

removing burdens is desirable (especially if 
you like to bid high to go first), Frodo, Tired 
Traveller is great if you’re playing with many 
Ring-bound companions in your deck. Each 
one can remove a burden when played, giving 
you a great backup to a high bid, protection 
from a Shadow player’s corruption strategy, or 
protection from a random Ulaire Enquea, 
Ringwmith in Twilight. 

Escape. The first Shire card to enhance a 
Hobbits vitality, Escape provides new options 
far old strategies. Merry or Pippin may see fit 
to stay and fight, soaking up a few extra 
wounds, or run and hide, exerting themselves 
and barely staying alive. Keeping your 
unbound hobbits alive and kicking will 
become more important with The Two Towers, 
as key main characters depend on them. Merry, 
Friend to Sam gets an especially large boost 

[from this card, allowing him to use his exer- 

tion ability twice in one turn. What’s so great 
about that? It’s another way to increase your 
Ring-bearers strength, keeping him alive at site 
nine. Give Merry a Hobbit Sword and any com- 
panion can gain a strength bonus of +10! 

Severed His Bonds. Until now, keeping the 
Ring-bearer (or another Hobbit) from being 
overwhelmed required Bounder. This lowly, 
ally is susceptible to all manner of Shadow 
cards and sites, from Tower Assassin to Come 
Down to Anduin Confluence. Severed His Bonds 
suffers none of the Bounder’s drawbacks, but 
gains all his strengths — and the only cards 
that can stop it are Wariness and Breeland 
Forest. This isn’t necessarily one of the best 
cards from The Two Towers, but it’s definitely 
an unexpected (and unprecedented) surprise 
that’s hard to stop. 

Get On and Get Away. Since the errata of ~ 
Throfs Map, players have been forced to rely 
on cards like Pathfinder, Galadriel Lady of the 
Golden Wood, and Ulairé Nelya, Lieutenant of 

Morgul to play off of their own site paths. Get 
On and Get Away is a more risky venture 
because of its cost (adding two burdens) but 
has a greater payoff. With Sam, Son of Hatnfast 
removing burdens as well as he does (and 
Aragom, King in Exile healing Sam), players 
may see a resurgence of decks which stay 
ahead in the race to site nine, yet rely on their 
own sites. 

Frodo’s Cloak. Another card, Frodo’s Cloak, 
allows players to cancel a skirmish without 
having cards in their hand. Since cycling your 
hand is important in The Lord of the Rings, let- 
ting cards in your hand go unused can cost 
you the game. Frodo’s Cloak allows you to 
“save up” a stealth card by putting it into play 
for later use. It’s also unaffected by previous 
stealth-card killers like the The Palantir of 
Orthanc. Even if you don’t get a chance to use 
it early in the game, removing burdens later on 
can save you the trouble of having to deal with 
the Orthanc Berserker or Ulairé Enquéa, 
Lieutenant of Morgul. 
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' FELLOWSHIP BOOSTER DRAFT 
Your new Friday night hobby 

llyjm’ :Ull'fltf 

Booster draft for The Lord of the Rings TCG 
is here! If you play the game but have never 
drafted before, don’t worry: Here’s everything 
you need to know. And if you’ve drafted before 
with other games, here’s some insight into 
which cards you need to keep an eye out for. 
Now let’s get down to it (just in case you’re 
reading this seconds before you have to make 
your first draft choice). 

You need to bring 11 cards to the event: a 
Frodo, a One Ring card, and your nine-site 
adventure deck. If you don‘t have these, just 
ask the guy with the huge binder in the comer 
and he’ll take care of you. Or you can just buy 
a starter deck — the 11 cards you need are in 
each and every starter. ‘ 

After you’ve secured those cards, you need 
to buy one draft pack and three booster packs. 
Once all the players have been divided into 
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smaller groups of six or eight, you open your 
draft pack. These cards are all yours; you don’t 
draft them. The cards in your pack should 
have a certain “feel” to them. You may get a lot 
of Uruk-hai or you may get Gandalf and some 
of his supporting cards. The types of cards in 
this pack will point you in a strategic direction 
for the remainder of the draft. If you get a lot 
of Uruk-hai in your draft pack, Uruk-hai-relat- 
ed cards that pass you in the actual draft will 
be more important to you. You’ll have a few 
minutes to examine the contents of your draft 
pack before moving on to the actual draft. 

When the draft begins, open a booster pack, 
choose one card from it, then pass the rest of 
the pack to your left. Repeat this process with 
opened pack you get from the player on your 
right. After all the cards have been chosen, 
draft a card from your second booster pack, 
this time passing the pack to your right. Your 
third and final booster pack will be passed to 
your left again. After all cards have been draft- 
ed, you‘ll have some time to create a deck with 
the contents of your draft pack and the cards 
you chose during the draft. Your deck must 
contain at least 40 cards with equal numbers of 
Free Peoples and Shadow cards. Also, if you 
have no cards left in your draw deck during a 
game, you will be able to reshuffle your discard 
pile to create a new draw deck. 

After you make your deck, you play your 
games and find out just how good a drafter 
you really are. You may get hit hard during 
your first draft — perhaps your entire theory 
behind what you should have been drafting 
was wrong, which leads to a lot of losses. What 
did you do wrong? 

The most basic rule to be aware of when 
drafting is this: The two most important card 
types are companions and minions. They are 
the key to keeping your fellowship alive and to 
stopping your opponent’s fellowship from 
moving multiple times in a turn. 

When examining your draft pack, try to 
memorize all the companions inside. As boost- 
er packs pass you in the draft, look at the Free 
Peoples support cards in each pack. If some of 
them match with one of the companions in 
your draft pack, zero in on that companion as 
your “tank." Start with this companion and 
draft support cards for only that companion (or 
his or her race). Your Free Peoples deck should 
contain eight to 10 companions, support cards 
for your “tank," and support cards for the Shire 
culture. Why Shire? Your goal is to keep Frodo , 
alive, and any cards that directly help you in 
that goal are top picks, especially commons like 
Hobbit Stealth, Hobbit Intuition, and Hobbit 
Sword. Other, more subtle, cards that protect 
Frodo include Boromir, Son of Denethor, 
Bounder, There and Back Again, and Filibert 
Bolgel'. A final note: While you should have 
eight to 10 companions in your deck, be aware 
that almost every draft pack ha cards that 
hammer players for having too large a fellow- 
ship on the table. If possible, keep fewer than 
six companions in play at all times. 
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Play 16 to 18 minions in your 20-card 
Shadow deck, with a few shadow support cards 
for your main culture. If you draft a few min- 
ions that don’t match one of the cultures in 
your draft pack, it‘s no big deal. As long as the 
minion is strong and can play on his own 
(Ringwraiths usually qualify), he’ll be good 
enough to put in your deck. One or two 
strength-enhancing events are good to include, 
to keep your opponent guessing, but unless 
you get some other huge power card in the 
draft, I suggest sticking closer to 18 minions 
rather than 16. Also remember that you’ll be 
able to replenish your draw deck when it runs 
out, so don‘t be concerned that a swarm strate- 
gy will run you out of cards too early. 

Good luck with the draft! And if people 
were waiting for you to read this while you 
were trying to make your first pick, I apolo- 
gize for being so long, but at least you’ll 
know what you should be drafting — 
and they won’t. 

* FELLOWSHIP BOOSTER DRAFT 
Your new Friday night hobby 

by‘loc Alt't’atl 

Booster draft for The Lord of the Rings TCG 
is here! If you play the game but have never 
drafted before, don’t worry: Here’s everything 
you need to know. And if you’ve drafted before 
with other games, here’s some insight into 
which cards you need to keep an eye out for. 
Now let’s get down to it (just in case you’re 
reading this seconds before you have to make 
your first draft choice). 

You need to bring 11 cards to the event: a 
Frodo, a One Ring card, and your nine-site 
adventure deck. If you don’t have these, just 
ask the guy with the huge binder in the corner 
and he’ll take care of You. Or you can just buy 
a starter deck — the 11 cards you need are in 
each and every starter. ' 

After you’ve secured those cards, you need 
to buy one draft pack and three booster packs. 
Once all the players have been divided into 
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smaller groups of six or eight, you open your 
draft pack. These cards are all yours; you don’t 
draft them. The cards in your pack should 
have a certain “feel” to them. You may get a lot 
of Uruk-hai or you may get Gandalf and some 
of his supporting cards. The types of cards in 
this pack will point you in a strategic direction 
for the remainder of the draft. If you get a lot 
of Uruk-hai in your draft pack, Uruk-hai-relat- 
ed cards that pass you in the actual draft will 
be more important to you. You’ll have a few 
minutes to examine the contents of your draft 
pack before moving on to the actual draft. 

When the draft begins, open a booster pack, 
choose one card from it, then pass the rest of 
the pack to your left. Repeat this process with 
opened pack you get from the player on your 
right. After all the cards have been chosen, 
draft a card from your second booster pack, 
this time passing the pack to your right. Your 
third and final booster pack will be passed to 
your left again. After all cards have been draft- 
ed, you’ll have some time to create a deck with 
the contents of your draft pack and the cards 
you chose during the draft. Your deck must 
contain at least 40 cards with equal numbers of 
Free Peoples and Shadow cards. Also, if you 
have no cards left in your draw deck during a 
game, you will be able to reshuffle your discard 
pile to create a new draw deck. 

After you make your deck, you play your 
games and find out just how good a drafter 
you really are. You may get hit hard during 
your first draft — perhaps your entire theory 
behind what you should have been drafting 
was wrong, which leads to a lot of losses. What 
did you do wrong? 

The most basic rule to be aware of when 
drafting is this: The two most important card 
types are companions and minions. They are 
the key to keeping your fellowship alive and to 
stopping your opponent’s fellowship from 
moving multiple times in a turn. 

When examining your draft pack, try to 
memorize all the companions inside. As boost- 
er packs pass you in the draft, look at the Free 
Peoples support cards in each pack. If some of 
them match with one of the companions in 
your draft pack, zero in on that companion as 
your “tank.” Start with this companion and 
draft support cards for only that companion (or 
his or her race). Your Free Peoples deck should 
contain eight to 10 companions, support cards 
for your “tank,” and support cards for the Shire 
culture. Why Shire? Your goal is to keep Frodo , 
alive, and any cards that directly help you in 
that goal are top picks, especially commons like 
Hobbit Stealth, Hobbit Intuition, and Hobbit 
Sword. Other, more subtle, cards that protect 
Frodo include Boromir, Son of Denethor, 
Bounder, There and Back Again, and Filibert 
Bolger. A final note: While you should have 
eight to 10 companions in your deck, be aware 
that almost every draft pack has cards that 
hammer players for having too large a fellow- 
ship on the table. If possible, keep fewer than 
six companions in play at all times. 
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Play 16 to 18 minions in your 20-card 
Shadow deck, with a few shadow support cards 
for your main culture. If you draft a few min- 
ions that don’t match one of the cultures in 
your draft pack, it’s no big deal. As long as the 
minion is strong and can play on his own 
(Ringwraiths usually qualify), he’ll be good 
enough to put in your deck. One or two 
strength-enhancing events are good to include, 
to keep your opponent guessing, but unless 
you get some other huge power card in the 
draft, I suggest sticking closer to 18 minions 
rather than 16. Also remember that you’ll be 
able to replenish your draw deck when it runs 
out, so don’t be concerned that a swarm strate- 
gy will run you out of cards too early. 

Good luck with the draft! And if people 
were waiting for you to read this while you 
were trying to make your first pick, I apolo- 
gize for being so long, but at least you’ll 
know what you should be drafting — 
and they won’t. I 

i 
i 



brua 3W" 

It’s Back 
0 350960 pa ’ ' 8V2x11 yes and It’ s begiphms 

B I 9 9 e I' Sweetest" 
and 

Gathering, collectible card games have boomed. 
More than 120 new games are attracting collec- 

tors and players of all ages. Now in its second edition, 
this guide is a one-of-a-kind source for checklists of 
every collectible card game printed in English, with 
accurate prices for more than 85,000 cards. Experts 
provide reviews of more than 450 releases. Card lists 
are separated into nines to help collectors using card 
storage pages. Plus, this edition contains an expand- 
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~ run HUNT BEGINS 
A DUN LENDING/HUNTER THEME DECK 

by M ikc Reynolds 
1 (ml of the Rings (o-rlr'signcr 

“Hunters and Pillagers" is constructed 
using themes predominant in The Two Towers, 
although a few cards are taken from the 
Fellowship block. With this deck, the Three 
Hunters — Aragom, Legolas, and Gimli — 
race across the Riddermark, while their 
Hobbit friends Merry and Pippin weave in 
and out of the game. On the Shadow side, pil- 
lagers from Dunland pour across the Isen to 
steal as much territory as possible. 

You should start with Gimli and Legolas. 
Aragom, Merry, and Pippin appear in multi- 
ples so that they can be drawn early. Like 
most Free Peoples strategies, The Hunters 
start the game weak, but become a tank by 

Archer. 
The twilight cost ofeech Shadow event 

. and Shadow condition is #1 fiorach 
‘ unbound Hobbit you can spot. 

""I‘bgv unfurnfar away... [brow in my bran Ilia! 
the): ban! no! mid Ibis mgbL'" 

HUNTERS AND 
I’ILLAGEBS 

STARTING 
1x Frodo, Reluctant 

Adventurer (MM) 
1x The One Ring, Answer to 

All Riddles (TI’) 
1x Gimli, Lockbearer (TT) 

Aragom 
1x Ranger’s Sword, Blade of 

(TT) 
1x Flaming Brand (MM) 
1x Armor (FR) 
1x Axe of Erebor (TT) 
1x Bow of the Galadhrlm 

the mid- to late-game. Their source of power 
is the two wee folk from the Shire, Merry and 
Pippin. To fully exploit the decks strengths, a 
player must be attuned to the subtle decisions 
regarding their play. 

Particularly, you must recognize the opti- 
mal times to assign an unbound Hobbit to 
skirmish and the order in which to resolve 
skirmishes. When Merry and Pippin are skir- 
mishing, you usually take a skirmish action to 
discard them, according to their game text. 
This removes them from play (though they 
will come back), and makes Gimli, Legolas, 
and Aragom sad: Gimli has one less strength, 
opponent‘s skirmish events are one pool 
cheaper, and you can inflict one fewer wound 
(when the fellowship moves) for each 
unbound Hobbit discarded. It’s often better to 
assign Aragorn or Faramir to a skirmish and 

>Saruman may not be assigned to a 
skirmish. _. , 

' Each time the fellowship moves, the F .- 
, Peoples pl: er must exert a companion, 
’ for each Man you can spot. “ 

‘ Skirmish: Excrt Saruman to make 
4 "  Man strength +2. 

2x Hillman Band (TT) 
1x Hillman Horde (11') 
3x Hillman Looter (IT) 
4x Hillman Tribe (TT) 
2x Wulf (TT) 
4x Hides (TT) 
2x Saruman, Rabble-rouser 

1x Legolas, Dauntless 
Hunter (Tl') 

FREE PEOPLES 
4x Aragom, Wingfoot (11’) 
3x Merry, Learned Guide (11’) 
3x Pippin, Woolly-footed 

Rascal (TT) 
1x Faramir, Son of Denethor 

(77) 
1x Sam, Samwise the Brave 

(TT) 
1x Treebeard, Earthbom (TT) 
1x Filibert Bolger, Wily 

Rascal (MM) 

(FR) _ 
1x Long-knives of Legolas 

EL 
1x Sting (FR) 
2x Hard Choice (Tl’) 
3x Khazad Ai-ménu (TI) 
3x Defend It and Hope (IT) 
2x Power According to His 

Stature (FR)- 
1x There and Back Again 

(FR) 
1x Ever My Heart Rises (Tl') 
SHADOW 
4x Dunlending Pillager (11') 
lrx Dunlending Ransacker 

(rr) 
2x Dunlending Warrior (IT) 

('1') 
1x No Retreat (TT) 
2x Wild Man Raid (1T) 
3x Bum Every Village (1T) 
1x Constantly Threatening, 

(IT) 
ADVENTURE DECK 
The Riddermark (TT) 
Rohirrim Village (11’) 
Westemnet Plains (TT) 
White Rocks (TT) 
Hamburg Courtyard (IT) 
Homburg Amory (TT) 
Hamburg Causeway (TT) 
Ring of Isengard (TT) 
Orthanc Balcony ('IT) 
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take wounds than to let an unbound Hobbit 
run away. Unbound Hobbits are also excellent 
archery soaks with their four vitality, because 
they return fully healed after being discarded. 

The deck is weighted to face Uruk-hai 
and has good options against Nazgfll. Gimli 
is a killing machine once he gets his axe. 
With Legolas reducing the threat of Shadow 
skirmish events, Gimli can often get his 
strength to 13 (with Khazad Ai-ménu) and 
not have to worry about a surprise Savagery 
to Match Their Numbers. Especially potent 
against Uruks is Defend It and Hope. Another 
option this deck allows is not stopping at a 
sanctuary. It has a good bit of healing, so 
keep your eyes open for a site five to site 
seven move. - 

The Hunters’ major weakness is a lack of 
condition removal. If your opponent is play— 
ing Moria swarm, Sauron damage conditions, 
Uruk search conditions with Grima, or 
Saruman’s Ambition, you’ll need to develop 
tactics to minimize their stopping power. 
Save your Frodo protection cards until 
Frodo’s life is threatened against swarm, go 
all out to win skirmishes against Sauron 
Ores, minimize the permanents you place on 
companions to counteract Grima and against 
Saruman’s Ambition, and try to entice your 
opponent into popping his copies off early in 
the game. 

Shadow—wise, the Dunland strategy is a 
lot of fun. The main issue with Dunlendings 
is keeping them alive until their powerful 
card texts kick in. Archery is their nemesis, 
and the decks defenses against this (and 
direct damage in general) are numerous: four 
Hides, two Sarumans, a Hillman Horde, and 
sites two and three. If the Dunlendings con- 
sistently win skirmishes, you’ll likely win the 
game. 

This is a site-control deck. Your ultimate 
play is Hillman Horde with three or four con— 
trolled sites. It’s all over but the crying at that 
point. As a site-control deck, it’s advantageous 
to go first, so that sites will be available to 
control during your opponent’s first turn - 
you’ll have already passed them. However, the 
deck isn’t really prepared to bid a lot. I usual- 
ly bid two for fear of Nazgfil Sword, but you 
can try bidding three. You can even start Sam 
and bid five, but you would want to change 
the deck to consistently draw Gimli or 
Legolas, whichever you don’t start. By bidding 
two, my opponent goes first a lot of the time. 
This sacrifices the Dunlendings‘ ability to 
control sites on my opponent’s first turn, but i 
do get the benefit of my site two (and usually 
my site three). Also, if my opponent hasn’t 
seen any discards and doesn‘t otherwise know 
what I‘m playing, I can try an evil gambit. If i 
open with a handful of Dunlendings, I can 
play nothing at site two and then unload at 
my site three, Westemnet Plains, where my 
boys are not roaming and archery is 
skipped. Even a king will have trouble . 
healing those wounds. 

° ma HUNT BEGINS 
A DUNLENDING/HUNTER THEME DECK 

by Mike Reynolds 
Lord of the Rings (ti-designer 

“Hunters and Pillagers” is constructed 
using themes predominant in The Two Towers, 
although a few cards are taken from the 
Fellowship block. With this deck, the Three 
Hunters — Aragorn, Legolas, and Gimli — 
race across the Ridderrnark, while their 
Hobbit friends Merry and Pippin weave in 
and out of the game. On the Shadow side, pil- 
lagers from Dunland pour across the Isen to 
steal as much territory as possible. 

You should start with Gimli and Legolas. 
Aragorn, Merry, and Pippin appear in multi- 
ples so that they can be drawn early. Like 
most Free Peoples strategies, The Hunters 
start the game weak, but become a tank by 

' ‘ "“Tbty arrfar,far away... Ilmow in my bean that 
e ' ' they have no! rested this night.” 

the mid- to late-game. Their source of power 
is the two wee folk from the Shire, Merry and 
Pippin. To fully exploit the deck’s strengths, a 
player must be attuned to the subtle decisions 
regarding their play. 

Particularly, you must recognize the opti- 
mal times to assign an unbound Hobbit to 
skirmish and the order in which to resolve 
skirmishes. When Merry and Pippin are skir- 
mishing, you usually take a skirmish action to 
discard them, according to their game text. 
This removes them from play (though they 
will come back), and makes Gimli, Legolas, 
and Aragorn sad: Gimli has one less strength, 
opponent’s skirmish events are one pool 
cheaper, and you can inflict one fewer wound 
(when the fellowship moves) for each 
unbound Hobbit discarded. It’s often better to 
assign Aragorn or Faramir to a skirmish and 
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HUNTERS AND 
PILLAGEHS 

STARTING 
1x Frodo, Reluctant 

Adventurer (MM) 
lit The One Ring, Answer to 

All Riddles (TT) 
1x Gimli, Lockbearer (TT) 
1x Legolas, Dauntless 

' Hunter (11’) 
FREE PEOPLES 
4x Aragorn, Wingfoot (TT) 
3:: Merry, Learned Guide (TT) 
3x Pippin, Woolly-footed 

Rascal (TT) 
1x Faramir, Son of Denethor 

1:: Sam, Samwise the Brave 
("3 

1x Treebeard, Earthbom (IT) 
1:: Filibert Bolger, Wily 

Rascal (MM) 

38 

1x Rangel’s Sword, Blade of 
Aragorn (TT) 

1x Flaming Brand (MM) 
1x Armor (FR) 
1x Axe of Erebor (IT) 
1x Bow of the Galadhrim 

(FR) 
1x Long-knives of Legolas 

(El) 
1x Sting (FR) 
2x Hard Choice (TT) 
3:: Khazad Ai-ménu (IT) 
3x Defend It and Hope (TI’) 
2): Power According to His 

Stature (FR)- 
1x There and Back Again 

FR ( ) 
1x Ever My Heart Rises (IT) 
SHADOW 
4x Dunlending Pillager (IT) 
4x Dunlending Ransacker 

(1") 
.2x Dunlending Warrior (IT) 

2x Hillman Band (TT) 
1x Hillman Horde (TT) 
3x Hillman Looter (IT) 
4x Hillman Tribe (TT) 
2x Wulf (TT) 
4): Hides (IT) 
2x Saruman, Rabble-rouser 

(Tl) 
1x No Retreat (IT) 
2x Wild Man Raid (TT) 
3x Burn Every Village (TT) 
1:: Constantly Threatening. 

(Tl) 
ADVENTURE DECK 
The Riddennark (IT) 
Rohirrim Village (IT) 
Westemnet Plains (IT) 
White Rocks (1T) 
Hamburg Courtyard (IT) 
Homburg Armory (IT) 
Hamburg Causeway (IT) 
Ring of Isengard (TT) 
Orthanc Balcony (IT) 
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take wounds than to let an unbound Hobbit 
run away. Unbound Hobbits are also excellent 
archery soaks with their four vitality, because 
they return fully healed after being discarded. 

The deck is weighted to face Uruk-hai 
and has good options against Nazgul. Gimli 
is a killing machine once he gets his axe. 
With Legolas reducing the threat of Shadow 
skirmish events, Gimli can often get his 
strength to 13 (with Khazad Ai-ménu) and 
not have to worry about a surprise Savagery ' 
to Match Their Numbers. Especially potent 
against Uruks is Defend It and Hope. Another 
option this deck allows is not stopping at a 
sanctuary. It has a good bit of healing, so 
keep your eyes open for a site five to site 
seven move. - 

The Hunters’ major weakness is a lack of 
condition removal. If your opponent is play- 
ing Moria swarm, Sauron damage conditions, 
Uruk search conditions with Grima, or 
Saruman’s Ambition, you’ll need to develop 
tactics to minimize their stopping power. 
Save your Frodo protection cards until 
Frodo’s life is threatened against swarm, go 
all out to win skirmishes against Sauron 
Ores, minimize the permanents you place on 
companions to counteract Grima and against 
Saruman’s Ambition, and try to entice your 
opponent into popping his copies off early in 
the game. 

Shadow-wise, the Dunland strategy is a 
lot of fun. The main issue with Dunlendings 
is keeping them alive until their powerful 
card texts kick in. Archery is their nemesis, 
and the deck’s defenses against this (and 
direct damage in general) are numerous: four 
Hides, two Sarumans, a Hillman Horde, and 
sites two and three. If the Dunlendings con- 
sistently win skirmishes, you’ll likely win the 
game. 

This is a site-control deck. Your ultimate 
play is Hillman Horde with three or four con- 
trolled sites. It’s all over but the crying at that 
point. As a site-control deck, it’s advantageous 
to go first, so that sites will be available to 
control during your opponent’s first turn —- 
you’ll have already passed them. However, the 
deck isn’t really prepared to bid a lot. I usual- 
ly bid two for fear of Nazgfil Sword, but you ' H 
can try bidding three. You can even start Sam 
and bid five, but you would want to change 
the deck to consistently draw Gimli or 
Legolas, whichever you don’t start. By bidding 
two, my opponent goes first a lot of the time. 
This sacrifices the Dunlendings’ ability to ' 
control sites on my opponent’s first turn, but I 
do get the benefit of my site two (and usually 
my site three). Also, if my opponent hasn’t 
seen any discards and doesn’t otherwise know , 
what I’m playing, 1 can try an evil gambit. If I l 
open with a handful of Dunlendings, I can I 
play nothing at site two and then unload at I 
my site three, Westemnet Plains, where my 
boys are not roaming and archery is 
skipped. Even a king will have trouble . 
healing those wounds. 



TOURNAMENT STRATEGY: 
URUK’HAI SITE CONTROL 

by joc Alrcad 
Lord of Hit“ Rings (‘tJ-(lt'signn‘ 

As you open pack of The Two Towers base 
set, you’ll soon notice numerous new strategies 
available to you. It can be overwhelming at first. 
How should you begin to explore all these new 
options? If you‘re looking for a high—level deck 
to bring to your first tournament after the 
release of the set, look no further! This deck 
will not only introduce you to two new top- 
level strategies in the environment, but it should 
also get you a fairly high placing at your event. 

Bid seven at the start of the game; this 
should allow you to go first. Immediately 
remove three burdens with Sam, Son of Hamfast 
and remove burdens throughout the game with 
Frodo, Tired Travelel’s game text. Exert Merry 
and Pippin to play Aragom from your draw 
deck and use him to power your way through 
multiple moves every turn. Merry and Pippin 
are extremely versatile: They can take extra 
archery for you. they can exert twice to cancel 
skirmishes (via F'llibert Bolger), and they can 
even get you back in the lead via Demdingle if 
you happen to lose the bid to go first. Don’t for— 
get that they get +2 strength from There and 
Back Again, as well. 

The rest of your Free Peoples deck revolves 
around Ring—bound companions. Many cards in 
the Two Towers set punish unbound compan- 
ions. By playing with multiple' Ring-bound com- 
panions, you bypass these kinds of penalties. 
Use these guys to take on your opponent’s 
power minions, then use Aragom to kill them 
off when you move again. 

The Shadow deck is a basic Uruk- 
hai/Saruman mix with a twist of site control. 
Your Uruk-hai are fairly large on their own and 
present a dangerous threat to your opponent 

‘ when you get them out. However, site control is 
what will enable you to actually kill the Ring— 
bearer (should you have to do that in order to 
win). There are four cards in the deck that allow 
you to control sites Once you get a couple out, 
you should be able to control a site or two every 
turn once your opponent's fellowship gets past 
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site three. As you control more sites, your Uruk- 
hai cost less and less. By the end of the game. 
twilight pool will be meaningless to you; most 
of your Uruks will cost only one or two twi— 
light. leaving you plenty of resources to get 
Saruman out and make them all fierce! 

Try to stay ahead in the race at all costs; a 
Dunlending deck that controls sites can easily 
counter the Shadow deck site-control strategy 
Dunlendings mn take control of sites faster than 
Uruk-hai, leaving no more land for you to seize 
when you finally get the deck rolling. 

Defend it and Hope is an extremely powerful 
card and should be saved for when you 
absolutely need it (after site six). If you get a 
few of them early and need to burn one for 
card-flow reasons, so be it, but don’t leave site 
six without one. 

Be aware of your burden count and don't 
ever go above four burdens in order to discard 
Pippin. If you do, you‘ll be vulnerable to all 
sorts of nasty things like Ulaire Enquea and 
Easterling Captain. 

After playing around with this deck. you 
should have a fairly good feel for how site con- 
trol works, along with the new mechanies sur- 
rounding Hobbit manipulation. While the meth- 
ods this deck uses are solid, they aren‘t the only 
way to go. More Isengard cards that provide 

STARTING 
1x Frodo, Tired Traveler (Tl’) 
1x The One Ring, lsildui’s 

Bane (FR) 
1x Sam, Son of Hamfast (FR) 
1x Merry, Learned Guide (11’) 
1x Pippin, Woolly-footed (MM) 

Rascal (1T) 
FREE PEOPLES 
3x Gondorian Ranger (11’) 
1x Faramir, Son of Denethor (FR) 

SHADOW 

2x Sting (FR 

(TI) 
2x Ranger of Ithilien (11') 
1x Aragom, Wingfoot (TT) 
4x Defend It and Hope (Tr) 
1x Forbidden Pool (11’) 
1x Henneth Anm‘m (11') 
1x Ruins of Osgiliath (1T) 
1x Cliffs of Emyn Muil (IT) 

3x Ranger’s Bow (FR) 
3x Knocked on the Head 

(TD 1x Filibert Bolger (MM) 
) 

1x 0 Elbereth! Gilthoniel! 

1x There and Back Again 
(FR) 

1x Thrarin, Dwarven Smith 

4x Uruk-hai Mob (TI’) 
6x Uruk-hai Patrol 
4x Umk-hai Horde 
4x limit-hai Marauder (11) 
2x Ulairé Enquéa (FR) 
2x Saruman, Keeper of 

Isengard (EL) 

”OUT OF PRINT 
MIDDLE-EARTH 

FIGURES" 
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made by Toy Vault including several 
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hand extension via site control could be includ- 
ed as well. setting up a swarm approach. And 
the Hobbits could be streamlined into a 
more focused Hunter deck using Legolas 
and Gimli as well as Aragom. 
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2x Uruk Veteran (TT) 
4x Savagery to Match Their 

Numbers (FR) 
2x Attack on Helm’s Deep 

(TI) 
2x Down to the Last Child 

(1T) 
ADVENTURE DECK 
The Riddennark (11') 
Demdingle (IT) 
Barrows of Edoras (TT) 
White Mountains 
Homburg Courtyard 
Caves of Aglarond (1T) 
Hamburg Causeway (Ti') 
Wizard’s Vale (Tr) 
Orthanc Balcony (11') 
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TOURNAMENT STRATEGY: 
URUK-HAI SITE CONTROL 

byjoc Alrcad 
Lord of the Rings (‘O-lh’Sigllt‘l' 

As you open packs of The Two Towers base 
set, you’ll soon notice numerous new strategies 
available to you. It can be overwhelming at first. 
How should you begin to explore all these new 
options? If you’re looking for a high-level deck 
to bring to your first tournament after the 
release of the set, look no further! This deck 
will not only introduce you to two new top- 
level strategies in the environment, but it should 
also get you a fairly high placing at your event. 

Bid seven at the start of the game; this 
should allow you to go first. Immediately 
remove three burdens with Sam, Son of Hamfast 
and remove burdens throughout the game with 
Frodo, Tired Travelers game text. Exert Merry 
and Pippin to play Aragom from your draw 
deck and use him to power your way through 
multiple moves every turn. Merry and Pippin 
are extremely versatile: They can take extra 
archery for you, they can exert twice to cancel 
skirmishes (via Filibert Bolger), and they can 
even get you back in the lead via Demdingle if 
you happen to lose the bid to go first. Don’t for- 
get that they get +2 strength from There and 
Back Again, as well. 

The rest of your Free Peoples deck revolves 
around Ring-bound companions. Many cards in 
the Two Towers set punish unbound compan- 
ions. By playing with multiple’ Ring-bound com- 
panions, you bypass these kinds of penalties. 
Use these guys to take on your opponent’s 
power minions, then use Aragom to kill them 

, off when you move again. 
The Shadow deck 18 a basic Uruk- 

hai/Saruman mix with a twist of site control. 
Your Uruk-hai are fairly large on their own and 
present a dangerous threat to your opponent 

. when you get them out. However, site control is 
what will enable you to actually kill the Ring- 
bearer (should you have to do that in order to 
win). There are four cards in the deck that allow 
you to control sites. Once you get a couple out, 
you should be able to control a site or two every 
turn once your opponent’s fellowship gets past 
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site three. As you control more sites, your Uruk- 
hai cost less and less. By the end of the game, 
twilight pool will be meaningless to you; most 
of your Uruks will cost only one or two twi- 
light, leaving you plenty of resources to get 
Saruman out and make them all fierce! 

Try to stay ahead in the race at all costs; a 
Dunlending deck that controls sites can easily 
counter the Shadow deck site-control strategy. 
Dunlendings can take control of sites faster than 
Uruk-hai, leaving no more land for you to seize 
when you finally get the deck rolling. 

Defend it and Hope is an extremely powerful 
card and should be saved for when you 
absolutely need it (after site six). If you get a 
few of them early and need to burn one for 
card-flow reasons, so be it, but don’t leave site 
six without one. 

Be aware of your burden count and don’t 
ever go above four burdens in order to discard 
Pippin. If you do, you’ll be vulnerable to all 
sorts of nasty things like Ulaire Enquéa and 
Easteding Captain. 

After playing around with this deck, you 
should have a fairly good feel for how site con- 
trol works, along with the new mechanies sur- 
rounding Hobbit manipulation. While the meth- 
ods this deck uses are solid, they aren’t the only 
way to go. More Isengard cards that provide 

STARTING 
1x Frodo, Tired Traveler (TI') 
1x The One Ring, Isildufs 

Bane (FR) 
111 Sam, Son of Hamfast (FR 
1x Merry, Learned Guide 
111 Pippin, Woolly-footed (MM) 

Rascal (11') 
FREE PEOPLES (FR) 
311 Gondorian Ranger (TT) 
111 Faramir, Son of Denethor (FR) 

SHADOW 

2x Sting (FR 

(IT) 
211 Ranger of Ithilien (TT) 
111 Aragom, Wingfoot (TT) 
411 Defend It and Hope (1T) 
1x Forbidden Pool (11') 
1x Henneth Ann1'1n (TT) 
1x Ruins of Osgiliath (TT) 
1x Cliffs of Emyn Muil (1T) 

3x Rangers Bow (FR) 
311 Knocked on the Head 

1x Frillliliert Bolger (MM) 

111 0 Elbereth! Gilthoniel! 

111 There and Back Again 

1x Thrarln, Dwarven Smith 

411 Uruk-hai Mob (TT) 
411 Uruk-hai Patrol 
4x Uruk-hai Horde 
4x Uruk-hai Marauder (11') 
2x Ulaire Enquea (FR) 
2x Saruman, Keeper of 

Isengard (EL) 
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hand extension via site control could be includ- 
ed as well, setting up a swarm approach. And 
the Hobbits could be streamlined into a 
more focused Hunter deck using Legolas . 
and Gimli as well as Aragom. 
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ADVENTURE DECK 
The Riddennark (TT) 
Demdingle (TT) 
Barrows of Edoras (TT) 
White Mountains 
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Hamburg Causeway (Tl’) 
Wizard’s Vale (TT) 
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MULTIPLAYER GAMES: 
GET ON YOUR HORSE 

by C h u c k  Kall t 'nbarh I I  
Lord q! lht' Rings (’u—(lt'sigm'l' 

The Lord of the Rings TCG was designed to 
be the same game with the same rules for any 
number of players. We’ve found that many 
players play most (or even all) of their games 
in a multiplayer (three or more players) set- 
ting. They find it a richer and different expe— 
rience from the two—player game, and there 
are many great reasons to try it. 

Multiplayer games tend to be less compet- 
itive than head-to-head, which means players 
use all kinds of decks. Only a limited number 
of decks are good enough for the top-level 
tournament scene, but just about anything 
goes in multiplayer. You can learn new strate- 
gies and tips from all the different decks 
you‘ll see. 

When there are three or more players, 
there are politics. That’s true for any kind of 
competition. However, most players don’t 
resort to double-dealing or backstabbing. If 
you’re just starting out in the local multiplay- 

'egroup: Spot a A! ally and exert 
code" to liberate a site. ~ 
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HARADRIM 8. HORSES 
All cards are from 

The Two Towers 
STARTING 
1x Frodo, Tired Traveller 
1x The One Ring, Answer to 

All Riddles 
1x Eomer, Third Marshal of 

Riddennark 
1x Elite Rider 
FREE PEOPLES 
1x Brego 
3x Elite Rider 
2x Eowyn, Lady of Rohan 
1x Firefoot 
4x Gandalf, The White 

Wizard 

Stick 

1x Shadowfax 

Mark 

SHADOW 

1x Gandalf’s Staff, Walking 

4x Grown Suddenly Tall 
4x Riders Mount 
4x Rider’s Spear 

4x Simbelmyné 
4x Sword of Rohan 
2x Théoden, Lord of the 

3x Work for the Sword 

3x Men of Rht‘in 
4x 0n the March 
4x Southron Archer 
4x Southron Bow 
4x Southron Bowman 

er scene, you might want to lay back and 
play it polite for a few games, until you see 
how the other players behave. 

Here’s a tip: sometimes it’s best not to 
finish off another player’s Ring—bearer. Tell 
the other players you don’t have any min- 
ions. If you keep that player in the game, 
he’ll continue to play minions and frustrate 
other players. 

Cards that are globally powerful in two- 
player games are often many times more 
powerful in multiplayer contests. A well- 
timed Grown Suddenly Tall in a six-player 
game can discard a dozen conditions. When 
you play a card like this, it’s like pressing a 
reset button for the state of the game. 
However, such cards draw a lot of attention 
and can make enemies for you. The player 
who had to discard four copies of Wrath of 
Harad to your Gandalf event is no longer 
your friend. Even though each player is try— 
ing to win, i t  doesn’t hurt  to have a friend or  
two in the early game. 

Be careful when choosing your sites, since 
they may affect every player. When each fel- 
lowship moving to your copy of Golden Hall 
has to discard all its weapons, you‘ll gain an 
enemy each turn. Jumping ahead is another 
sure way to draw attention. When you’re in 
front, other players will coordinate their 
efforts to slow you down. Sometimes it’s best 
to be patient, aim for second, and make a 
dash for site nine on your last turn. 

Everybody into the pool 
Management of the twilight pool becomes 

critical in multiplayer. Every token added to 
the pool by the Free Peoples player will prob- 
ably be used. There are no free rides, a t  least 
not early in the game. Some players may run 
out of cards or minions by the end of the 
game to provide a late dash opportunity, but 
otherwise you must be careful. 

“Pool choke” strategies are used in multi— 
player as well as in two-player, but your 
opponents can conspire against you, so 
watch out. When one player uses his 
Southron minions with ambush to add twi- 
light tokens so that other players can play 

2x Southron Commander 
2x Southron Fighter 
4x Southron Scout 
4x Southron Soldier 
4x Southron Spear 
2x Southron Troop 
3x Whirling Strike 
ADVENTURE DECK 
Western Emyn Muil 
Plains of Rohan Camp 
Throne Room 
White Rocks 
Helm’s Gate 
Homburg Armory 
King’s Room 
Wizard’s Vale 
Orthanc Library 

' SCRYE ' 

minions, you could be the one choking. 
Here are two tips for bidding in multi- 

player: Vlfm the bid and choose to go second, 
and you’ll almost always get your site two in 
play. With the unpredictable nature of the 
adventure path in a multiplayer game, it’s 
nice to be able to plan for something. 
Alternatively, choose to go last, and see 
something of the other players‘ strategies 
before you take your first turn. 

Think big 
Your tight, toumament-winning, 60-card 

deck will probably run out of cards in a mul- 
tiplayer game. Obviously, more players make 
that even more likely. Many multiplayer 
games are won by a fellowship facing Shadow 
players without cards to play at all, so don‘t 
give any opponent a free ride to site nine. 
Players often add about 10 cards for each 
player over two. 

If you’ re used to playing with four or five 
companions in your deck, you might want to 
think big in that department, too. Unless 
you’re trying the “solo Frodo” strategy, you’ll 
probably want nine companions in your 
deck, maybe even multiple copies. 
Remember, as the size of your draw deck 
increases, you need to add companion cards 
to make sure you have one when you need it. 
That doesn't mean you have to have nine in 
play at any one time. 

Synergy between Shadow cultures can 
make a multiplayer game a lot more fun, but 
not if you’re the odd player out. If everybody 
else is adding burdens with Easterlings, 
you’ll be out of the game quickly and listen- 
ing to the other players congratulate each 
other on their teamwork. This can work 
both ways. If your Free Peoples cards are 
loaded up to defeat Isengard and several 
opponents play Uruk-hai, you might come 
out looking like a champ. 

Cards that get more interesting in multi- 
player include the dual-culture cards from ' 
Realms of the Elf—lords. These cards spot one 
culture to give a bonus to another. They’re 
hard to play in head-to-head, but you might 
get lucky and pair up with the right Shadow 
player in a big game. 

We have to mention a card specifically 
designed for multiplayer, Cast It Into the 
Fire. In the largest multiplayer game ever (so 
far), the first person to play this event drew 
23 cards. Even if he had survived the turn 
(which he didn’t), he nearly decked himself 
with one card play —— so use it wisely. 

The 80-card, four-player deck presented 
here features Southrons and Rohirrim. It's 
designed to make friends with fellow Shadow 
players, who will appreciate the Southron 
archery and ambush capabilities. The starting 
fellowship of Eomer and an Elite Rider makes 
sure that all those mounts and weapons aren’t 
wasted. A strong Gandalf package pro- 
vides condition control. 

MULTIPLAYER GAMES: 
GET ON YOUR HORSE 

by Chuck Kallcnbach l l  
Lord nfthc Rings (tr-designer 

The Lord of the Rings TCG was designed to 
be the same game with the same rules for any 
number of players. We’ve found that many 
players play most (or even all) of their games 
in a multiplayer (three or more players) set- 
ting. They find it a richer and different expe- 
rience from the two-player game, and there 
are many great reasons to try it. 

Multiplayer games tend to be less compet- 
itive than head-to-head, which means players 
use all kinds of decks. Only a limited number 
of decks are good enough for the top-level 
tournament scene, but just about anything 
goes in multiplayer. You can learn new strate- 
gies and tips from all the different decks 
you’ll see. 

When there are three or more players, 
there are politics. That’s true for any kind of 
competition. However, most players don’t 
resort to double-dealing or backstabbing. If 
you’re just starting out in the local multiplay- 
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HARADRIM 31 HORSES 
All cards are from 

The Two Towers 
STARTING 
1x Frodo, Tired Traveller 
1x The One Ring, Answer to 

All Riddles 
1x Eomer, Third Marshal of 

Riddermark 
1x Elite Rider 
FREE PEOPLES 
1x Brego 
3x Elite Rider 
2x Eowyn, Lady of Rohan 
1x Firefoot 
4x Gandalf, The White 

Wizard 

Stick 

Mark 

SHADOW 

1x Gandalf’s Staff, Walking 

4x Grown Suddenly Tall 
4x Rider’s Mount 
4x Rider’s Spear 
1x Shadowfax 
4x Simbelmyné 
4x Sword of Rohan 
2x Théoden, Lord of the 

3x Work for the Sword 

3x Men of Rht‘m 
4x On the March 
4x Southron Archer 
4x Southron Bow 
4x Southron Bowman 

er scene, you might want to lay back and 
play it polite for a few games, until you see 
how the other players behave. 

Here’s a tip: sometimes it’s best not to 
finish off another player’s Ring-bearer. Tell 
the other players you don’t have any min- 
ions. If you keep that player in the game, 
he’ll continue to play minions and frustrate 
other players. 

Cards that are globally powerful in two- 
player games are often many times more 
powerful in multiplayer contests. A well- 
timed Grown Suddenly Tall in a six-player 
game can discard a dozen conditions. When . 
you play a card like this, it’s like pressing a 
reset button for the state of the game. 
However, such cards draw a lot of attention 
and can make enemies for you. The player 
who had to discard four copies of Wrath of 
Harad to your Gandalf event is no longer 
your friend. Even though each player is try- 
ing to win, it doesn’t hurt to have a friend or 
two in the early game. 

Be careful when choosing your sites, since 
they may affect every player. When each fel- 
lowship moving to your copy of Golden Hall 
has to discard all its weapons, you’ll gain an 
enemy each turn. Jumping ahead is another 
sure way to draw attention. When you’re in 
front, other players will coordinate their 
efforts to slow you down. Sometimes it’s best 
to be patient, aim for second, and make a 
dash for site nine on your last turn. 

Everybody into the pool 
Management of the twilight pool becomes 

critical in multiplayer. Every token added to 
the pool by the Free Peoples player will prob- 
ably be used. There are no free rides, at least 
not early in the game. Some players may run 
out of cards or minions by the end of the 
game to provide a late dash opportunity, but 
otherwise you must be careful. 

“Pool choke” strategies are used in multi- 
player as well as in two-player, but your 
opponents can conspire against you, so 
watch out. When one player uses his 
Southron minions with ambush to add twi- 
light tokens so that other players can play 

2x Southron Commander 
2x Southron Fighter 
4x Southron Scout 
4x Southron Soldier 
41: Southron Spear 
2x Southron Troop 
3x Whirling Strike 
ADVENTURE DECK 

Western Emyn Muil 
Plains of Rohan Camp 
Throne Room 
White Rocks 
Helm’s Gate 
Hamburg Armory 
King’s Room 
Wizard’s Vale 
Orthanc Library 
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minions, you could be the one choking. 
Here are two tips for bidding in multi- 

' player: Win the bid and choose to go second, 
and you’ll almost always get your site two in 
play. With the unpredictable nature of the 
adventure path in a multiplayer game, it’s 
nice to be able to plan for something. 
Alternatively, choose to go last, and see 
something of the other players’ strategies 
before you take your first turn. 

Think big 
Your tight, tournament-winning, 60-card 

deck will probably run out of cards in a mul- 
tiplayer game. Obviously, more players make 
that even more likely. Many multiplayer 
games are won by a fellowship facing Shadow . 
players without cards to play at all, so don’t 
give any opponent a free ride to site nine. 
Players often add about 10 cards for each 
player over two. 

If you’ re used to playing with four or five 
companions in your deck, you might want to 
think big in that department, too. Unless 
you’re trying the “solo Frodo” strategy, you’ll 
probably want nine companions in your 
deck, maybe even multiple copies. 
Remember, as the size of your draw deck 
increases, you need to add companion cards 
to make sure you have one when you need it. 
That doesn’t mean you have to have nine in 
play at any one time. 

Synergy between Shadow cultures can 
make a multiplayer game a lot more fun, but 
not if you’re the odd player out. If everybody 
else is adding burdens with Easterlings, 
you’ll be out of the game quickly and listen- 
ing to the other players congratulate each 
other on their teamwork. This can work 
both ways. If your Free Peoples cards are 
loaded up to defeat Isengard and several 
opponents play Uruk-hai, you might come 
out looking like a champ. 

Cards that get more interesting in multi- 
player include the dual-culture cards from ' 
Realms of the Elf-lords. These cards spot one 
culture to give a bonus to another. They’re 
hard to play in head-to-head, but you might 
get lucky and pair up with the right Shadow 
player in a big game. 

We have to mention a card specifically 
designed for multiplayer, Cast It Into the 
Fire. In the largest multiplayer game ever (so 
far), the first person to play this event drew 
23 cards. Even if he had survived the turn 
(which he didn’t), he nearly decked himself 
with one card play — so use it wisely. 

The 80-card, four-player deck presented 
here features Southrons and Rohirrim. It’s 
designed to make friends with fellow Shadow 
players, who will appreciate the Southron 
archery and ambush capabilities. The starting 
fellowship of Eomer and an Elite Rider makes 
sure that all those mounts and weapons aren’t 
wasted. A strong Gandalf package pro- 
vides condition control. 



T‘Efléaffifiifmo MENACE 
by Brian Kallcribaclr 
Lord oftlrc Rings plrr_\'tt’str'r' 

This deck is all about dealing damage with 
two of the new cultures in The Two Towers — 
both on the Fellowship and Shadow sides. 

For the Fellowship, you take advantage of 
the Rohan horses’ ability to deal damage to 
minions before skirmishes take place, giving 
your companions a little strength bonus and 
giving them a leg up on their opponents. The 
villagers also help, adding strength and keep- 
ing your low-vitality companions healthy. 

Keeping your companions alive can be 
rough once they start taking damage. It’s 
imperative that you win skirmishes against 
Uruk-hai decks to minimize the amount of 
damage you take. The fact that most of your 
companions will be natural nines against them 
helps, and you have two allies in Hlafwine and 
Léod who can exert to give +2 strength. Also, 
the huge damage bonuses you can gain can 
make multiple moves easy. Eomer on Firefoot 
alone will deal four wounds each time he wins 
a skirmish. . 

Setting up these combos can be difficult, 
but luckily, Rohan has one of the best cards 
for doing so in the game, Simbelmyné. With 
the ability to search your deck for any charac- 
ter or possession, getting Eomer, his spear, 
and his horse together isn't difficult. Need a 

_ companion right now, or one of your allies? 
Simbelmyné can fetch them too. 

Watch out for Dunlending decks, however, 
as their low vitality actually hurts you more 
than it helps you. Without the free +2 strength 
from having a wound on their minions, their 
high strength can be a problem. And if you 
give them enough pool, they can easily cover 
your damage bonuses using Hides. Their 
capacity to discard your possessions can also 
hurt, knocking your Fellowship back down 
around the five- to seven-strength range. 
Against these decks, keep your Fellowship 
small, so that you’re only facing one or two 
Dunlendings each time you move, then heal 
the damage with your villagers. 

This deck could also use Eowyn, primarily 
her Sister-daughter version. Eowyn’s ability to 
avoid death from wounds makes her invalu— 
able in almost any deck, and her weapon, 
alongside the villagers in the deck, can make 
her just as lethal as Eomer. Including some 
non-Rohan companions, such as Aragom and 
Faramir, can boost the survivability of your 
support characters and increase the amount of 
damage you deal. 

On the Shadow side, archery is your focus 
and dealing direct damage is your key to vic- 
tory. Arrow from the South is a powerful card 
that can enable one Southron archer to deal a 
lot of wounds late in the game — often four 
or five per copy of Arrow from the South in 
play! While you‘re not really set up to win 
that many skirmishes, getting an Arrow from 

. the South out early can improve that, giving 

you one or two tokens per copy. It’s important 
to use these conditions often, however, since 
they’re unique and they‘ll fly through your 
hand quickly. Using one lets you heal minions 
like Desert Lord, who can turn around and 
deal another couple of wounds to companions 

. of your choice. 
The Southron Bow is another potent utility, 

as three pool will almost always give you two 
extra damage. One Southron Bowman and one 
non-archer minion with a Southron Bow 
equals three damage without even considering 

' skirmishes. Since Southron Bow can make 
your site-controllers into archers, controlling 
sites can be incredibly easy, as Arrow from the 
South heals your minions who exert to control 
sites. Control one or two sites and Southron 
Archer is suddenly dealing three wounds every 
time you put one on the table. Get out a 
Regiment of Haradrim with a Bow and the 
Archer and you‘re almost guaranteed a stop. 

However, this strategy is a weak against 
smaller Fellowships, as you need to have a ton 
of pool to make it work. But the capacity to 
exert any companions you choose gives this 
deck the punch to beat most direct-damage 
decks -— and can take down bigger Fellowship 

Fasterling. Fierce. . 
Skirmish: Spot 2 burdens and remove ’; 

_ ' to make an Easter-ling strength +2. 
’ Skirmish: S r 4 burdens and remove . 

to make an ‘ sterling strength +3. _ 
Skirmish: Spot 6 burdens and remove 7 

. nuke an Easterling strength ‘4 .  

members, or at the least, force your opponent 
to put your bigger minions on his smaller 
characters. If Aragom and Gandalf are both 
exhausted, the Regiment of Haradrim are 
almost guaranteed a kill. 

The Shadow side of this deck doesn’t have 
a lot of room to spare, but there are a few 
options. If the archers cost too much, you can 
swap them out for other Southrons. This will 
cost less per minion, but to get their real dam- 
age output, you‘ll still have to spend the extra 
pool. Including some of the Southron pool— 
adding utilities, like Flanking Attack or  South- 
ron Scout, can make this more viable; you 
need a ton of pool to equal the damage you 
deal with the archers. 

You can also include more strength 
enhancers, either through events or  the 
Southron Spear, to win more skirmishes. 
With the low strength of some of the archers, 
winning skirmishes against the likes of 
Gandalf, Aragom, and Eomer will be diffi- 
cult. Generally, the smaller archers are just 
there to build up as much damage as they 
can before the skirmish phase and then die 
off, while the big boys tackle the . 
larger opponents. 
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All cards from The Two Towers 
STARTING 
1x Frodo, Courteous Halfling 
1x The One Ring, Answer to 

All Riddles 
FREE PEOPLES 
1x Eomer, Third Marshal of . 

Riddermark 
1x Eomer’s Spear 
4x Rider’s Spear 
4x Elite Rider 
1x Firefoot 
4x Rider’s Mount 
1x Weland, Smith of the 

Riddennark 
1x Guma, Plains Farmer 
1x Hlafwine, Village 

Farmhand 
1x Léod, Westfold Herdsman 
3x Well Stored 
4x Simbelmyné 
4x Work for the Sword 
SHADOW 
(ox Arrow from the South 
3x Desert Lord 
4x Elite Archer 
2x Desert Lancers 
2x Regiment of Handrirn 

« \ n ‘  r s e r \ \ r \ v \ ‘ . \ \ , \ \  _ 

4x Southron Bowman 
4x Southron Archer 
4x Southron Bow 
3x Southron Assassin 
ADVENTURE DECK 
Horse-country 
Plains of Rohan Camp 
Stables 
Westemnet Hills 
beeping Wall 
Great Hall 
King’s Room 
Wizard’s Vale 
Fortress of Orthanc 

Q Ttfléaffi‘itifi N G M. E 
by Brian Kallenbach 
Lord of the Rings playtcstcr 

This deck is all about dealing damage with 
.. two of the new cultures in The Two Towers — 

both on the Fellowship and Shadow sides. 
For the Fellowship, you take advantage of 

the Rohan horses’ ability to deal damage to 
minions before skirmishes take place, giving 
your companions a little strength bonus and 
giving them a leg up on their opponents. The 
villagers also help, adding strength and keep- 
ing your low-vitality companions healthy. 

Keeping your companions alive can be 
rough once they start taking damage. It’s 
imperative that you win skirmishes against 
Uruk-hai decks to minimize the amount of 
damage you take. The fact that most of your 
companions will be natural nines against them 
helps, and you have two allies in Hlafwine and 
Léod who can exert to give +2 strength. Also, 
the huge damage bonuses you can gain can 
make multiple moves easy. Eomer on Firefoot 
alone will deal four wounds each time he wins 
a skirmish. - 

Setting up these combos can be difficult, 
but luckily, Rohan has one of the best cards 
for doing so in the game, ‘Simbelmyné. With 
the ability to search your deck for any charac- 
ter'or possession, getting Eomer, his spear, 

' and his horse together isn’t difficult. Need a 
, companion right now, or one of your allies? 

Simbelmyné can fetch them too. 
Watch out for Dunlending decks, however, 

as their low vitality actually hurts you more 
than it helps you. Without the free +2 strength 
from having a wound on their minions, their 
high strength can be a problem. And if you 
give them enough pool, they can easily cover 
your damage bonuses using Hides. Their 
capacity to discard your possessions can also 
hurt, knocking your Fellowship back down 
around the five- to seven-strength range. 
Against these decks, keep your Fellowship 
small, so that you’re only facing one or two 
Dunlendings each time you move, then‘heal 
the damage with your villagers. 

This deck could also use Eowyn, primarily 
her Sister-daughter version. Fowyn’s ability to 
avoid death from wounds makes her invalu- 
able in almost any deck, and her weapon, 
alongside the villagers in the deck, can make 
her just as lethal as Eomer. Including some 
non-Rohan companions, such as Aragom and 
Faramir, can boost the survivability of your 
support characters and increase the amount of 
damage you deal. 

On the Shadow side, archery is your focus 
and dealing direct damage is your key to vic- 
tory. Arrow from the South is a powerful card 
that can enable one Southron archer to deal a 
lot of wounds late in the game — often four 
or five per copy of Arrow from the South in 
play! While you’re not really set up to win 
that many skirmishes, getting an Arrow from 

. the South out early can improve that, giving 

you one or two tokens per copy. It’s important 
to use these conditions often, however, since 
they’re unique and they’ll fly through your 
hand quickly. Using one lets you heal minions 
like Desert Lord, who can turn around and . 
deal another couple of wounds to companions 

' of your choice. 
The Southron Bow is another potent utility, 

as three pool will almost always give you two 
extra damage. One Southron Bowman and one 
non-archer minion with a Southron Bow 
equals three damage without even considering 

' skirmishes. Since Southron Bow can make 
your site-controllers into archers, controlling 
sites can be incredibly easy, as Arrow from the 
South heals your minions who exert to control 
sites. Control one or two sites and Southron 
Archer is suddenly dealing three wounds every 
time you put one on the table. Get out a 
Regiment of Haradrim with a Bow and the 
Archer and you’re almost guaranteed a stop. 

However, this strategy is a weak against 
smaller Fellowships, as you need to have a ton 
of pool to make it work. But the capacity to 
exert any companions you choose gives this 

- deck the punch to beat most direct-damage 
decks —— and can take down bigger Fellowship 
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- i Easterling. Fierce. . 
; Skirmish: Spot 2 burdens and remove 

_. f to make an Easterling strength +2. 
' Skirmish: S t 4 burdens and remove L 
7, to make an gstcrling strength +3. 

.. Skirmish: Spot 6 burdens and remove 4f) 
o make an Easterling strength +4. ' 

All cards from The Two Towers 
STARTING 
1x Frodo, Courteous Halfling 
hr The One Ring, Answer to _ 

All Riddles 
FREE PEOPLES 
1x Eomer, Third Marshal of . 

Riddermark 
1x Eomel’s Spear 
4x Rider’s Spear 
4x Elite Rider 
1x Eirefoot 
4x Rider’s Mount 
:12: Weland, Smith of the 

”‘ .x  r ‘ x “ \ \ ' \ \ “ \ \ a \ \ ' . \ \  . 

W J 
O 

Farmhand 

SHADOW 

Riddermark 
1x Guma, Plains Farmer 
1x Hlafwine, Village 

1x Léod, Westfold Herdsman 
3x Well Stored 
4x Simbelmyné 
4x Work for the Sword 

4x Arrow from the South 
3x Desert Lord 
4x Elite Archer 
2x Desert Lancers 
2x Regiment of Haradrim, .' 

members, or at the least, force your opponent 
to put your bigger minions on his smaller 
characters. If Aragom and Gandalf are both 
exhausted, the Regiment of Haradrim are 
almost guaranteed a kill. 

The Shadow side of this deck doesn’t have 
a lot of room to spare, but there are a few 
options. If the archers cost too much, you can 
swap them out for other Southrons. This will 
cost less per minion, but to get their real dam- 
age output, you’ll still have to spend the extra 
pool. Including some of the Southron pool- 
adding utilities, like Flanking Attack or South- 
ron Scout, can make this more viable; you 
need a ton of pool to equal the damage you 
deal with the archers. 

You can also include more strength 
enhancers, either through events or the 
Southron Spear, to win more skirmishes. 
With the low strength of some of the archers, 
winning skirmishes against the likes of 
Gandalf, Aragorn, and Eomer will be diffi- , 
cult. Generally, the smaller archers are just 
there to build up as much damage as they 
can before the skirmish phase and then die 
off, while the big boys tackle the 
larger opponents. . 
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4x Southron Bowman 
4x Southron Archer 
4x Southron Bow 
3x Southron Assassin 
ADVENTURE DECK 
Horse-country 
Plains of Rohan Camp 
Stables 
Westemnet Hills 
Deeping Wall 
Great Hall . 
King’s Room I: 
Wizard’s Vale 
Fortress of Orthanc " 



Presented here are all (309 cards in the Fellowship Block, sorted by 
culture. Some promotional cards are also included; all have the same 
game text as their standard counterparts. 

The One Ring and Dwarven culture cards begin on this page; Elven 
on page 43: Gandalf on page 49; Gender on page 52; Iscngard on page 
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55; Moria on page 60; Ringwraith on page 64; Sauron on page 685.5,“ 
on page 72; Sites on page 76; and promo cards are on pages BO-BL 

Rarity key: red border = rare; blue border = uncommon; black bor- 
der = common; green border = premium/promo. 
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Presented here are all 609 cards in the Fellowship Block, sorted by 55; Moria on page 60; Ringwraith on page 64; Sauron‘ on page 681 Shire? 

culture. Some promotional cards are also included; all have the same on page 72; Sites on page 76; and promo cards are on pages 80-81 
game text as their standard counterparts. , 

The One Ring and Dwarven culture cards begin on this page; Elven Rarity key: red border = rare; blue border = uncommon; black bor- 
on page 45; Gandall on page 49; Gondor on page 52; lsengard on page der = common; green border = premium/promo. 
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air-.5 few-m hand in: any}: (h aux-aim“? 
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Common CONDIHDN ' Puwwnn - Hum WLAPflh 

TOM-“1““?! All I‘Jlall‘k VIII-”mum ‘Iupln «w \m-n Mm mm: Iv. , luI-h- ‘I-u I u . Mm lIqIlw \mrn 
WWI.“ mfg..." I Skinninhxluulmlxulu .....q ,.. , , sI" “4......“ . _ 
v m. :hc h-Iluwshlpiulauwnlunng Stun-Ishkv-Ancurm-r dmni 0n mum-h I. Skirmish: I m. Amulmdmunl 1 Huh 
.tcIIwmp pmx,.hcm.n-cl.n...u.. lur-lxvmmhandrnmxh.:m-vn~--v ' , V _ A M ”M”, , , ‘ , ‘ InnnhnIulInnukrhrrurrngth«1, 
IhIs mm n . l  ‘ Amman";  \ugnm .IrcngIh l "m £ 1",.“ , wk .1 R‘ l c y. 
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I“ M , 

°LI<.II_IA\ 
PII-uI ()l mum 

Cowman 

I “  "I.” I I.” In HI 'r.Ic. I‘L-p ... \nur mm," m , Archer. ‘ . . . . 
\xm'IIc H. d" n 4( “cc 0. i ... II. I..- .c r, , qc you can spot .n lilhumpminn. - Anhuy: l xen legal“ m wound . : \l'hulz \‘umlhhmg : Aug“: I WI.“ .. 
«In-"gull cl ‘ ' the mmmn mJIrn mul i‘ - l .  , mIIIImI; hwulu does not Add to [he umIgIII ..L 
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Connmou . ELF - 4 POSSESSION - HAND Wurou 4 
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While [4. ulM isax 2 Iim nr fun“. 
.Idd I In I frllmhip anhcry Ioul 
'> mm N [mm-49.1.1“ m‘ I. m1 ..,.1 
m4 , Nu m “My. m... m mi 

Airbag” M... an I H'Inm'unmn .I. 
makr Ihc mmlun ...»t Inul I 

«an pings mum: 
awn-wwc . - “ I .  

Bum mun h: LtIm. 
Each Orc m Uruk- Mai Ihrmixhing Itgnlu u Ilrrngthl — 
y , k m. .Iwm II“... 15m II. (rm .r .unzuml I. Inc grunt”, 
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Fellowship: Rum! a uni .u l Ilhl'llll 
ftnm .ut uppuncnt's hand. l c l  X EB 
ull iu.  wlu-tc X is the twilight (mt ul tlu- 
t J M l  n \ (‘.ll(‘(l, 

Common 

To play. curt .m Ell'ally. Plan in mm 
tu tpon area. 
\X ml the lrlkmxhip is at a tivcr during 
lltr lt‘lltNNltip plus-c. the mm't- limit lm 
thu mm H . l. 

I ) ._  t f - ' "7' 11.1." Y‘r'ri a .  '- ‘:I x.“- "J.’ " 1  
"J-Iivt..‘..' 

ell/unlit 
[ H  0! mt ('mmu Wont) 

my.» :r, 

COMPANION 0 Eu 

To play. \ mt .m Hi: 
\X’hilc Ha dir i\ at \itc (i. ". or 8. he 4 
strrngth .3, 

Bu: 1m; .zr. mail «'1' to ml! wh5. .iiwad 1.! m 5 
Knit-nag t ‘ --. .t .n:.." 41 antkkmx N'cm "2mm. 

- . .  ’ I . . " v  .~ I". mam-i  

0-. - - .  . > v - 4 < . —  

Son in TMMNDUM 

Archer. 
While l1. cl." is at a river or forest. 
add 1 to fit: fellowship archery tmal. 
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'GMADRIH 
L-UH “l mu ( i n l n h  Wont) 

At lhl‘ «an ul‘czch ol‘yuur turns. tun 
mav hcztl .m Hf. 
Fellowahlp: lixcrt (Iain-.lricl tu plny lltt 
l‘l'lllflkslllp \ next site i l l !  is .I litrt'tt 
(replacing nppnncm‘s silt: ii' lll'lt"\.ll} l. 
U in”: ta 5"" .tm! :n El't' IJV‘.’ It. r 

mm: ;.. n5 .‘ ‘ v'"".‘ I 

'l‘n l ) .  \pm .\r\\cn Bum-r mini lu 
' Antgum. 

imbh: hut Aragum u! dmanl 
l unls hum hand to Huh: .I minim: 
Airmnhen; Nugutn strcttgtlt l. 

. ‘ - - ' t , ’  x 

Tllc. Plays in mm support arm. 
\Vhtlc yuu can spot an Ell cumpaniun. 
the miniun arch: - total is - l. 
Response: ”an F. fix about u- ukc .I 
wound. tlm'artl this condition tn prm t'nt 
that “round. 

At the start ofach ofyour turns. hal 
every all whore home is site 6. 
Fellow: pi Em Galadricl to play an 
Elf for (rec. 
‘1’") mil {hr} um. int-l lb Lady nc lm In” titan 

, (5! («Ar and rim mm grmr aml haunful . an! 
‘ lb [my .3! (if [iiJa mu qfdnpgcu. " 

' ( iHI  m u m  

'l'u p h i .  ‘l“"‘ .n I ll. 
Skirmish: l . \ i-n (,Illll’dtllf to main- .m 
0n  un-ngth , l .  

[ ' 1 '  :.'/(-rm1'r!iprm1J!Jli. I , ' s .  ... 
c a m ,  " ' : t m  um: 
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. Archery: [ixcrt ltgolas to wound a 
7 million; [:3q does not add to the 
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”LAM-l I tw wtll witb Hm,’ all (gold). 
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main- thc mininn archery tnul ~~ 1. 
>4 ' ' ’ ' .u a fictifivmn n.  bu! £v 

I 
a t .  -:w:~- .:I‘./ ‘ " “mum; li‘ \" . ' V: 

I I U 9 7 3 . "  t" .t - , r  ( 

Bearer must b: colas. 
Each Orc or Uruk-hai skirmishing 
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Bram mun ht (Madrid A. IIII “an "(t Rytmp phat, II... 
mm Iii-card up to 2 ads from hand to 
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PIJ)’\|(1\4I|II IIII I" an; 
Mm" MI and um a Dwarv In 
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In Uh ] ,  
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l’layl Ill your sullpflll am. 
[>t um: )uu phy .In 0 uk. yI-u .q 
mum-e a hunk". 

Mmeuwn I \m  an I II In IlmuII .I 
o- mlfllulL 2 ve- common, In .I 
oo- poawuiun. 

Mancuvcrx I Im II. III'IIII “I...“ I...I..I~ 
.‘III...I IIIIIIIIIIIIIgIImp phm II... 
III. I. WWII. . I “I PIIIIIIPIII. II. 
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.II. II IIIIngII. . I  and panIIIPIIh .I. 
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Way» 444 44-444 support 444414. 

, and plau- 44 lx'nuth your dtaw 414-444. 
3 "’ i. 4 " l  r- 4. " ' w ' i u  44.14 44“!" 4:44 I 4 m4 4'. r.’ 
1 $ ' .. uA-nm' '44/4 4' 7.44. 4:44 4‘4”" 5-4.4‘ 444. -4 7.1 44.44 . 4 ,  . . 
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EVENT 

‘ Maneuver: I'm-rt a n  lilhlh’ m ( i i x J n i  
a condition (or 2 conditions it you 4pm 
an Urt ' ) .  

144 . J‘mi: 4.4M .4444! In“! J.- w 4444.! 44.24 4" 44-4 
u-srx'J 4"4'..-44.." [Mat/44 4h! uv dun 44.4 4 ,  .‘444 
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Ways to your support arm. 
Ea4h time )ou play an 0 4.4141 you 444.“ 
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- Fcllovnluip ,.. R «up: \pm | Irund 
. Z 9 Jil in)  t o  hczfiu 44444454444444" 444 t“\ 

«m? .m hr 544 (mid-,1“ 4'4 
4......» .4 '“ 

" Hum! ’ J '  

Miriam: i‘xrfl .tn Ell-tn wuuml cad)  
Nazgftl 444444: (or twice ifat :4 tivcr). 

“‘1744 I544” kiln! 1144! wrrr 44411 in Viv Ind” 31' 
l k ‘ I u - J  “ 4 ' 4  murmhiml. '"mr w r u n g .  
um Jnm-mJ 444 4A4 numg ofliv 74 rr .4: 44 .. ninth! 
[ M n  : . 4 .”  

Cowman 

SQ Plays 444 your w m area. 
M4,; and run a Dw.trt' 444 

ha! .444 H f .  or  add 0 and own an  H f  4n 
hcal .4 Dwarf .  

" ” a .  4.’ .4 44¢ 445.4! thug} 4h 4.. ~4'v 
1mm 3.4-.“ 4 x 4  .44 I'4:4 .’ 444.} II.” h m  4 r4: 

:4 44.14 1.1!? 
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Maneuver: I’M-n an Hf to discard .4 
' 0 '  minion.  a ' 0 '  condit ion.  444 .4 
«z» poswssiott. 

‘ "44144 :..-4m 44!! mum: (445 44-444 4.- 4w. .4.- 
I’Vlt-Jj'l': .'r 4.4114411" .44 15:4 [1.4.144 - 4 
( fi r m :  Hui  5.4.4 41.11 4 h  H u n g ] :  5.44: .~4' I444 " .  

4:44 v" H l '  sir-.144“! 4444 ( 4 4 m m  
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Tale. Bean-11111151 be .t i» Man. Limit l 
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Ezra it strength +1 for each Ell-you can 
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I 'Ji ' l1f:II '-’\I 1 .1 11':‘I.. . l  

Amncr - RING 

T
1

1
1

:
 

W
u

m
 

A
R

R
l

)
W

S
 

Talc. Beucr 1mm be a n  “1. 
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Maneuver: [xx-rt Hmnd N111 and  \lull 
a Shadow mmlition to return llmt 
m m l u i n n  to it) owner's hand,  

1-" . .1 .1 1mg .'1' I. 
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Fellowship: l u r t  lkttlmun Hutu-111111 
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Plavs to \ o u r  suppon area. 
' Each H I  .rlh whose home ts site (1 Is 

strength o l .  
mhip: Exert (ialadriel to look .11 

2 Lartlx .11 random from a n  opponent \ 

Fellowship: lixcrt 2 Elves to discard .1 
condition. 

" ' l  .111 [1.11.1 mural tbr realm of lb! {arh .1! 1h \ l  . ml 
O M .  - w u  11mm" 3 

Fellowship: Play a X dunner  1mm 
your tlraw deck. 

"Kl  “.1.“e ll "Ml-m. 'Fnuh'llqgmr 1|. ~ :~ I 
(ur‘lx Hr 47'1‘11! Frrdvb- win! *1 11.1.1". :1' i ' 

3.. 

E H M  

I.‘ Null! (1e 1' 1'4 
n "1111- .1--..‘,_1 . 

ancuver: Spot (iandall' 11ml 1 1.1 1l1.;h1 
lulu‘lh to  d ird all Sludow 111ml” mm. 

' H . .  :- 

haml. Diuard one and replane the other : ~ 
" \ i  lid. -..;: u... -.‘. [..Irrn.'1 11.1 

fURuthgt" > 7_ 
MAID 111 LnRIlN 

CONDITION 

‘ Tale. Bearer must he an Elfcompaninn. W'hilc you can \pul vnur site (1. L'ruvicl 
. ll bearer is an archer. exert hey the game text ol that site. 

has“ (0 milkk azoppggfsl (“5(e " .14" ( / 1  411.11., of [iv Qauhnn, ‘71t 11.11 dwtll 
car 5 ‘1‘ m n  am a m  I ' f." mm Hunt/r Ilv mallomdrm ct [Mr/cm" , 
£1Mg..l.l'1.l. mt 1h .rrmw: 111 m (palm l l . . . .  .111 . 4. . . 

new-3:11 .111 .1 Iran.“ murlr 

'ALBERT DREARY 
E N t t M w R  m m  8111 

To play, spot Cantu“. 
Maneuver: Excn Albert Dreary to 

‘fxptnl .11 W‘Bymro. ’l,,1!lm L: a plan. l-w «1 m— 
bumdjrslc .1 H! 12:15 not fed Imttelt, Mr hr 1: 
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n t h u  ~11. \put ( mntLIl l t n  1n 1|... . 1 l l u l  lut 
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nnidu Lxm (.mdzll Iwinr III I Imcl 

.I IkIIIIIIIh involving him. 
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( id lh lJ l l  l \  \ cg l l l  c l  lur \ ‘JLlI  n l  llllWL‘ Fellmlllp: Spot (iandall. .l Hm"! .md To play. \IKH (.andull'. 
an HF in malu' ilu- mun- limu liar :lm Shadow p aycn ni not look at 0: (rural Fellowship: 5pm (idlllllu \huliln up nun ynn can “in! in [hit li‘llu“ ship: 1' 

. mm . I .  cards in your hand. to 2 ‘L m up (u 2 6'.) cards hum ) q  V llobhii, Dwarl. Elf. and Man. 
" .  A !  “ ( l l  ” 1 0 ‘ . l  { h f  ' m ' n  ' i ' 1 ’ :  "WHY“, 11': (av-{full 1"! 'BOVJI'IK!‘ 'll‘rxumla‘n i‘,’ (lliL'lhl Plll' “ “ 0  ynur draw d ‘ck ‘  ,.  r l h ‘ l l ‘  1h  “ L 1 1 6 " !  jig “"1" “ m  1h” L -,-. m y . "  

am: .. A'Hlll; :_ anJ (lap “um." 11 ; .  23:1. }.,1 'RJHI Il'r Ri‘ll’lkl" full: (km, Brim»! w" :(7 [lam ' " 1:6 I."r'-' '- ‘ "I: : u  r 4"" ,' 'h", 4‘!" 3 ‘ .' v- ' . , . '  hid-u .'.-n’ .m slum! l‘mml.’ \‘lil'J-"AC. ’L' i n !  m ”  
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Tm Gnn' PIIGRIH J 

g g g- a. 
I _ /  

5. : 
g 5. 

r n y ‘9 

A: (ho: mm ulcad) nl yuur uum. you Fellmllip: lixcn Can‘t-Alfie play a _ Him in ynui sup )1)” flrc _ A Bean-r mum lx- (iamlalt 
may draw a card. -‘ companion who has the (laudalf sign“. Fellovnlu'pi Siac u Fru- l’cnpln .nu'llnu j ‘ Fellowship: Discud a pipcwccd 
1.. “1“ mm"; m “’5‘," nn' / In; (wimp ‘ Tl“ lwlhgl'" “m ol d1“ companion ‘ (or poucmun) lmm hand on ll)" unl‘ mnsmn .md 3pm X pipes l0 rcmuvc 
an “x H!” “m lam! / l'lfm' d, Jaw" {3" “ml, Is —2. or play .I canl stackcd hem as ll played _ . hurdcns. 
mun ,e‘ cu youruo‘ In): wit-boa! u uwd‘ ‘ ' _ " .  lm [mg wt-m b.1155"; lumping ulwr lwrd, - . , ‘ from h‘md' ' " - . “"l luun Jr.“ ,. rl-r vum' \ull‘ w r. mm. «. 1' 

- ' ' bi: firm! :lrculnlm, mad: bun lwl' Mr! mm um " 1' ,..-: . mu' m V‘fcli‘gl‘ Ilumh‘v lr: .- l: ' ..c i ,  ,,: .1 _. 3.x ' ' /  m. ":1" 
lug 9f."l"lfl" {and H um {rim-‘- ;' x “  n , I 
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Bran-r must be (iandall. l’layx in you! support arcs. ' Bum muu lw (Llllklulll Mancuvrr: 5PM ‘ 'J'Kllll l "  H'H'Jl >| mnl 
The twilight cast ol'cach ‘L spell i\ , l .  Tlu- twili lll am ol'cach possession or .“ ' lie is damage A .  M ”mlm" "W“ «"1 "PPO'WHU Il-Iml 
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:flcngrh ts tripled. 

'BOROMIR 
Loan or Gtmoott 

Bommir ts not overwhelmed unless his 

.flvrcrmr m” .1150 51 r. fbrCcmyarrx. H! I: .1 
:vlunr nun 

Plays i n  )t-ttr \Ulipfln .treJ. 
Yuu ttuy h u l  .t 1‘ mtntuutun .tt 111i . m1 
"fault turn tlurtng whtt’lt no . unquttmn 
or .Ill}' lmt .t xltittnis'h. 

-Bmttt~ttrt 
S t “  a t  [ ) t  a t  mutt 
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' Damage 9 l .  
I l m  moniun is strength +1 lnr ('Jtll utltt't' While you cztn 3pm .1 wmthct  mndmmt. 
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Auigflmcm: \uILn ,3" “I, IIIIIHJ 3 3 . ArI‘hcr. H .II 5 In IIIur support area. . I IIII IIIIIIIIIII h dating: ¢2 IIIIIII III Ihc 
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I.- MI‘HIJ prank! I I Ir I! (,IHIM 1-- 
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. ”II-II; H‘mnkn I.‘ -I.:;.;i-lrv {I‘m {In ‘ 
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CONDITION ' MINION - 03c > 7 . _3 '_ Mmox . on: 
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Scauh. In pl... I.3IIII .I 'I. IIIIIIIIIII. I’LII ._ 3 .‘ . \\ III-II IIIII play ll)“ IIIIIIIIm. you may I . Archer. (Add I :0 {be minim: arr/wry 
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MINION - Onc 

, W'IIIII you play this IIIIIIiun. vuu may 
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‘ 11 .2: Iiv ”III-u li‘lp mound m I )Imq!."l).uk 
' I ,'-:n ma III In "an: would Mr n.‘ mmmr! :Irnn 

Burcr must be a W O K .  
‘ When you play this poswsoiun. you may 

draw a card. 

5 II: I .I II! (“\‘I‘JJ M {W L"! human mII 
I‘Iu. xmtd ’I’IJrI 

\X'hilc l~c.mng .l(IOhIII1 Spu r .  t h n  
IIIIHIUI) Ls damage 4 

mlr II)" « Ie  III I ImI'IIIx main r. Jury“ nu.) 
II ( .  I’m-.- -. rm II‘nquI' In: «xx-p 

Skinuigh: RI Innu- Q) I n  nub- .I W. I I n  
\ I I I ‘ I I u I I I  I .  

II" P's .bII I E  I.“ nu uun in ( In  u m  III, 
I "  . 'I~ I‘. m u m  "J  

1 

\\ Ill.‘ II mu pl.I) this Ininiun Mm may 
( II .I " minum 
' Hr Am I bnr .I momnu.’ ("mu IIIgéIfall Ilyw L'u'lx 

an.‘ mum “ I I I?  I I fl l ' w  

-._M_Im~ ' OIL... 
,_ ' ._ .  

\\'lu n .nu EFL“ IhIs minImI. mu may 
.Im .ml .In (-3 condition. 

‘ I Inc mammg penalty lm C.I(Il ‘ 0n. 
.V‘l‘ll play I\ - l  

" 4‘ I n ,  . I r r :  ,1, Ian :11 Mud: m A MINI, II u m  Nil. 

' 5 " !  1 ' " ;  ..:II.I.I.I-c .IIIIII' .. 
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PIJHII ' l l ' l I I  Imml. 
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Imulnu u: add 0 (Inmil O). m. ~ I d ~kmuhhmg an .mhul. V \Hulc mm on ’4‘" Wauhu m the ‘Xakn 
’ '2. 11,. 3! Mb I ..d' 1.,« i\ y, m .m ... ‘1. m, A. A .  , mun! allmhu nnnnmumqmuum. 
, u rip. m Au:w£;.; :5. m: ’ t m N t , I... h mode a nwh .1 and (law 

' o1 Hm mmm may not ban plump»; 
.uut n duankd 3! not at A man): 

i n  m :  - .- '-‘  m5 ~ . » » a  4 u . ‘  M A  

-
e

 
0!

 
M

n
»

 
1

m
m

.
»

 

‘ I " “  u... ,. ‘ 0 “  m m “ .  I“ m, mm, .K. ”‘4“; Hal-«nu: ir NW“! N Axmul ...uk. .1 skim-uh: \cm .y \zupu ...wul, . r  
\ m. m -,. u . Silva-Ah: I un 11.: Ihll‘ixxudimufl hmlm‘. ,u mm m.” umum (m u m Ru“; XnAnl m m I I“  \u l‘ we maul-m3: uh so. >, Mrw-v ‘. W, k (up rm}, 
1 ‘3" ..mmulwuumwhy)".W ., , . . . m. , 9. ‘ ‘ . . l  .. 

-T
H

1 1
1

w
. 

01
11

11
 

“
T

m
 

B
u

 
R

I
M

/
x

 
5

1
1

1
1

1
1

1
1

 

. 
A x u m ”  -HA~1_) W1 11-11». 

. -  1 . .  w P... “ a . . . “  J... 

H1. 1111 11111-1 ‘N “11 “111111;, Auignmcnl: \ F u  ‘\ ‘ 11111111111111» m “ .  1,, W",  m p  m" um.  
11 11 damage o l  ' '~“*' "‘1 ' 11111111111511.1111 1mg" 1.11 \\ h1 n 11111 t r i h m h a i p  m m n  111 u m  11 m 
1 11:1 “"~-‘P‘"' 111.11- hr lxmw 111 «Mums» '1‘ 11 u- [ ram 111 .1 skinner . . ‘1. .11l1l 0 1111 Nth lh‘adumquniun 

1- i 111l111 I..m1| 1111111111111. 1 . .1 1». “"3, .11»! ,1, .,,‘, 1,31. Skirmish: Discard this 1.1111111111111111 
.11 1.1.1.1151. '1 5,1111... _ . .1 .. . ,. w ,  _,.",M,.,,\., :0; , 1 ‘ , , _ . 1 . 1 1 k 1  111111 \011- mmglh . _  1 '  . . 1 ” . 1 . 1  ., ,1 '11.", 

11.11.3111 rrmh H:- 11.1 [I 11.11 
" “ I  3 " "  1‘ “ 1 1 ? . 1 ' 1  \r.’ 

T
u

n
 

A
1

1
:

 
C

o
m

:
 '

.
 

T1
11

10
1 1.

11
 11

11
 

M
u

n
 

M
m

 
x

m
x

s
 

1
1

m
m

 
1

1
1

 
m

1
 

U
m

x
m

u
 

Man :11 111111 sup 1 n . 1 r c . 1 . $ h n d u m  I “111111” " l )u u- duw Search. In play. Hut  1 " 11111111111. 
Shadow: ”mat ¥ 131111 From ham! I11 .‘ 1.11111. M111 11- um! “11110111111. 
Plu- :1 1 011; {mm your dmard p1lr. 1". 1... .  1 . 11114114511111 11. 111151... .1. 1. I 1‘1 1“ 'i'”'~‘ "'1 M “‘3‘," 11111111311; 1‘1“"- 

" .-1(1 1111! 111111.111“ .1 1 1d"!  I H. H111 
. i .11 1 P1111111 \ phi" diuzll’ds .' Latdx .1! . I n  4!: tum"! ‘ “ “ 1 l ' r u n n ' u l k l .  

. 1 

.1 *~ {11: #11141 wnum n m 1! "111/111; 1mm! 1:! 1‘ .. 1. 1' mm pull; 1/ ‘f 

1 1 . 2  . 1  1 1 ,  _-.V, 

,_. . i n "  #1 ‘ 

Mmum f 031.. 

u- I 111N111 Mutua'x mxhglu  11m 1‘ 1 Shadow: fun :1 ‘ minim: .md 5pm X Skinnhh: “.1111 .1 ‘ Uh. 1111111311 1). 
.‘7 :1" 15.1,!" [lam .1 “.m I}. h .  1‘1 1 M 1 1 4 “ !  . .  .. h u n k ! “  XU 31111001111110). ’ I111 " I  d \ k I r I I ILdNflg  M I  A R I N ” .  

.11 11M ain‘t-«r. ' " :‘E. [lunm'f [Mb 11 Me i  ”firmlfbhfif‘t J ‘ -1 .11». m .fxrt' m u m  1-; "NM ‘21!- ”1.1 .1 
4,1 Hrvr Mr mu?! In ‘7‘ 11!. I}: uv‘ l ‘  -. 1 1  ‘a‘vu 11111111111111» "1'- 

~
e

 
01

 
M

a
m

 
T

n
m

n
s

 

€ - i - < , 1  . - r ' b — > — ¢ ;  

Math.  1. .  [11.11. (x111 .1 ‘ t )11 [1511 \ 111 1. ’ B u m  1mm Ix. ['h‘ Halmg. Rn'm‘nsc: it 1 \ .  .111 11! 1\ 11111111 (111.1111 3 
‘ 11.111 1111111111 .11“. - Siirmigh: [-11:11 The Balms 10 (11913111! M11111“: ,1“ 1. 111 .1.“ “11111111 

I\\ !;1l1 1 11.- 11!}11111111111111 1111's I111 .1311lm. 111111111, 111 army» bpmg b)- ; -- »... . , . 11,“ I'm“ ,;,,, ,mu;  «1-, 
“"51.” h “  I ”nulum‘m ~ nu  W H “ N  d h u n n u  “v: 3.11M“ Jurmuhmy, - , . . 1 111. 1‘1 “111.. .1 1' M11111 

IV ‘12 '1 " k' “+111 $t £10915 \1 mm .mJ 
I‘x‘ 1 .11_ J !  

i ' . ' \ \ ‘ . \ \ , ‘ \ ‘ 1 . \ ~ \ \ 1 ‘ \ \ ,  

SCBX}? 

T
H

E
 

U
N

D
E

R
D

u
P

s
 

o
r

 
M

0
1

1
1

1
 

M
u

 
T

I
‘

H
 

T
H

R
O

W
 

1
'

0
1

 
m

m
 

1
5

 

Connmou 

l lzns [ 0  \our support arm. 
Shadow: Rumovc 0 t o  ram :11 the  bottom 
1:. 11d of \nur draw deck. " i t  15 a "u Ore. 
(.1kc 1t imn hand. Otherwise. dimrd ll. _ 
‘ j  .111 .:y- mi 3.1111115 hand dm‘ 11113111113? 1. 

11.:11 < 111111’111h" rm 

I111>L11~1~111 ‘011. ”an 1111.1 
t l m  11111151111110“. 

» H1 .1111 111.11 hr urnu’ only In \luduw 
. 1 

' r‘N'Wn rm! .4 :..‘.-.1' 0.11%.»:- 
1 . .  

0W111‘nu1 IN 7111 “111117111” 
R u n  11 111 W'H‘HAH 

Damage 1 | .  
\‘J’Pnlc ymu um 1pm Walthu 111 the Winch 
11111 .1111 all 1101:: minions (mqu mania). 
[.1111 111nmJe n : 1 t  12 and dung! 
+1 Hm minion may not be»: paw-13mm 

' and 1s 11151.:a i fmx .u .1 manh 
. . 1 .1 1-1 -$.11§ 11.".17 '45-’11 M r “.11 .1 rim-11m- . 

(”in 5r°~%1‘-‘1:1-:{;—:4~3r-“14 2 : -- f0 . 

Sflhmish: \1.1.k1 .1N.11F1‘1!\111111,1_1h 1.‘ 
(1.1 1'11l1l11 11111111~|xu11111n141x H11 
(‘11. R1111." 

1 ' 1 F f v l i ' m '  , . . .  .. 



~BIH I'm-n 
summwuw mm“ 

L
in

n
»

. 

H
:

 
\

.
h

 
H

m
 

\
m

 

R
H

: T
' 

Muu'uul '  l .  A Wu“ n h u m i d  n m”. ” I n “  ‘ . m  ’ y “y 1‘ « H u m  ..... 
1 m  \u [ u  \m-u n. I lunlvm : m m  “ 1 ‘ 4 . l  W .  “ ” 5 . “  “In I n :  I n ”  . I u p l a m  um. um mun I ‘ “h; 1 m m “ ,  . | , . H . m ‘ | ” u  H 
‘. :w M. m. mh ‘ ml. . ' _ g , mum, lqrnq mum“, hmul mm “my." alum “lunar! ,‘Ih ......m,u....‘.. «my. m. \ ‘ Mum..." V, M Wm. M In.“ a mufi‘rfinlmd x ‘ sh l. . m .  m. HIml-IMMM 

u \;\\|<.u _ ‘ ‘ .,.:1‘.. ‘1‘. ml .lm \nluh'1hlv . x : _ g . -, \U-u‘n m will“ mun-mllmmlmm. 

-""l§fi fi‘WN-wmwwuw 
v: x 
2 
3 
.z a: . < ‘ 

r C: 
I 

“Um ‘1» mm“ ‘ .. W... ' ...y...,,.J..-.. 
mm, m « m u n  hummuywx mun.\”mum.,nxnumh. ' - v » yu‘kl"\4.~mluumnin 
.~ xx“, .hx.lu..~u..w...‘uh... . ‘ «u..........,.munmw muknhlmrdcnsmnmkc .mygm m». ~m..|.m.x.‘n 
u. ‘ hull .l uu' 4 . . tumuduuuu luuh I In! xm-ngrlv .5 .vnddflnl'! 2. . , ,3” 1w "I" 

‘\ .nI-Iln. n 1 .u : I ‘  m u m  .. 1,, K IU'Rr-‘h; H, Rm ’ 
\ \  -H'-«m4wxfiu * ‘ ' 

”.1 Jumlu  n u  . J r  

a: 
1 ... 
E 
7 

», g 1 H. 

Shrmish- \Ixha\a13ulmrnglh «2 ' . v ‘ \ . - .  ‘ m m ”  1..“ Innl.n.uul;Nx/wtl 
Mam-mu: ’ . l u  w “ ,  5 M .  , (or o ‘ ‘I an Ring harm: nugnd t u n  ‘ ,_ p i n  ~ .m m m  
m. 4: shynmh uh." hms um vanlvnh. . .A. .hlu .l Inum u \‘U\1\,1H|h n u  Juan." .45..n 

~. :=!fh\m|h~rnx'u_buyhl ' -‘ ‘ ’ ‘ W “N" “W ‘ ‘ , . , ‘IL w... m». 
‘ . my, y.v....4.4.m "Wm” ‘ ’ » 
Rm ‘ ‘ 

E S s 
I 5 ‘ 
; m ‘ 

_ .7, S: 
. 3 E 
r E I 
s E g ,. 
' 2 
' = 

(W > , , . > . . '— _ 56 ‘ -, , 

Mn N w‘..w.u.‘m “(\Ilnlucrl‘.‘ ., .n .m. » ~ Mnucuu‘n‘alw mum” \vgfiu'h- hm murmumn-JN: . 
nape-Mn “mu-m N,u,-..l.. an.” h - . “5.. = r”mu“. m- “...wmmzu-Ir nwmddninn 
mm. .nv......¢‘mum-.-o...,....m». , I . ‘ , .\ M H ' luh-lhuhmd wuhm 
:lv.‘ \‘HIHHI , ‘ V , . . ‘ ”a,  N ,_,- Skinuidu11m=rd| ilpoucuiunlu 

mum, Null: Inpl'mm vmu \uppun 
m m ‘rmnx pHr m : .-...n,x....i..n 

bum n «hymnhiny‘, 

'BIH I‘m-n 
Suumn xxunw.  H m m  

h 
r v 

:
I

\
 

l
)

|
‘

.
I

I
J

'
L

.
 

H
)

 
\

c
 

5 
B

R
.

 
\

m
 

H
P

\
‘

 
l m  - MAN 

. .  "'-‘v' A - " ' 1 a .  — u ;  - 

f l ‘  ' 

M a n r m u z l  u u [NJ /m? tn ‘11“.q .u _ . ‘ yu ,  , :  w .“  “‘|’5""' ” I .  ‘NJtyul  .m m-I m.u|m|:.'.- ' Pl. u- . m . w n  n; lull! mu  
1;“ l‘uql lum- uhvn m l n. Il‘i'l‘h ~ I Aug“ ie-1‘nr-1vu;.nnl\.uh\-l‘mII\huL-H ‘ “I: 3 HL l'w‘vluphuq m.“ not J\\I_\1H.I Skirmuh: Inmhr |l\|\ ‘un‘lnn u 
u-mil'nm :: \uu  ml! \pm In- \IM‘I mus. N" ” 3 ” “  9 .  “J. . (ll- II u h !  'U ‘ mmh“ B!" "UHF. “Wt-“d ‘ hwm ,mn xummrl .Ic In ml .  «.q 

4..m‘1.~.-|.I!l\ u! urmlum-In (I'\u gn «In ,\k .5“ |M1”Huh”.“.mtn,‘ I""‘“ ~. HUI hrm II umklglound. \L.- m Emu: :n Nugul. Ihml‘m .md 
‘ ‘mnhfiu. , ~"m'ynt m J!“ ” J  |iug uuu‘nlulv ' fl ‘ { , I ‘ ,-__ m. , (f, m“. ‘ ._ . _ ‘ “un'nl l'|~ Hut ‘V (I'HNHI‘I‘ hum hum. 

,. fl ‘ .. ‘ ' .‘ ‘ . . , ,,,,..4..’.,.,‘ - .  M a w . ”  .1 , 

U5 a: 
1" 
7 

3 
z a: < 
C 

M w: nu; « 1.. A N441”: 1'3. n . m ' um: Imam m .a Skirmish: \pul Sbtlrdcm to nuke .c ' mu: mppuu ,nm . . 
\X‘  m‘. u I p i  u m  nu Imm-  n -.u-. up!) Ilu'umn: H mm \u/gu‘ mm a \Imnmh. Nugul urcngth o] and dam e +1, ' - . \  Iq-ui kl H\ ; w-mlumnn m 
y,‘ i )m :nl uhn ‘NI\M\\"|II “ I n "  .u .m ‘ n n 4 . ;  :L.- uuuluum lmm )uul summit or spot (1 burdens lo make .I Nazgfil a \1 Mn. . .Iuh .1 Linden. 
m .l. 4;;:--.m.i me. IL- L-unu Jumuw luni l  l I “  urcngxh . 3  and damage +2. ' . . km“ 1,,“ ,4", ' 

I ,.- "M M i -  V _ . ; ‘.\ I-rHM' 1mm! .u ” w  \mu u! .h ( i ,  A.“ ~I1;!'Rrrw. -lh-'Rm.u ‘ 
~ «Imp [ J u n  ' H  i n  J u l  n 15h ‘ “ .~ 

. 1 i . ‘  I l - w n l l n  l l l ‘ . l l  I “ !  

' .n‘h 
.‘v M I n “ .  

F
u

n
/w

 
m

 F
m

 

A»; > ‘ I » v ‘  t.( _ - 
u. 16 ”by!” .ummt saw/1.x» I , »  . u s ,  have! “(HIM-ASNIW 3-\\r1r saw . a - . - - » €- H “I" 
t :  a: m m . u v . . a o ; ‘ a . ¥ a . . . -  . 7 B M » ~ « — u m » "  

( m m m m  
.7 _ ‘ -  - , ‘ , ‘ >» W 6 . 9 . ‘ 4 4 -  

5““5. Skirmish: .\|.|Lc .n Nargul :(lcnglh *2 In 1-3 w -,m I ‘~. "‘91“! |‘|.r.~ m um 'Iu pin spm hmln and .u :‘x'ugu‘nl. 
Mavmnu: I .. Hm, 54m” ... .lu. mi (or «3 H thc Riupbcarcr is .migucd to a : nu“ «Ir: A Pl.» ~ an \un 
a“ ,|:_ ' skirnmh that has not tcmlvuh. , lme cum : 3 .  “ml mm a i-uuh n‘ Sunk wm- mu dun um WI") -  

. ' ' , ‘ ' . ‘ ~- ' . and-w; :: {Hymn h"?’.1‘-u. Mr hr ‘ " "  2 “  l ‘  ' “h ‘ NM” “”N ‘ “ H " ,3 ,.--~ ! ‘ .wt, 501! u mm”! In .«w from 
-, 2q :7 I" .1 mMrn rmarfanm Ir “ " “ i  M ' " ' 

: "MIL: ”7...“? ..,—, m," 
'7 - -" r Iv n. M Mr L“ ” w r -  y u m ;  tut  

v.1 v' O - ‘ .  

M
o

n
o

 
'

1
.

 
B

u
m

 

[
I

n
 

T
r

u
m

a
n

 
S

r
m

u
fi

 
N

 

\ \ \ I% /  x x » !  

;. 4...  ‘5. 

Crmmn_m 
_ , w — — - 7 - - ~ ¢ - - . 4  

- ; .  a 4 w 

3mm 1mm lw .u Na: XII. 
Tht- \\ (Alum may hr xmw in Add-(inn 
In 1 mhu Fund we; um. 
Skirmish: ”man! l :15 pong-Nun u: 
Hun-.lu Nxxlt: Up (mm mm \umxm 
Mu m dmud pilc m a mmwniun 
bum h \hnnhhing. 

Mam-met: \(nu .a mmfiu ‘nut :u :uH' 
a trunk H 

“l‘spulnc: l! .l Wan-MI '.\:II~ -‘~|.llll|.~’l 1'! U." :u mu ulppml Arm 
(ht I v . \  i ' . ”  '3. -. ‘ i  I \ ‘ u I - n w  h -  ‘ M I N !  1 } Reign-nu: II .n lmlzglu Namul u .Il‘nlll 

(n uh  4 \muud. n muvc 0 In pIcu-m 
:h .' \\ mum! 

cu r' (In l-imy Drum n: MM .- lamb n , __' , .1 :. I “  "a.“ ”I my“... . 
. v “.1 Mo! «.4 r."- "N - -! . ' ”'- u o u u c ‘ l ‘  " H  ‘I; ' 4 ’  ' 



C
 

M
o

m
m

l
 

G
u

n
 

M
m

: 
So

uu
m

 J
un

-(r
un

 
5M

4 
M

'- 
lh

-H
H

 

unmmm . n_m. \\. \mm 

Shadow: I’Lu .. NW“). m m‘llighl can 
u .‘ 
m u "mm: \mm,»-;: 

‘ , . ,  . .M...,.-.~..Aug. 

I 
k ' 0 t  “‘WULA‘Mtl M ' . ’  nun u l  

( ‘ xwmmm 

Mlnquuu: : .  
u“ .w , \ \  ,1 mm... 

. u-nu*nluh\-u_. .n.‘ ‘. 
.u.- u n h  mm N ' vnu  1- } 

‘ \ Rania, . “In , 3.. 
:Kd—u ” 1 . . ”  en... 

vrmnh: I w . .  L [nu I r v - m u ;  ll4 , mu,  m lvnuu h 1 \ln'mh' "an. m ,4 > 

m lama: .» .«  ~4:'4 .» 
k m  W 5‘, 

kha- w n. ‘5“ \\--m . 
in -~ 4....” . |  
Mpoam :v :x.~.\.(‘»L.»p-..m 

~ mm m Award : Fm 
. ....~ 

h-unluu 

shaman \ .  u ‘  - V. . u - H \ ,  ‘ «Wm .n Mam-mu \L...“ h. um“ 
. I 

Mum-um - x v .Vu‘lu‘m ‘- 
' - ,m h "n m. 
, ‘ A.\l.!\\]'|r\v . m. on. 

wumup I‘M-Au 

r 
N

V
\

1
\

I
§

 

m 
\

.
.

r
4

;
\

 

. 

E‘ “L; ’9 U v.2 
v i n y w v l ?  8h D¢§xflll~w¥vit K‘n/ 

bunk. 
shalom m u  \ \ up” n- u u fi  m 
|--[ -. ‘ mu... All—.1“; m. 
y|\ .‘ .A w-nl u t t ‘ u x h  n-u-Jui nu!  

u 

u Hr .uppnn my 
- \ .-\.u_-n1 mm mm 

:H  Hz .5 )KAHI ,1. mu. 1‘- 
« m  Lu», u . . .  , mug.) n. “M ~ F." ml.  .uhn Mtg-nun .pm, ”v: 
(m ‘ \X'... 1. king 1- unnyh .2. 

" w 'w- Aml‘bdmul: - i.w ho Mm 

M
a

c
a

w
 

G
A

T
E

S
 

P
M

"!
 S

o I 
a

m
 l

m
m

u
n

 
S

m
u

t“
- 

D
o

n
n

 

Shadow: I’Ln a \‘AIgl’lI Hh twilight m g !  
is '_‘, 

‘1; ”a!“ u,‘ U”; ‘ "vigil thin} .\'.-u' with w!" 
H' t v ‘ “ .  ‘A--..:~ .- Hugh's“ to name: lung: 

. 7 ,
.

.
.

.
.

—
.

.
.

-
.

9
p

 

- .  \ ‘ l ‘ t v l  ) \ . x '  ' I ‘ A  I ' I I \ \  I n  

N H “  “ 3 ‘ 1 " ”  ‘ f . . l  

SI!.uluvu R. w o w  0 m h pi . . Yh‘ 
‘ . ulr  “HI" “\Iiv u- v m m  n ‘  12‘- 

‘. n. 
1 '  '2: 

) :A‘II’I y,» (‘4 

t-w 
Malwuwn I u u HI. \Viulu lung. In 
tIl‘u‘lh‘I | ' . l ! \  a t  “‘(‘Il‘fln 

” I L  :.:: .2 »_-x. “nth: ohm-”I 9 43.16:; 
' " '- Ammlbmi’. e h  “11:45, 

Pmsnmn ' Hluu W t  u-ux 
. 2 " ” " "  ' " '  ' L — L Z ' V A  . " " , _ , " ' _ '  

(1-- 

I ‘ t  ' f i  \ '  . ' \ ‘ \ ‘  I ' t '  ‘ I w  \ \  " \ I I ‘ L  ~.‘.j 

IL. u Jung: I 
“wow .1 Wu: "1. iu'vrhmg r. um I 

.- v: c \c". him in \IIM‘JRI : Irv. 
- \ \ ' . . | \ I I '  

x w a t w m i q  N H M  h n u i e  

s \  i ' yy i  
. D 

m \ ‘ u n  u h - \ . ‘ “ . - . \  w a r m  I \  

\ w  p ‘  

t . 

l 9 
I 
I i 

\A‘I'hmVQl-ehtwt'l W t :  nan/wil- 

M éd. 

. M , “  —,,J.¢.~AV> .-»~.....-....-..5..7 . 

I n n  . . . ._ . . -  I W ‘ ,  

Mantuu-g: . - ,  ‘ I  1 \ v--_‘~_.I i u - H I I H I  
( “ I  ' <|A‘I‘|JI~M-|v 

\ n -  l w ‘ . .o.  . , .  

\w l .  

'1 

8 ‘  H a :  | 1 ‘ ~ . ‘ \  i n  I L u z - x  I U H H H ;  

'- damage v I 
Skirmithi  I us" ITI‘mv I "HAUL: u- 
iil.. I2! : Ih -u - “um Imnw In .1 Jim.“ h'! 
Lg  1‘  J u n  nine»; 

' 1 } ;  I.‘ 
IN! I 

I . _ It 
\ f i l ‘ m v t l o m v l m .  D »  I Q - ¥H¥\ ' . ’ I  § » -  31  

‘ m - » ; « ~ ~ . fl ;  

v . . A." -;~'-" 
A' . 1.". .u‘ "I ‘ IL' ‘ 3 ‘  n f - w -  

\ :  r m » .  

l
m

 
“

1
a

m
!

 
i

n
 

W
m

 

,.,-,~.m.,—. ._,_. '— 
' \ ( I n ‘  

( ' nun luw 
" t 

“ l t 'V I l ‘h l  \ ~. . - ' I ' .  .: ‘ I ' I i  . 1 “  , . . ' ~ “ " "  

\ »  damage AI ' 
I - ‘ \  ‘ .  

“Ii-in \uu . .  \k‘mfl‘h; R. " \ I l '  
I L n “  \ z “ l I  

- ,. m-Iu- m ‘u .rvuI m Rxs'umw; :- “ .  i 
' ”Lyn" I !  ' I \ \  I n ! “  I n  a ' u !  I I !  I “ \ »  ‘~' 3 "  1' ' I -  n i ‘ I  I 

1 “  . i ‘  I ‘ l ‘ a ‘  Iw l " \ " “ -  I m- I In. i n  ( \ I I V '  m m -  | \  ' n v n  m .  

- ‘Iu rvgruup Mum - ‘u. m-u' in “mm. I: '5“ 
I ._ 1-" . . I “ I n  I ‘ V ' H "  ) " c x  ‘ \ ‘ I  

_ ( 

I l 

\ ' I ’6'] UN '. 
-v‘ iIa§>-v Kl A). 9!. “wt.»h~vw¢<un.\u / 

v 

Smash. SEIWII. I ’ I . "  - m ' 4 4 ”  qmp‘u'! \: ‘ r  I .  
Sh‘dnh: \{YHI \ \ ugui (v rn‘ui x?“ mm um. .um I‘LI‘ ; \ uw l  um my. 
I"; I‘ ~ -~‘-'~ N Hwy LIMVI \ I u i .  I - i Iu  t n " .  ; I I . » N m  ‘~."\\|"N zh‘: Kin”; .‘wngr.’ 
I l ' ln  .uu l  3\ Hal JII ,‘ (ugh rrtcflui JmI . ”up" 
AIVW . ‘  ‘ 

UQLr-wk antihi— ”finitl- \bNVB'tJN‘l/ 
“I " ' I  i .  ~" " < ' .  

Mum; 0 NAmn 

RCOWMt: I I  K .  i; I K J Y L '  pur-  nu I f ) :  ICC. 

Um.- km: m u u .v Vugul H- AM For cavh nlhrr Natgul )‘nu \pm. Thu 
lmuk m. _ “Wick-king, u strength +2. 

' ' " 5-. M" \w- iv": .mJgINm-‘ng "a; m: In M‘m 
“'1“ .l 4 V. ‘.- . .  

. . ,,.,.",.'.,.,.. MW,“ 



s
m

II
II

I 4
H 

\IH
Ix

m
 

_'TIIE an- -|_(ING 
lmn or Tu: INAIBUL 

MU“ 
RcIum In In Mum may Hm be plaud. EIIII III. III: Wilch “HF wiIII II 
iklllmsxn you may um hmI Io wnuml 
IlII RIIIII IIII HUI IwII-c 

IIII .. I... IIIII. II... III .IIII... 

wpmmumam w I)..." u 
we . 

1:53.? 

sIIImIIIIII MIL. I NIIIIII'II IIIIIIIIIII .2 
[III I I II IIIII \IHII fi huldrlh) 
“ II‘I. ,. I I I  IIIIIII‘IIIAMII . I .  I... kw. III I I. . I‘ . I  v IIII Wu“! 1. I‘m 

Fierce. . . 
Skirmish I Im UL]!!! (LIIImI Ia IIIImd 

IIIII IIIIIIIe by 2 IIIIIIIIII II: II 

I «(ml-fan. I I: IN 

iri‘ Nth-II and 5pm .In I I III III II In“ IIIIIIIIIIII 
:iII- III [hr mm: num 
,II..., II» \ II~IIIIrnI.II.;IIIII,-I-.n IIIIp-IIII—I 

‘
-

i
<

\
w

 

r; 

V'ULI‘IIRE ENUUEA 
LIII 

I , m wnund .I companion kxu‘pl Ihc 
Rlng'hCJITII 

. i v  ~ 

I <§NKI~ ”.11.! q»: I“! 
"III I. M .  

Mum—mm I I I I I  .I MIFI'II III IIIIIIIIII 
Gym IIII 
" [.- .IIIII I I/IIIIII Ihnm III .IIII 
mII I ... I R‘IIJWINI‘VII .III 

MIIIIIIIIIII “III I VIIIIII III II..I..III (III-.IIII III... III. III-I- I'IIIIIIIIPIIIIII III I-II : x I.I.III IIIIIII IIIIIII II, 
IIII IIIII III.I 

', , I. I II 

n-Iu I». MIHNII 

I cuvcr. \IIIII (IIoIII AXIIUIIXU)! 
bum‘cm; Jud am U II: LIIqueI 

III. .-I \Iwr'I 
I; »,. a 

'UIAIFII NImI 
RIIIIIIIIIIIIIII IN TWIIIIIIII 

IIIIIIIIII‘IIIII IIII IIIIIIIIIIIIII IIIIII rsIIIII 
i« firm .IIIII dw  c l  

I I  I I .  III 
I I  In. II.I- III. I I I I  II III III 

Tu
n 

W
Iu

 F
m

) I
II
I R

m
. 

.wI-Ip.IIIIIIIIIIIIr II. Im 

MIIIIuIvI-n I II II VIIIIIIII IIIII IIIIII x 
’hUH‘L‘I" III a t "  X II-Iupamnm 
" I. III .....III 'IIIIIIIIII-IIJIIIIIIIIIII III. 
II: In: -.!I III- Iwr.II~n IAIIIII I-I-IIIIIIIM RI In. 
“III I I I; 

III-IIIIIIII- o [0 mm Ullin‘ 
Am IIIIIIIII. .I (IIIIIII .sI, 

”III IIBIIImI IIIWIII-II II. \I :I 

“If" 
(II mm- Illa-r! Fuqul‘a wmn II 

lkiuniIh vuu nuy um hxm Io wnund 
III.- Ring 6mm one: (or Iwm lfyou 
)‘IUI S IIIIIIlrm) 
VII III“ I. III. I. I. IIIIIIII .III III IImIIII 

V'UIAINI NIIIIIII 
MI:II.I.II III III III III I 

\K’IIIII IIIII IIIII lv‘IIIHL' NI-IIII. ‘1"(JI.I 
K .I» l 

nIIIIIIIII IIIIIII \um Jinam “It  
VI... WWI 
£""’ II. II 

I I I‘m I.I.AII.I ..,III I III... .- . 

MIIIII-IIIIII ~I,II. I\III,IIII.I .I. 
. I.II.:IIIII IIIIIII IIII I I I .  I‘. I.,I<.I 

I. .I .I I IIII I IIIIIIIIIIIIIII IIIIIIIII 
.I I I..IIIIIxIIIIII.IIIIIII \IIIIII 

--I IIII ..II.I I I I .  I I  

'Uuuru: Ana 
Tm .Mbmum 

Mlflu. _ ‘ 
I‘fl’hcn aI play lflliri' Aura. ymI may 
WIIIIIIII .m a"\‘. 
. III. III/I I I I I  III/(«m III Mum." 
IIIIIIII HI IIIILIIIIIIIIIIMIIIII III-um 

~UI/IIIIr LIMI A 
IIII I w  III MIIIIIII 

V 
I;... II IIIII.,I,IIII.II. ..I III, III". IIIIIII .I 4; 
uIIIIIIIIIIII II IIII-IIpII .! 

Shulnm I \|'l| l'lamlhII-I III nulu- : 
u, IIIIIIIIIII Tuna 

III" III M. II ,_..I m. w. 
IIIII I. I .I Mum-II" II IIIIIAWIJ 
LI-III ,I .I III' 

'TIIE WITCH- «mo . . , , . 
IOID OI'ZI'fll NAZOUI. ‘r’vfit-MW~~M‘VJ¢~3II‘%WF“OK-II .. .. . u .  

0 

HE
R-

WV
. 

I 
I 

I 
I

”
:

 
I

I
I

 
P

|
'

I
\

h
"

~
‘

 
I

»
.

 

. L 9.4.v.(~.II...'§"Z...)I' 
'Mancuwn I H '  N .  , NIIIIRIII .UKI IPUI X : M n n g u y y q ;  ‘ I ‘ I I I I  ,. \ q u l  1.» I .  \ I  . I I  I 
burIIcIII III I-mI X IIImpanIIIIIII. I' IAIJ ,, I‘_II.I..I., I..II.I III I  I I .  I I‘II‘I‘II -. 

_ ' Mam-[Ivan I \‘III .I Nugl'll II) WINII'NI 
.Rcturn III III Mame! may IIuI hc plavcd. ’ c'rI IIII 
EaI h um: I III: Wilch kInF WI!“ a ‘ '- 1.. ,,,.,I _,.,, . ...,],,.,,, ,5" m .,,..,. “I mi 
III'IIIIIIIII. you may exert hIIII to wound .5... ‘ Rm m m Ibm .IIIJ 
IIII- RII IyqIIt I  Iwicc. ‘ 
I I ' .  II III-.II Illl‘I‘ IIII.| I..II rm' II MII I} III]. am] ”an. 
N IIIII‘ I» I! IIIHI .FIII: ' 

1.1 III: JH’NIH I; “IIIIIIII ImJ IIIIJIIIIIJI uni/mm p l u .  I ' II...- II I‘ “II .I LUIIII‘JIHIIII I‘I‘JHII“ 
”'4 "(II «III I'IIIII. .IuIr,‘ M (Ir IIII low N5" RIIinI .I ' m y  .I ‘-\I II'IIII K “I‘M". \tIII'rI‘ .\ M IIII‘ 
[dmr I",III‘ I l _ UM! ,'. . I -II IIII «.IIII II'II.-IIII. 

I . ' a 
‘ I 

{UI AIRfiATTFA -Uuun£ AREA” . . . . .  .-.V..vv,..... w a n M W ”  
KIH  I II I)I DIII ( I I I  UL: R , ;  Tm Enmumo 

E 
3. 
:l‘ 

E 
Z: 

2 
7 .. x 
2 I— 

U"! §y~uklI5m(On-bnvkl-§»MQI input I 
K‘Jre. m m  “”16 . L 

- - -——\- - . . . ' .  

Skirmish .‘IIIIII .I NaIp'II \IrIIIglII I}. 
(III I I II mm \pm ‘I I‘UHINhI 
n 

Mnneuwr: MM .2 NJIpIII III  IIIIIIIIII 
‘IIII'II-III l\\|.l‘. I I I I '  I‘II‘I.‘ I'I'IIIIIII IIIJII’I 
lll.l'I I I I“  ml  .3 ‘ I.IIIIII hm" hm“ III 

Fierce. 
ISUrmish: Removu 0 to nmkc UIain‘.‘ 
'An'm ‘IrengIh { I  (limit +5). 

"fin. _ 
hen ynu play UIIIirI' mm. you may 

qIrIII an a Ily. 15.. ..I.: I. I IIII. {Ibrzamlnuu I) :IIII Lam IIIII 
I ; .IIEY III" ml”, 1.. 4,", "' I‘" “ ‘ ”  ' l “"  I‘TII. «r (U! t!..|'!F‘I"./“21‘\WTJ\ 1mm um Plum! ‘ [by Im! II _-III - III: ”an; III ‘II'mrm Im 

”I." I .'.I.I II‘,II 'II .I- I". I III. for {ix ‘1!!! :f 8 men. ,IIIIIIIIJ) H I '  III IIIHI IIIIIIIIM‘HH" wI/II Hz" 

'UIAIRI' LIMI-‘NYA 
I I I I  I IMNI  III MIIIII, I I  

fLILI‘IIRF ENOUCA‘ ‘ 
LII‘ H u m  III Mum.“ 

{UIAIIII ENoUrA 
. . . -  v ‘ w  

RINIIWIIIIIII III IWIIIIIHI 

“d". Ii.“ II IIIIII;I.IIIIIIII III JII'V wIIII III-Ins II Lb) 
:SIdtmish: hen Claire (,amc'a Io diward “ . III Imu- UIIIII’E Iinqul‘a win: .I uIIIIIIIIIIII n IIrcIIgIII I.!. 
3 “upon lmmc by a characxcr he Is . _ '5 burden“ .Ind act: U aIr'c Iznqu'ca I nkirmhh. vnu may exert him to wound 
skiImishing . to wound .I companion (except Ihc the Ring hcarcr once (or twice Ifyou 

. ' S . 
‘1'e Rm»- I “.1: HI smIImms.” (Iv "JUL Jim? Iwaru) . _ {:pm IIuIIIcm) 

III-I. in.» In? IIIIrII II-I: mi "\III lit-4‘ . u m  rm}: If I-Imv. " Saun‘r I [II Iim urur IJIH (mm! In" .IIIII mmIIm 
- ‘, Imr .II‘.” I I.I . '  III; {1 Aer 'I'I HIP"): ' 

‘ .  
A '  II 1 . 1 - "  

'UIAIHI ()IIII'II 
I I I !  I I I I I N I  HI M I I I I I I I I  

{UIAIIII' NI'IYA 
RIMIWIAIIN IN TWILIIIIII 

‘ . {ULAIRE‘ NELYA 
‘ w r v v _ . v m  “ A v — ( v  

LII-I ”NAM 0I MORGUI 
_"UIAIRI NHHM 

MIvIIMIIII III [kn 

'mmnam 
MINI'I'I - NAIIIH MINIIIN 

i... I ) 0 ”  5 _ . 

Shadmv: I'.\I‘H I’LIIII‘ ( Min: III IIIJIII' I 
w IIIIHIIIH fierce. 

\‘UIIII II-II [III I 1 Mn NVIIL'HI IUI't‘flIII 
WIIIPIHHIHI I I I I I  -I. )IIII III II {ILI} I 
nIIIIIIIII 1mm IIIIII dIKIHI I I I I  

‘IShadow: [ III-n LIIairé Nd}: and 5pm .In 
Oppunrm s «In: to [L Iacc It with IIIIIr 
tin- oI Ihc Inmc num cr. L 

llght. 
”WhIII wm can II)!" 2 harden; or 2 

wnIIIIIII IIII IIII IIIgJIcan'r I Iain NI Iva 
iI Peru: and (Image +1 

( )  - ; . 1 .  . I I I  I I I " .  1H” I ' I '  I f .  I I I  . I w r .  I :  m 

"IV in? I'I'II M I  m l h -  luv m u .  .1 ' If. u '7"  cu! 
‘LJI IU _~ I n  " I  ” I n ;  . ‘ r I I ‘  

' a 

I I I I I I I I  “'1” I I  I -  «In “If" [my I ‘ V r ‘  " h i  urfln 

”‘1‘ r IIIIII -rI. IVIIIII of wt" III III" 5W4 
.' 'h: .\:I'L’ II-m Fm“: :Fnup’srv JIIJ (Vim.- 

‘ Snnu JIHHrI 3.1mm I A "  hw III/«Ix .IIIII ,1 no“ II  - '  

gnu] IIII/I\ 



A
 

"
(

m
 

A
u

n
x

 
l

u
n

e
 

EN
HM

IT
‘E

NE
D 

F0
1 

um nmc Unm- 0M2 winI a IlurmuII 
vrm max o m  him In mmlcr Blak l'Ip 
(mm yum IIIppr-n and m Ihc 

Mulzuvrr. \pm .I '0» 0n md 4» .WI m wow . soul'umnn 
mu.” II“ Rmpbanr) mummy” 
Im I I .  II e-vm‘union am i 

,, my“. II- I »  :r I I 

Maneuver: II Im [HUI nunm I m 
hm. .I mu _...npm.....m. m.- IIM m 
H 1v L ,m t.‘ Ipol .I 0 ()n I.. “INN!!! 
I’M kmy bum 

Nupomc i! A vow L)” mm A dummhe 
my» um 0n Hun unufl Ihc leguup 
pt‘ 
.v e w» mu mm 1!: mm a» I .. mum Is... e. WW, 

7* I 
E 

I 
5 a 

hm
 h

 m
 “

in
 

m
u 

5 
x 

mrmhh: ‘1‘" .. m]. h. N ugul 2nd eh um wuung 15:“ um Rm}: In 
Add j IIIIIdmI 

, .1. man. I. m1, 5: wall We 

Assignment: spa. 4 lnuduu n. Nign 
Inll ream-Pr the Ring helm) I L we Fokln. 

yum / 1m.»  ‘m.I.:-n.w~,u 

sunk. Rogmnw: n :1“ mm.” \ .  
Mam-mm \ v  .l v¢~ tin And w I‘H‘HHIV. mum. 0 In "q 1hr 1 n. 

m when. I‘m III-“.4“ I-c....xu,,1m~,.h..m1 mm I. Wm 
rm.  . .I u .I Inlnpznim' r... ....I. {mm mm: 
\Ivmluuluvv .m-II 11...,“ V 

e ,. -, Ir- a .I‘ - x. mm I” 

. F  “a,  
Mallrun‘l: my; I. ~¢~ I n. MIA I. II . I .  
I 2,. he ,. m mm my I!“ I-“mlu ,m .. 
4m Mr" S «Auk {mm M duu .q 

1|:yl.n.nrn1 ’04)“. PM... W. .. 
mmpanmn uh mm bum u 
Iluumlt. (hr Fm 
lu mm mun! .1 
X“ I hurdn) 
'IW I- , w‘e-rnm. me.- 

‘ V I M - w  m / V  
. rm". Iund m ,,_ 

m 
R

u
n

-
I

V
 

4
m

m
,

 

Shudnwx \pI-I \ 0 Xlnnluu- In .n1 0 ,  
,._,. /,..- I. m, whim.” 1, Shani-m. \pm .I ~c~ llllllllvxv .14 Id I 

v [mum PLVIU' -. I-, . -,. ML. Ihc Flt-(PW ,I I u 
‘ .mi lnuul IhI lupul Im w *.v 

.. h 1mm .. -;-m 

”In
 

“
M

 
\

x
u

x
'

v
 

\“ 
\

w
 

(
 I 

IN
 

hu
m

 M
nm

xw
 

hm
 R

N
. [

In
 

i n .  
I I 
ll 

.um I»vnm-wn-».v I 

Turn: I,“ $1.15“! mum“... 
tum-m . 
Ard- c (:mncN "Uh. du- 
{dime \Ilki“ "dusty wul 71 
[Fr . v 

In, 

Sluduw: \ihv' no. \ ln  (1‘ .uwni .All 
6% mudnmu 
f. / ,‘ur-ru‘ounum‘m 

_- : 44.1 new“ A. 
A . I ‘ 

SIu'rmifiI: 5 r d  X hunkm m Ixuk; 
J MN“ I mums. «z» Un 
sin-ugh V 

A. m muIvJW- 
H, .«I' my Ih-vIw 

Rzgmup: Excn : «>— Orc and spot A 
+ companion to Add a burden 
"A Rm- .I‘ I‘mmloah kn! [Imam .31- um}: ,5 mm; mghvdm; u 5 

--. 
. .

. —
. .

. .
. 1

. -
. —

.  
.

.
.

-
.

.
_

-
.

_
1

-
.

.
-

.
 

...-.01: . . J .  . . . : . . .L,: - - .  

m 

A 
"

(
M

 
A

\
 

1
1

1
x

 
1

.
1

1
1

1
1

 

EN
HE

'AR
TE

NE
D 

F0
1 

«griliglu. . 
"Each time Ulairé 011%: wins a akirmhh. 

you may um hem to transfer Bladc lip 
from you! support Jrcd to (lac 
n l  1mm 
"' 11111111:111'1~, 11111” 15! [11.1111 1.;' 11111111,; 1111131; 

" b l ' l h :  . ‘  

stln‘h. 
Maneuver: 5pm .1 49' Or: And (1 
1.111111111111111 111 wound 3 1.1111111141111111 
{1-111 1-111 1111 Ring-hater). D11 1l1is111111- 
1m 1'41l1 1111111141111") OVCI’ q. 

‘ 1‘ . . ( l  I "  . H m c l c '  .' 

Maneuver: II 1111 11ml numfu r 111 
1111111111. .1111! 11111111.:11111115111 Illc d1: 111 111511 
15 .11 11.111 1 ‘ .  15111111 ‘9' 01111111111111" 
tlu R1111 [11' .r1rc 

1 (111711". [511411111 (".1111 Sm 1'1 
1 1 1’9...‘r11.1-. :‘Jr ..'1'. 

’4.- ~— a ,  

Rupomcx H .1 '0’ Or: 11111111111111111111. 
nuke rhal Ora fierce until 1h: regroup 
pluxc. 
l 1". 111.‘ :Pnr awn 11mm ‘Ilrgrmm 111111 

' (.1'11‘111’1 1'. 11.116: l l !  xmm-r [£111 11‘111'11‘ltr11lgnms 

01
' 1

11
1 

R
IM

. 
DB

PI
M

H‘
. 

05
11

11
51

 
[

m
u

n
 

(
)

1
 

M
n

m
x

m
 

,‘Assignmem: Spot 4 burdcm 111 usiSn 
co1np.1ni1m (except the Ring—barn) 

toskhmish L? lair? foldéa. 

3:" firm, 1' " '  11.111111 “111.13" <1::.f 1: 10117951111 .1 .. . 
QIJ :nm.1..1..;' 

11 - .31 I n  

Saudi. 
Mancuvcn 5pm .1 '0' “ n  .1111! i 
1.111111111111111“ 11) make Ihcl:f<‘¢'l’1'11|\l1'1 
pln'u 1'11 11 .1 11111111111301: ll)! 1'.11.l\ 
111111111111111111111'r-l. 

' . l“;"11 . I l ‘  .' . 

T1111L1y.nrn 4 00a. Plays 1111 .1 
companion. 
hath 111111" bearer is as' to a 
skirmish. the FM: 9 u phycr chomcs 
to 1'11h1-r discard 3 ~ 5 from hand 111' 
add 11 burden. 
‘l?'('a':_rs1-.'11111.11y‘111i1'br R111511!.111 :31! 

-.f—w~-—J..v 

Shudowx \11111 X '6’” 1111111111» 111.1111: 0 .  
11.11 1.11.: 11 no! wuhw .1111: 1‘11 

1 11- 1' 111111.111" an» [in r1'1':1.‘. 

v ‘ ;  \ ".- \ \ . -  \ \ , .  \ 

[
)

1
x

1
'

1
1

1
1

1
1

1
‘

l
1

w
1

1
1

x
 

(
1

1
1

0
1

1
 

1
1

1
1

R
1

1
1

1
1

?
 

l : - - — ; -  n..- . n  1 K - -  

.Sdrmilh: Spur 1.11111“?t Nugfil and 1211‘ 
”R1111. beam wratmg 1 
add .l burd cm. 
" W r : 1  :11'111111’. Iklhdcu u :  'ulr‘l h w d l m l  
11.1'1-11- .1 “111/ I1l:( 35:11:" 

0111. R i n g  (11 

‘1‘." 1n. ' .  1- 

v fi  

Rnponu-zll11:1»11111111111111111.1 
131111111l1c1111111-01111nal11'1h1-11111- 
l'cnplu 11l1n1'1'1lik11rd :1 (Jul .11 1.1111111111 
from luml. 

5.111111111111111. :11. 
‘l‘hr.1.."1. 1-1- '1 . \.1.1111.111..111Lj 11- 

Mulcuvcn \11111 .1 ~12» U11 .1111l 1111.11.11 
11l11111ln'11 111 111.111: 1l11' l'rrcl’1'11pl1'xpl1'1'11 
1.1131411! mp ‘1 1.1nls from his 1l1.1\\'1l11 L 

l '11 1.111.! 1.1.1111: , 1  “1.11111 . 

Shadow: \pm .1 '0' 11111111111 .1111l .1 
,\'.1,1_:;1:| :11 111.1Lc lllc Fn‘c l‘u1pl1'x [15.1.11 
1l1~...121l .1 1.1r1l l‘rnul lhc 11111111 [111 111 11.: 
1l1'1 ‘. ‘11' 1.11l1lv1111l1'nv11111.1n 41111, 

.11 .- . 1..1-'1‘1:11Ill.11 K1111 

{.1 \' 

(
)

1
t

 
H

u
m

 
M

o
m

m
a

 
E

N
D

L
 

R
1

M
1

 
E

1
1

1
1

 

' . , '. ' (5.; 
«mun‘ln—Im‘m” .. .. 

To 111.11, 111111 .1 x1113“, l’l.1_\.~1-1ynur 
support .1161 
Ardvcn: 1(1mnvc 011.1 makc 1hr 
{c.llm- \l1ip "dirty (on 
‘ l lfi‘,  ." " '  1' ’u i lhé l  \1. .4111" 

Shatluw:\p111.1'c~(lr1 I111!1~1.111i .111 
@ 1111I1lu11111, 

'1. 11.111 I 11’ 111113911 1311 11111111111 1111111.: :11 
' -' 1111' 5.114.! 41:1 {lair {A11 11:.1', 1~ .11! 

' l  

Skirmish: 5L)“: X burdcm 111 111:1111' 
:1 1h 11. 1111' r \' ”wishing a ‘0' 0n; 
strrngth >X. 
"1’71 1‘111' [L‘m’r mu 511111171 11.11 11 11-1111J1111.:111 

11111; 111- . .111.1.111 1117 Ilary 1wr1 11111.1! 111'} I}: 1mm ' 
1-1':}1- I111';- ,1". 11M! 11 r111111m1 11:1. 1111'. '.111l.u'.' " 

croup: Excrt a 43" Orc and spot :1 
4r companion 10 add a burden. 
"'11 R1113; 1f I’murr look: g'm 11s ]1 may shp 
on  11:11:15" uslv ('11! 1'1: lwptr mvr alaam 1r. 

1
.

1
.

1
1

.
-

 
.

.
.

-
A

n
d

 



F
'

V
m

w
w

v
m

 

.III WNW IIII M‘nunu I I II I o I. I 
.c~ I II. Ikunnduns I Q J14I.,n1 I’I. .IIIIII ’Vldu‘l dma 

I) I )  In: u n m h n I u h - v h m d  
I I .1IIII \ I Imdit ionII 'muy»vIII 

h m  . ‘r-umh 
II ~ 

I
n

:
 

R
\

|
\

 
I

\
l

u
 

D
u

n
s

 

SuIIII. I I I I I I I I  IIIII A «z»- IIII I'I. . mgmupx I I II . - c ~  um I I I . IIII 
.Imm I I  .II -.I IIII I.»III.IIIII- I--III l ' .  I, 

III.IPIIsIIIIIIIIIIIIIIIII II. II I 1m IuLfiurulIMU-x 
IIII - Imhgiuum I\ .1 

I 1Y1 “ l . l [ l ‘ -  II-ILIIIIII , 
1 : .  III. I ‘ "IIIJnI‘ 

I n "  a '0' ( I n  I n  m a  u 
.IIIII. .II In I. IkIIIIIwI'm. 

I.I,I‘ IN I mid mu Ly, In: In] W 4/1..d 

IIII IIII. “III...“IIIII mu IIII WI, II... 
IIIIIIIIII. h mug”. .1. 
54e IIIIII III. III [hum grim IIIIIIIIII. 

mum," I IIII .IIII um...” I. II III. “III “II.“ a» oII II... III" IIIIII ,IIIIIWII Imp. III. Km}; IIIIIII MIIIgIIx warm" I. mum. .I 
M .IJ II... J amn II. 0m .1 III-am II Jh 
III,“ IIIIIIIW. III a.” IMI 

.,-nr(.l. III N II v 
I. I _, . .IInIIII 

I, IIIIIII (Alum... InI 

I“ I 
Rnpunw: n I l m- Pmpln IIII. I... 
an In 

3 

Muumu, I IIII . vow ( III III mum I I,” II III,“ II“ Rm; cum 
...I u n d u u m “  ' - n 

Mannnu: | n u  .I 0 ( ) n  xu d m u J  
Andi!» IIII:.04HIL1I 
' ' ' n m r b h l m w s h r l -  

~ImIbvuu‘vIInII. IIIIIII I 
I Mi l ly lfl l l l lu l l .  mum“ 

MouIIUl Smmsum 

Mam-nun "Hume 0 m u r n  a H a  
(cucpl the thumbnail, 
II» I III II man, ~m II. IIIIIIIII II 
M»: II: IIIIII, III WWII-I. IIIIII 

l r n k c r .  
III. v-mh “Hum!“ me an. 4:» 

.w n 7 |  '\\IH1V 

III. u m  Ihn IIIIIIIIIII III 

..I., III...“ III. 
l u l l  J '0' mmnux. I n  “ L I L :  
In“ MIMI.“ II.I ...,. 

II..I l m  mdnudnk 
I MIAMI .IIII 
I .  'II-I 

l‘IA\ I III. . «22- mmmn 
Shuhrwx l am ban! to add 0 In! ad: 
S K I ) “  “Unpdnion 
I I .m I 1(W1Jldcfl1Il—Jmfl-IIMJ 

y.“ I .  i n  [Id 

wIIIII IIIII play IIIII mum)“ IIIII II”, 
:hulih up m l ‘4  uni; from yum 

_ «Gun! pl]: “no you: dnw deck 
I III »« IN wwmh vumIIIIII 

«HI‘III I II I II .1": 101’: 1mm n" IIII» mum ' 

'IIIIIIIII 
II.I II..II...II-FIIIIII I..IIIIII vow 

I IJHIIM..II I.,II 
II, IIIILI- IIII 1m Pen’vlrx IIIIIII ..I 
“III.“ IIIIIIIII. IIIII .I......... 

l
m

 
Rm 

l
x

m
 

D
u

m
m

 

I n  , . n n  w w u m  JI’L‘J 

l r f. ’1!» 4 ’n ukumibhmg .1 V d u m m y :  
I. : m  ngglh « l .  
" ) ; - ,  4 “ :  ( “ H  C lmdi ‘bn  ” ‘ I V I M J f  ' 9 ’  ( M L  

‘ n u  ~ .. a i u l i n h .  

1 '  . . . 4  I ' h ' ,  .l (.11.p '3 '  .'.‘I u ”1",", 

C m m m m  

Sandi. 1 : :  p i p .  m u :  .1 '0" ‘ hx I ' l l»!  
u .  u r n  umpuu .uu.  
H}. 1. m“ ” H  spm 5 (mnpunmm. ‘ .u h 
. ‘ . m ‘ m a m n  s lul l ighl  (no! u v 

‘1' . ' .' ; . v  ,L'.’inrh;i . '  .f. .- 
, ' . ‘ , . _ , ' _  . , .  {’1’ ‘ 

E van 
sung-:21?“ , 

Skirmioh: I w "  a ' 0 '  ()n‘ m wmuul 4 
. [mm m In.- is skinnhhing. 
‘ ‘I: m m‘J in»: (mid (In! It}, In! m]  wag allow"! - 

.'.- (.‘ulmr 

u—rv 

Krgmup:  l u‘ll l l lh llllnmn u .  “...._. ' - 
. m n p u m m  \nupl  Ihc  Ring hm 

‘4.» . ‘ . .  J run-"MAI. Md no! L ; I 

[J n . ,  M N -. umnur H 

\V
 

‘1
 A

\\
}\

-.
 i

\ 
‘|

i‘
 

MJncuvuzl “ H  .1 ' 0 '  mum-nu x.» .. ”u 
x}: u l ’ u r p l n p l u ' c r d i u a n i J u n x  ..: 
c 1:. Jun» 1 m m  i m  u r  hp! h m d  

/ -  - ' h .’{Irzgn‘rh't v: : ' -  , . .  '. 

cnmln l \ .  H . 4!" m u  ( m 1  ml 
.1. . m  Hum (In m p u l  (ht: h m  I ‘ u l l h  
p l :  « K II. M Ju‘k {urea-dint (I. ‘5‘ m u 
p m .  .q; put m (lu'fdlmuhlp: I ) “ .  u 
l \1 ‘»1 1:1. .AH“ V ”JILL 

.‘T’M' Lu. 1' - 

MAncmL-t; 5 u n  .« -¢~ ( ) u  m «1mm! ; 
unnpwmn lump! (hr n Nahum. 

‘ .';.:' mm band nun!" ,rx: :r'ur : . 

Muncmer: 1:e .1 ' 0 '  U K  M d m u d  
a n  .‘ilr w t  2 0 allied. 

2n.“ .» - u. r) mutt! lurk mm In 1h (1.!" 
I n  - 1/ ".‘u’ 'rm Ib'u an m 15.1 fi n !  .-,' N 

.-..:' .-»-..m\ Agra”, and mam, — ( m u m :  

M m m N  - 0m, 

I'm 4.3c umqumml you can 5pm. this 
mumm I): Mrcuglh v 
jump/f: bum! (mu m lb 5mm of but mum-m 

Maneuver: Rcmuvc I, m a m  .a t h i r  f 
.(mupt the Ring-bearer). 
'Uv l )m I», "odor, ‘1“!!!t II)! prom-or v] 

' Man! an! piua, .m Jaw”; [m m hull! } . 

M m u m  0 Out: 
qls . . , .  fi r ' v  

I‘m ugh ulhcr ‘9' UK you «an spun. 
Mmgul Wardcn is srrcngth o I. 
Wu} HmJ inwml, £5 0m yuvvkrjbfbw 

aid/n u q  from [h ”M ‘I‘ourr. 

‘ 1‘ \ (a‘  ‘-"n‘ \ \ 1 ‘  \ \ , ~  

' mm 

l m  0 0m. 
7 "  

'l 'ucktr. 
Hu '  mummy, m u l n  Int rich ' 0  

[ H H H U H  \ I H I  { . ' J v l  . \  - 

Rclpunsc: It .1 f m '  Pmplm ugruup 
c u n t :  t h u d  cxcu this nnnnm m 
C4]!L(1l}l.lll\tlfl. 

'{9~ . ‘ ~ ; ; n . r r - ‘ -  

\ \ . ~ \ .  

M
o

m
m

a
 

E
x

a
m

.
»

 
n 

l’!.-.-. m m u !  support  um. 
map: M a n  .| v0- m i n i m .  m m Ac 

(*2 l v u  l‘rnpk‘s Incrduuni Ihx m p  
(Jf  1 .‘mm his"! Icfdruu « ink  

_‘r n J I I M h u I W ' L  H ". , l . . . .  .10.! 
~11. 1.”,I’t‘ ‘ ' 

1’14,” o n  .a ' 0 '  m i n u m .  ‘ 
Shadow: lixrrr bare! to add 0 In! cuh 
arch“ unnpmion. 
I w .mmr: .Il (Inn!!! And 94,131.51 Influmrd 

‘ yum: : :n  w Md bami 

” a  .368“.  

' 
-. 

”t 

'3
 

i
v

.
“

 
“

"
9

 

' 9
4

;;
 

_
.

.
,

.
 

When  you plan this: minim) m u  may 
shumc up In 2 LA) card: from your 

‘ufiurd piIc mw you: draw d 
5f;  m u m .  :3! II): Hyman!” -:I "“2““ "LI/I, 
gflmxul ( )r.’s n" aim Io lb: 1mm of Ibnr nmilrrx. ' ' 

.41 a t  491.!!!  . 

M m u m  - ORL 
w“.-- ‘w‘rv w 

'lraLIu-r. 
H u  nmmin}, mull} l i n t  (and! 4‘" 
mumm nun pf.“ us - . 
Assignment: 5 p m -  ’ t h i c  u n u g u m n m  
m nuLc Ilu I'rcr Pcoplrs phyc-r .mign .x 
Huixhu m s k n m n h  (his m m i u n .  



0
m

:
 

a
m

n
 

l'i u « m UHV mmmn .Iu.| PLI} « m yum mppon uca. . ‘ hn «Huh .0. mmhunn nu can 1pm. ' “‘“lW'm I. m ,  ”mm. H MIMI l‘. A ‘ 
I uh mm .u -o- ()n Mm A. \mu!‘ W! mum" 3pm .- -o- On, Jdd x m ' xhu mlmun ll Mmmlh v . . cv  ‘ n. uh. I u r  "WW" NM” mm 
W]. ~u~ n“ “nymph . I  Imul m. Ihcmmmr‘ ushcrylofll. , WM”,WWWWm”m,fl,mmul ‘ .|.- ”.1 Hml‘ m»... m» luv“. 1”. .Im“ ‘ d. ‘ 
"TI-"w “I‘m- \ -  1. ‘.,(7m¢‘mw, ' ' . . \. MM 1» ‘m MI: H' ‘ ‘I.. L I,” . .‘ I. “ml in dw Jml My - ’ - 

' ‘ . Mn: 4‘ m‘ M 
| 

\\ hm nu pl.“ a \H'J'Nm ml 0m Mam-urn l mu 0m muwm .m.l . n u  1h“ muuun m wmlml ,. mm“ 4 w \ 
mmmm MM 0 (hum um: pn lulnr min-MM mm '0' umdinnn m .I..‘....: v n m  In |- \luuuluhm ||'|I‘|l|~1\‘r7\1u..Aln‘,A 
m h ‘ ., WWW; M, 1m n..,y|(.‘.....hmn. WWWW 3” m uni u Hummum hum 
II- V w/N'Jlu/ulrvrhy"!!! .- ' I7 u rm I~..»ym, vr‘ . -A.,v.l.‘1t=..4, (- :II «J. a 

In x, -v a ,  w w. , 

3 

‘ P  sumo». > e u ~  O 

1mm. n.‘ 11.4mm}; mull} lulu-P! -¢~ ‘ 
mm w. n .1. ‘ I 
Slinnidu I .m .Im "mm.” .4. unuml J 
mm“, ” |ulunnnhin11 

Fur each Fm- l‘ml‘ln can! lmmc luv .1 I“ “" """' ‘" -' "V" ‘ "' ' Vl"‘|‘"‘ 
clmmm Ihi- mhuon iukivmi-hiné, t shin-um" mum“ o m .m. hum H). nmmml," wu-Ill) In. mh @- 
dumrcriu Mltnglh—l. m‘ :mh ‘ l  ‘lmlll . j )  mmum _\nl| IILy n »l‘ ' Rnpomcl I? .m ‘ mu A pm). a um v...“ Mr. N.“ Am..." mum Am... Ihw 

mmum m ‘ .Im x" 10m rvrnl 
'\I'm,w.yyu'wmugqmpmm.Wmy». " -' “ w “  Iv ‘ ‘ mm: gym... . ‘ 

’lh . ‘ ”1» u. 
, . .  “ I  

Shad-m 1 u n  xlm nnumu mum 0 
4.‘ m. ,..y. mm 1/. "hampw-m ., . ”I 

.n "1 him 

Ruglllulnl u um mun-m u.‘ 
«nu Wm.“ M...“ {In Rm; mu. 

/~ ‘ r ‘uu‘Mq/Jml'um A 
m . ,  

Murmifln | u N am mun-m m W4 
mum h. I. \lmhum 

mpmlhuutml -. ,, u ‘1.“ ~ , m". .1. My...” , 
I ul'lh 

(Imumum 
‘ o  . -  . , ,  -.‘ . v - _  

I ' IJH m nun! \ummlt .lh.‘ 
1.1.!» rum- .| '0' ( ) n  Mm .l xlumuah. 
nulu -u~- ( M  n \ucngih ol until flu 
h‘yhmlv plum 

. v I.‘ H w Ifln'flxk'ul 01. M31! Iain .' 
H .  ‘ . .  l . - . . . .  

\\"u H mm play .0 “mp0” Ml Ihu 
n n n m n .  .uM U (hmil um‘t pm (um.  
H. ,  M "  . m  w (it man undo! ,1 k m .  

0 1"{v':.m.t «"7 mull L inn: u 

MINION - Onc 
v— f v v  

For each Fm: I’coplcs card home [W n 
clmrucm this mimon is skirmishing. that ". 
charncrcr i: strength - i .  
'V'Mlvm ff l'Wm an film [mm/m alum” lb: 
15m" (fjwml. 

‘Imm 0 0m ‘_v_;r,_~..v_.,.m... V ; .  

Rugmupxl u‘i! ”Mammy.“ l~v\\n.;.4..1.. 
wuxpnmm 'tut'pl tin Rm}; 'ualuv 
‘ lu  .r I .  ‘. -'.:L','rull‘q] Jmf‘ w..- .1!‘ 
I I I " !  

0
m

:
 

a
m

m
 

7 V . —  

Phyx {0 your support arm. . 
\XWHC yuu can spot a ‘0 Uru. Add 1 to 
(hr miniur‘. archery toxal. 
m...- gr ()n-ub arrowsflv, r}: fgfrrarrs gr 
u'y H}-.r_rir.'." I 

Um 

__ Mlmou - 0m: 

Mancuvcn I u” this mmum .md 
(“a .Ihl mm! '0’ umdinnn m Ju- ,u-| A 
I ru‘ Prnplu \(Ililliliflfl. 

. 1m: Ila... m..- . . ‘  

l n w m  - Hun Wuvm ,__.:;._. . ,, - 
v— 

“\Jh.’ mm! m .n '0' ( )h ,  
Skirmiuh: Rt‘lmlu' o In "Ll‘u' hum: 
mr hwh - I  4mm x 

u my...“ M ,u , .  

. ”Mun”; - ()M 
‘ r '  

3kim|hh2§u11l'lhflfllnlmlu\|. .- ’ .{u? : 
(t tau In n skumuhlng. 

.a 

I. l w .  l 

Rum" hug-uh, Um,» [wri '-. u U " 

Fm uu-h «9' cnmlitinn‘vuu can npm. 
thu mmion Is strengn o . 
"'xtmlw \w m that Sum: um mm" am! 
e y  (I)! wry it”: "1 

Skimvhlc: I u ”  qlm u m m m .  m w m m l  .. 
( .1 .n.u H I  l lc  h \knmmhmg. 

~ ...A‘.'. \uunw'l  ”Um; 1'... i. ; r t  ' h  ‘ 

w 1' :‘v 1w]. c f  - n t r ' .  

W V  

Tucker. 
1 hv rmmnng wmlIy Iin‘rmh <9“ 
min-mt Inn: |' .9. n ~ I .  
Rcu’mnm I! 4" mm: is playul uh.” mun 
nr a u w- .1 rmgm. Hm ul «Iluurd Ihu 
m m m n  m . . l l h r l  ah." r v r n l .  

3 

“hf-Hy: f Om 
d - w »  - ‘ ~ - r  

‘55.}. 3." I I I a - l l  N H “  .1 u .  Wm. 
M! up”; . 1  

” u !  . , ." .v; ‘ . l ‘~!¢ fl" [ idl 'vnl  w 

~ , .  - - / n l ' I h  

'fl “.5 \ gr ‘ v‘ \ \I‘ ‘ \.~ \ ‘u‘ Qiiéu. SCRYE 

‘ - -  _ , . - w ‘  . w . . .  ——-.«..- .4--— 

Rn'umwl I I  lH I l I l  nun-m n L.ll..l 9.. . 
‘ ¢ "  ‘ ‘ h  l h t '  ’ I 'n‘ “unplr‘ “ L l u v  Hun!  
«In-.- an! M u d .  Imm Ilw [up 1.! hr. .11..» 
dw I. In! V .- II Mid in ('10 Jun] Ink 

1 .- "rlu‘. .r riw' " ' . r . ,  

\\ M I  -'~\|"I.I\ lh.’l1|lhllvh.'.!HI'H-I\ 
m . h  [In h m  l'mplu phvrr du. .mi .. 
uul n vuulum lmm ham 

.7 I t  rH-I In. " I  
A. ~q  1 -: " i i  

Mint». 0 ()Iu 
- 881,— W .  ' 

’Irmkcr. 
”u IHJHHIIF. MIMI!) Int (.uh "1* 
"mum; um I‘ .Iy' i \  ~ 
Slirmhhz | wrn Ihis minim; In \wmul .l 
L t  n m u n slunnnhium. 
~11, . .  - H ..r ” p r !  I .  .. .- 

' u . ‘  

Shadow; l 'm l  (his mimun In Md 0 
,I‘n 4 h. .m- wk" Ih Indium? ,n‘vuw v. m u ]  
.3; 1’: uh; 



“mm ~ OI 

1 m  
n Hunglh . . 

rm In  ,-.r-.a;m...nw 

.:~ J @- uuzuun I‘LL» ‘ 
{mu m. 

nu lcfluvuhlp "mm. Mm o 
‘ zuu .m q‘u 

H . 

Shadow; l \ \ l l  1 e» ( i n  m .hai v 
Inc I'mplu .mdnion 

‘ l x u n - "  

J -c~ umw 
‘uumx ”L I n .  

“7 nm dbavd .‘ I Ex“ 

huh Uu-l m mm hull, m» m '4' H 

Wm» - 0n Hmm 0n 
W —  

Skin-lull m ... a mu «p. 
u L‘ uluvauu ‘Lumnhn._.xlm 
mum-n 

“'1‘!“ ‘ w" J «v- l ‘n I‘L‘u u- \nur 
\uppm: .un, 
\x m tru m- 5 u! m (umpamom m 
11'“ .lm( wk; th— more Iimn fur xhn 
tun: n - i  w a minimum 0! I )  
3‘ - - .y. thm I m  nu! 
m , , x (t .» 

«a... 

Rupomt: u an Ring-bum w.“ m. 
Tm \ nu» n. \pol J a» mum in 
nu’u (in hrr l' 
m N: " 1m] 

pk)“ dun“! hu 

’ l - w  .m. Ihmim‘a 

luxphwl "um .i. \ 1.1 
hand what \ u ')h 

uh: can! mx Jm‘ 
v u- . a. 

m
u

m
, I

I 
M

an
x 

5
m

m
 

0) 
M

n
m

m
x

 
I

n
!

 
D

A
R

K
 

l
o

w
’

x
 

S
l

-
M

m
m

s
 

Skirmish: he" dm minmn lu \wuuud A 
than-cm u I) skirmkhing 
5m- be “was “gum .‘ A. 1%»..1. 

Munnnm 1 :in “mm ‘. 
vnl  mm ~e— mnduum Kn I I \ . \ -  (In- 
I ... 4“ "by" disurd .0». mp : 1Jydtv1hu . her duu JUL 

S
H

M
N

r
.

 
l

r
s

 
M

-
m

m
 

Cowman (mm-now , , 

5mm, Hm m m... \uppun um. 
Rnsponk: n . mam ml 1; um]. 
mm a «- mdzenocuml x LII cwm. 

mm H. mm wupyun uca 
Shaw. 1 um I «1» ()n ma (slum: 
Cir-1|...“ mm. 

Scanh qLn spun] at» On. I ' lx 
1mm" \up n am. 
lad» um: I cfdlovahip move dunng 
lhc lqmup }:h1‘r you may draw a an! 

Iku L urdx ii mu spou -o- luck") 
V ”  r Maw..."- yaw.- 

“ ~ , .. m 4.1”!w 

Hm u. m.” mm m. 
Skim JI: Rcmmr O in "MA“ A 0 

I
n

 
m 

w
 

H
U

N
 

Wu. _. «a» 0“. PL". 
m )uu' \upporl .m- 
Shadow: Remove 0 (0 mm! the lnp 
card 01 \uur a deck I f "  u .1 o» 
u 1 (A: u mm hand Ovbcm s: 
duuw u and one udm ard from hand. v 
0- x .~»~ 1m. Guiana“.- 

Shallm: lu-n . 49'0" m4 \hn \ 
n m duu X an]; “In": 'i\. 

, \ \ . r " \ r \ \ . ‘ \ \ r \ \ r \  

, SCRYL 

Mmrm - 0m: Hmm- - Olt‘. 
v—v “'— V'— 

Skirmidl: U m  .ud mun '0 . whim 
(n main .\ Juuun skirmkhmg rim 
minim: xxrcngrh ~ 1. 

15-.“ . - 1', m1 IN LmJ m; u ' 

I m \ . I \h mu]  m \um lumi.  mm m '1“ :r 
h arr-ugh r l .  

i n  rum-gm»; m {Hi-‘1‘ ..v 

S
M

‘
u

m
'

s
 

I
)

!
 

H
 

a
m

 

Conomow 

5 “ }  1UP!A\ . \  \k‘fl a '0' [hr  H3} \  in Mm! 
\ . \ : . '  \4""N‘H J R J .  Su \ \(‘fl JILL ..I v I 3 1 
1 ' }  «up. rlu Icflowshlp m‘uu. .uM 0 \i'hslr Ihcrc m: 5 or moo: mmmmom in 
2m . .. :» e mu an gnu lhg \lmd Wk“ the move limit for lhb 

H. _. _ .. . mm h —i 1m: minimum 03 I). 
.1: ' ' . * ‘\‘-", - 

'Eu . MT' .l ~¢~ mmmn |‘i.:.\ :v 

"u“ ‘ .rr mr‘uérvr 1m «v.1. n .:- 
.'!.' 

. w .  \ -; .-._ 

EVENT 
.4...— 'N‘ 

Sludmn': Lnn .1 *9» On In Jmani .\ Rflpomuc: H 1hr Ring-burn pun nu 
hrc l'mpics mndilion. 1 ht ( Mr Ring. rpm .1 '9 mxmon m 
V .  , . . .  a k r § - - - ‘  " ," r .43: m t {n lm. Implaplzyrr dam! his 

or hr! fund. 
“‘ 1 . " .  . .  I a n ;  :3! tit ms In“ I." W ’Ju‘ 

‘ ' '. val Fix-"PAL: :r»: \ udrmn uh 

Evrs t  
“My. — fi r ,  

“Anton-r: \ p u  .2 -€~ mzn'u'; croup: 1 \UK J ‘ 9  mnmn: u- n .. ; 
m u s h !  MAm-l  Hunts. 1h.- lxc .  2., .VJ .n' u'xdun‘ (mm the I'm i'unx.» 
{K-fiwn )‘LIM’I may dmnl .‘ “MW in 1‘2"“ : -'1.md, ”Lu Pb}?! “mu Jh‘hni 
gm. u H ‘Nu. \ Murix : a I  hand. “41c X 'A 'lk‘ 

n \  !j;?‘( . In: Mr (1‘2: can" n-x mini  

Mmon - Olc 

Skirmish: FJCII (his million t o  wound .1 

durum: it is skirmishing 
jam: inc mus-11m 1min g’ ()m a: be: 1::m. 

ll 
A

n
n

“
 

“M
. 

S
m

.
 

Cowman 
“ w - -  

Scanh. H u s  (u \uur \uppzm .Irca. 
Respomc: It a stulrh arm 15 Flay-d. 
m m  a «I» tracker Io cmccl r m cwm. 
' J ,  . : "-iJ-Il'? I13! ‘7 l'n'su . .  draw, .9 n 

-fi‘y Irv“. ..‘K‘ ‘1‘ 5- W 4!! Ndfl' 1 

95 
E 
E 
Z 
5 
m 
:3 

".7: 

, u .  . : .  . . ‘ Qua-Wham» w . - . . u  

Cowman 
_ . . , _ - ~  

Sunh. ll: p14). spot 4 '09 On. Play; 
In )wmr \‘up I”! area. 

l‘xh limc (r: fdkwtship moves during 
rhc regroup Phat. you may draw a card 
(or 2 mrds it you spot: “0" tracker). 

. "' ”Mi 1 1'" MP.” d7 (farm: SAW: ‘3"! -::.-:r . . 
“'1" -, . . . . ‘  - ' \ '  : 1 ; a  

. 
l’M

M
O

N
S 

T
m

 
D

A
R

K
 

l
m

o
'

s
 

CONDITION 
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dun du LL. (h:- Ring-barn :s mrrupmi. 
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was: gnu can spot 7 companions. unnpanmn. add 5 burden (or 3 1| Ilu 
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To play. an:  .1 '0’ OK. Hays on thc 
RJng-Lm-ucz. 
Fa. Ix timr the Free Pcoplu player draws 
a «..nd (nr takes a mrd into hand) during 
(116 fi-Huwship phase. add a burden. 
"’I'Br'r ‘- a» Jn rw m r’x‘TXlr‘qc-ww that JIJ nut 

H ,  v I' ‘v-m I’M: n' 51.! Man! .nwrr db:  3.; :1 

Bart! musx be a '0' Out. 
Bearer is surnglh 42 while skirmishing a 
Man or Elf. 

’1}: $599.." g,‘ mum @151: by Hadmaf If." afir 
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Plan to your \upptm an. 
\X’hilc you can spot Frodo and 51m and 
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Talc. ”LUV! must l)c Bilhu. 
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during lllt' .m hcry phau'). 
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Bum tnmt ltc .t litllll‘lH tutututttmt 
Tlu  \ lmimx numltct " f a u l t  “ I t  | \  
Dt.~...it.l Hill lltt' l‘uny when M .m 
Ulltlt‘njllttllhi utc. 

M n  0 ”0‘1! 2 ' Httttutt 

Rtgroup: 5pm 2 Hobbits t0 tnzltc cult 
NU." Shadow number - 2  unttl thc t-nd u 
tlu turn. 
" (H: ,w-xr» (.1 ‘rcm #1 Im! :17 .e :1 .l:-.rnv..r.v.l.; 

“"1"?“ t t "  [my 70." \ t '  "It  .. ' ' 
w , , .  .»,-:..' .,.:,. ,.t,,..».,,,,,;- t... 
”Hut!  4. . )  

Skirmish: l \c rt .t lit-Mitt UHHPJHIUH 
mm.- In mutt-l a licrcr Skifn‘lhh 
insulting; (lml Hobbit. 
‘Ttlr -- '.' i n »  IMHM .mJ  mu}; flu! 'r‘.-' f a x  
...-.:.:‘... Hz .. u: :jmtmrcm l". rmmrr. it”: 1:, 
(X'Jt‘n'JL . 'fru '...-tt-r.' 14rd t irwmtv-f  
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BLIH' must lu lttnln. 
Fellowship: 1 )ed .t ptpt-ucnl 
pow “inn .Illll \ptll .\' pipu tn lit-,tl .t 
(mutumnn “Hll lllk‘ FrtKlu \itlt-t \ !'|‘.H‘\V 
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' . t r. . v.‘ :'t 2" .1 .,‘tt.r' 

Response: If the Ring-bearcr is about to 
m l .  rcmmc a burdcn instead. 
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_" lJM .’ .Itpnr' udjm‘ln ‘YM: mar! Imn‘ m: 
an; low It ale It mud! chimp" rtun'tém: / 
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COMPANION . HOBIIT 

Ri beam (nuisance 10). 
At t It; Man at (.Kh olynur ttxtm. ymt 
"my lll’Jl .t littltltit ally. 
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BIJYCI llhhl by .t l'lubhit. 
Skirmish: Fact-n heater to Wuulld .tn t h e  
he nr (ht‘ is skirmishing. 
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In addition to the cards from the three sets, several promotional 
cards exist for the game. These can be identified by the number 0 and 
the letter P in the corner in place of the usual expansion set number 
and rarity letter (R. U, or C). Note that character cards that only come 
in starter decks, such as Gimli, Dwarf of the Mountain-race and Gandalf, 
the Grey Pilgrim. carry the P rarity, but are considered part of the sets 
whose starter decks they a pear in. 

Most promo cards are t e same as existing cards, but with new art. 
The nine cards shown on this page were in the League Kit that became 
available in spring of 2002. The other cards come from various sources. 
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In addition to the cards from the three sets, several promotional 
cards exist for the game. These can be identified by the number 0 and 
the letter P in the comer 'in place of the usual expansion set number 
and rarity letter (R, U, or C ). Note that character cards that only come 
in starter decks, such as Gimli, Dwarf of the Mountain-race and Gandalf, 
the Grey Pilgrim. carry the P rarity, but are considered part of the sets 
whose starter decks they a pear in. 

Most promo cards are the same as existing cards, but with new art. 
The nine cards shown on this page were in the League Kit that became 
available in spring of 2002. The other cards come from various sources. 
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‘ To play, exert an Elf. Barcr must he the 
' Ring-bearer. 

gmngth +3 and participates in archery 
and skirmishes. 
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The Lord of the Rings is an international henomenon. The books 
and movie have been translated into many anguages and enjoys a 
stron‘gl followin around the globe. 

T e collecti le card game is just as p0 ular throughout the world. 
in addition to the following sampling car 5 from the Two Towers (in 
French, German, Spanish, and Italian), Decipher prints cards in 
Chinese, Polish, Portuguese, and Russian. and other languages. For 
more information, articles, and rulebooks printed in other languages). 
go to http://wwwdeciphexcom/lordoftherings/intemationalindex.html. 
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PRICE GUID 
What are your Lord of the Rings and Middle-earth CCG cards worth? Here’ 5 the answer! 

Scrye magazine is used by gamers and collectors alike as the only reliable F §>1PL1§CTf 
source for secondary market prices for collectible card games. We survey retail 
stores across North America for each issue of Scrye, available every month at the 
store where you bought this magazine. You can also get the prices in checklist form 
in the Scrye CollecIibIe Card Game Checklist & Price Guide, a 592-page 
book. The new edition ships in early 2003! 

The Lord of the Rings- 
The Fellowship of the Rings 
Deci pher 0 Released November 6, 2001 
365 cards plus 365 foil versions 0 IDENTIFIER: First dig'l' in card code is l'I’ 
0 Starter decks contain 63 cards; starter displays contain 12 decks 
0 Booster packs contain 1 1 cards; booster displays contain 36 packs 1' u ' ' 
Designed by Joe Alread, Chuck Kallenbach II, Tom Lischke, and Mike Reynolds 

Stand versions of the major character cards Aragom, King' In Exile and Gandalf, The Grey 
Wizard appear in the starter decks; their foil versions randomly appear in boosters. 

BsoPiiicE I 61ml name RerltyFuPilos flsePRice 0 Card name RII'IIVFIIJ’IIE 

Set (365 cards) 397.00 You will need , I  0.25 3 Axe Strike C 1.50. I 5.00 34 Celeborn: Lord of 
' - _ I 0.80 319 Bag End U 3.00. LOrien H . 8.50- 
FOIlset(3_650erds) 2’887'00 .41 I 0.90 343 Balin'sTomb U 3.00. I 3.00 99 Change of Plans R 8.00. StarlerDisplay 3"" 112-75 "'“°‘{’°°f°‘ ‘ . 0.25 5 Cleaving Blow c 1.50. Booster Display Box 95.00 pactfisisgestore : $33 2:3 gglllhgiihBeufiléibur' R 300' . 0.25 101 CoatofMail c 1.50. 
Starter Deck 11.00 (attenuating) ' Prancing Pony ‘ I 0.25 337 Council Courtyard C 1.50. 
Booster Pack 330 _ Proprietor U 300-  I 3.00 124 Cruel Caradhras R 8.00. 

. I 0.25 4 Battle Fury C 1:50. I 0.80 241 Curse from Mordor U 3.00. 
Monica 0 Card name RerltyFou’in: : .  4.00 205 Beauty is Fading R 8.00. H. 3'00 36 Curse TheirFoulreet! R 8‘00- 
i I 3.00 206 Benton Discovery R 8.00. . 0.25 102 Da er Strike C 1.50- . 0.80 251 AHostAvails Little u 3.00. . 0.00 284 Bilbo Baggins: . 3,00 210 0.33%.... R 8.00. 
I 1.00 113 ARanger's Versatility U 3.00. Retired Adventurer R 9.50. . 0’25 37 Defiance C 1.30. 
I 0.90 316 ATalentlor Not I 0.90 285 BilbO’S Pipe U 3.00. I 0.25 6 Delving c 1.50. 

Being Seen U 3.00. I 0.80 164 Bitter Hatred U 3.00. I 300 157 Denizens Enraged R 800-  
. 4.00 87 AWizardls Never I 0.90 207 Black Breath U 3.30. I 3.50 243 Despair R 8 0 0 .  5 . . 
. 3.00 59 Illizn Drew R 8'00- . 3.00 200 Black Steed R 8.00. l 4-00 244 Desperate Defense of 

Emmamerfwm Bree R 8'00. . 5.00 95 Blade of Gondor R 8.50. the Ring R 8.00- 
. 3.50 120 Alive and Unspoiled R 0.50. I ”’0 209 B'adeT'P U 3-3°I I 3‘50 245 Dispimemasm R 8'00- 
“. 0.80 203 All Blades Perish u 3.50. I 0-25 32 30”” Defenses C 1-50I .- 0-90 35° D'”‘""Da'° U 3'0”. 
I 0.80 239 All Thought Bent on It U 3.00. I 830 96 Swami" Lord M R 1250- . 5.00 33 Double Shot R 10.50. 
2- 4-00 204 A" Veils Removed R 3-00- . 100 97 norhlr Son 01 . ' . 0.80 211'Drawn to its Power U 3.30. 
. 4.00 88 An Able Guide R 8.00. Denethor u 3.00. = (3’23 1?? 3'“??p g 2.38: 
. 4.00 153 Ancient Chieftain R 3.00. . 1.00 98 Boromir’s Cloak u 3.00. I - “""s “'9‘ ~ I . 0.80 29 Ancient Enmity u 3.00. . 0.25 286 Bounder c 1.50. . 0-25 7 manual” C 150. . 0.25 356 Anduin Banks 0 1.50. . 5.00 33 Bow ottheGaladhrim R 8.00. 0-90 3‘“ Dwa"°Wd°" Chamb" U 3-00 . 0.90 353 Anduin Confluence u 3.00. 6 I ”-25 8 Dwawen Arm” 0 1-50I 
I 0.25 354 Anduin Wilderland c 1 . 5 0 .  I 0.25 121 Bredéor Battle 0 1.50.  I 0.25 9 DwarvenAxe C 1.50-  
I 4 0 0  365 Aragorn: King in Exile x 9 .00 .  = 1.00 327 Bree gate U 3.00: I 0.25 1 0  Dwarven Heart C 1.50-  

. 1.00 328 Bree treets U 3.00 ‘° I 8'50 89 area‘fi’gflhnangemf R 13.25. . 0.25 122 Breeding Pit c 1.50. I 0-90 320 53089“ U ‘3-00I 
. 570 90 Amommow R 1000. . 0.90 329 Breeland Forest u 3.00. I 0-25 103 ElendI|5Va|0r C 15°- 
0 ' ' . 0.90 357 Brown Lands 0 3.00. l 0.25 39 Elf-song C 1.50- 
. 1.00 91 Aragorn's Pipe U 3.00. . 0.90 330 Buckleberry Ferry u 3.00. l 6-80 40 Elrond: Lord of 
. 0.25 92 Armor » C 1.50. I 3.50 123 Caradhras Has Rivendell R 11-00- 
.1200 30 Arwen: Daughter of Not Forgiven Us R 8.00. I 025 41 Elven BOW C 150- 

Elrond R 13.00. I 9.00 165 Cave Troll of Moria: I 0.25 42 Elven Cloak C 1.50. 
.I 4.00 '93 Arwens Fate R 8.00. Scourge otthe BlackPit R 13.25. I 0.90 360 EmV" MU" U 3-00- 
I 0.90 31 Asfaloth U 3.00. 7 ' I 3.50 246 Enduring Evil R 8.00- 
. 1.00 94 Athelas u 3.00. I 4-00 ‘65 CaveTr°"SHamm°' R 8-30I . 3.00 247 Enheartened Foe R 8.00. 

BAR/TY KEY C : Common U : Uncommon R : Rare X : Fixed 

_ ' - Get checklists f0r450 more CCGs just like this in the M» r~~r ‘ v~v \v \ . \  , The lists in the book are also divided into nines tor easier stor- . ‘3 2003 Serve cce Cheekllst & Price Guide! W M  age — and also have prices and set reviews! Check it out! 

 PRlCE GUIDE 
What are your Lord of the Rings and Middle-earth CCG cards worth? Here’ 5 the answer! 

Scrye magazine is used by gamers and collectors alike as the only reliable F‘ $71}; 113%? j. I: l 3} 
source for secondary market prices For collectible card games. We survey retail 
stores across North America for each issue of Scrye, available every month at the 
store where you bought this magazine. You can also get the prices in checklist form 
in the Scrye Collectible Card Game Checklist & Price Guide, a 592-page 
book. The new edition ships in early 2003! 

The Lord of the Rings 0 
The Fellowship of the Rings 
Decipher 0 Released November 6, 2001 
365 cards plus 365 toil versions 0 IDENTIFIER: First digil in card code is "I ’ 
0 Starter decks contain 63 cards; starter displays contain 12 decks 
0 Booster packs contain 1 1 cards; booster displays contain 36 packs 1" ‘ " 
Designed by Joe Alread, Chuck Kallenbach ll, Tom Lischke, and Mike Reynolds 

Standard versions of the major character cards Aragom, King in Exile and Gandalf, The Grey 
Wizard appear in the starter decks; their fall versions randomly appear in boosters. 

Reece # Card name ‘ RarityFoqcE RsePeIce # Card name RarltyFotcE 

.Set (365 cards) 397.00 You will need : 3:3 313 axe Etrcllke 3 $38: I 5-00 34 Egl?b0rni Lord Of R 850. 
- . . ea 0 . rIen . . FoIIset(385 curds) 2387'” .41 I 0.90 343 Balin's Tomb u 3.00. . 3.00 99 Change of Plans R 8.00. 

Starter DIsplay Box "2'75 "'"°'tp°°f°‘ ‘ . 0.25 5 Cleaving BIow c 1.50. Booster Display Box 95.00 Beige?” = $38 2% gigglm°gntg°uft§bur R 3°00. I 0.25 101 Coat of Mail 0 1.50. 
Starter Deck 11.00 121 3.31.1.3...) . ' Framing Pony ' I 0.25 337 Council Courtyard c 1.50. 
Booster Pack 330 . Proprietor U 300. I 3.00 124 Cruel Caradhras R 8.00. 

RsePnIcs 11 card name RerliouPIIce i .  4.00 205 Beauty is Fading R 8.00. * .- 3-00 36 CU'SBThe'rFW'Fee“ R 300- 
1 f .  3.00 206 Benton Discovery R 8.00. I 0.25 102 Da er Strike 0 1.50. 
I 0.80 251 AHOSt Avails Little U 3.00. I 6.00 284 Bilbo Baggins: ' I 3.00 210 Dag? Whispers R 8.00- 
. 1.00 113 ARanger’s Versatility U 3.00. Retired Adventurer R 9.50. I 0.25 37 Defiance C 1.30- 
. 0.90 316 ATalentfor Not I 0.90 285 Bilbo’s Pipe 0 3.00. I 0.25 6 Delving c 1.50. 

Being Seen U 3.00. . 0.80 164 Bitter Hatred U 3.00. . 3'00 167 Denizens Enraged R 800.  
I 4.00 87 AWizard lS Never I 0.90 207 Black Breath U 3.30. I 3 5 0  243 Despair R 8 0 0 .  

Late R 8.00. 5 ' ' I 3.00 69 Amen Dream I 3.00 208 Black Steed R 9.00. I 4-00 244 Desperate Defense of 
Entertainer from Bree R 8.00. . 5.00 95 Blade of Gondor R 8.50. the RING R 8-00I 

I 3.50 120 Alive and Unspoiled R 8.50. I 1-00 209 B'adeT'P U 330' I 3‘50 245 Dispi'ateMeasures R 8'00. 
'. 0.80 203 All Blades Perish U 3.50. I 0-25 32 Borderpefenses C 150' ’ 9' 0'90 35° D'm”"Da'e U 3‘00- 
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2' 4-00 204 A" Veils Removed R 8-00I . 100 97 3330,31} Son of . ' I 0.30 211'Drawn to its Power 0 3.30. 
I 4.00 88 An Able Guide R 8.00. Denethor u 3.00. = 3:0 1?? grumf'gthweep g 35°: I 4.00 163 Ancient Chieftain R 8.00. I 1.00 93 Boromir’s Cloak u 3.00. . - "”"S “'9‘ 90' I 0.80 29 Ancient Enmity u 3.00. I 0.25 286 Bounder c 1.50. . ”-25 7 Dwarf Guard 0 1-50 I 0.25 356 Anduin Banks 0 1.50. . 5.00 33 Bow of the Galadhrim R 8.00. 0-90 344 DW3"°Wd9'f°“amb°' U 3-°°I 
. 0.90 353 AnduinConfluence u 3.00. 6 I 0-25 3 DwarvenArmor C 15“ 
I 0.25 354 Anduin Wilderland c 1.50. I 0.25 121 Bredofor Battle C 1.50. I 0.25 9 DwarvenAxe C 1.50. 
I 4_00 365 Aragorn: King in Exile x 9.00. I 1.00 327 Bree Gate 0 3.00. I 0.25 .10 Dwarven Heart C 1.50. 
. 3.50 89 Aragorn: Ranger of , . 1.00 328 Bree Streets U 3.00. ‘° 

theNorth R 13.25. . 0.25 122 Breeding Pit c 1.50. I 0-90 320 EastBQad U 3-00I 
. 570 90 Aragomsgow R 1000. . 0.90 329 Breeland Forest 0 3.00.1I 0-25 103 ElendilsValor C 1-50I 
3 . ' . 0.90 357 Brown Lands U 3.00. I 0-25 39 Elf-song C 1-50I 
. 1.00 91 Aragorn’s Pipe u 3.00. . 0.90 330 Buckleberry Ferry u 3.00. I 6-80 40 Elrond: Lord oi 
. 0.25 92 Armor » c 1.50. . 3.50 123 Caradhras Has Rlvendell R 11.00- 
. 12.00 30 Arwen: Daughter of Not Forgiven Us R 8.00. I 0-25 41 Elven BOW C 150- 

Elrond R 13.00. . 9.00 165 Cave Troll of Moria: g l  0.25 42 Elven Cloak c 1.50. 
: 4.00 93 Arwen’sFate R 8.00: Scourgeofthe BlackPit R 13.25. : 0.90 350 Emyn MUil U 300: 

0.90 '31 Astaloth u 3.00 7 , 3.50 246 Enduring Evil R 8.00 
. 1.00 94 Athelas u 3.00. I 4-00 155 CaveT'°"SHamme' R 330' . 3.00 247 Enheartened Foe R 3.00. 
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, ’ ' Get checklists for 450 more 6065 just like this in the M» r~~r‘v‘v~w~\.\ , The lists in the book are also divided into nines for easier stor- . m 2003 Serve (:00 Checklist & Price Guide! W age — and also have prices and set reviews! Check it out! 
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6 Card name 

104 Eregion's Trails 
331 Ettenmoors 
287 Extraordinary Resilience 
11 Farinsanren Emissary 

288 Farmer Maggot: 
Chaser of Rascals 

321 Farmer Maggot‘s fields 
43 Far-seeing Eyes 

212 Fear 
105 Foes of Mordor 

170 Fooi of a Tookl 
248 Forces of Mordor 
338 Ford of Bruinen 
44 Foul Creation 

171 Frenzy 
289 Frodo: Old Bilbo’s Heir 
290 Frodo: Son of Drogo 
339 Frodo's Bedroom 
213 Frozen by Fear 

45 Gaiadriei: Lady of Light 
351 Galadriei’s Glade 
72 Gandalf: Friend of 

the Shirefoik 
364 Gandalt: The Grey 

Wizard 
73 Gandaif's Cart 
74 Gandalf's Pipe 
46 Gift of Boats 
12 Gimli: Dwarf of Erebor 
13 Gimli: Son of GIOin 

14 Gimli's Battle Axe 
15 Gimli‘s Helm 
75 Giamdring 

249 Gleaming Spires Will 
Crumble 

172 Goblin Archer 
173 Goblin Armory 
174 Goblin Backstabber 
175 Goblin Domain 
176 Goblin Marksman 

177 Goblin Patrol Troop 
178 Goblin Runner 
179 Goblin Scavengers 
180 Goblin Scimitar 
181 Goblin Sneak 
182 Goblin Spear 
183 Goblin Swanns 
184 Goblin Wallcrawler 
185 Goblin Warrior 

106 Gondor's Vengeance 
107 Great Shield 
16 Greatest Kingdom of 

My People 
125 Greed 
322 Green Dragon Inn 
323 Green Hill Country 
17 Grimir: Dwarven Elder 

186 Guard Commander 
47 Gwemegil 

48 Haldir: Elf of 
The Golden Wood 

293 Halfiing Deftness 
18 Halls of My Home 

250 Hate 
19 Here Lies Balin. Son 

of Fundin 
294 Hobbit Appetite 
295 Hobbit Farmer 
296 Hobbit intuition 
297 Hobbit Party Guest 
298 Hobbit Stealth 
299 Hobbit Sword 
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I Cant name 
187 Host of Thousands 
126 Hunt Them Down! 
214 In the Ringwraith's 

Wake 
76 lntimidate 

253 Journey Into Danger 
.50 Legolas: Greenieaf 
51 Legolas: Prince of 

Mirkwood 

77 Let Folly Be Our Cloak 
20 Let Them Come! 
52 Lightlootedness 

300 Longbottom Leaf 
21 Lord of Moria 
53 Lorien Elf 

189 Lost to the Goblins 
352 Lothlbrien Woods 
127 Lurlz: Servant of 

lsengard 

128 Lurlz's Battle Cry 
54 Mailorn-trees 

301 Master Proudfoot: 
Distant Relative of Bilbo 

302 Merry: Friend To Sam 
303 Merry: from O'er 

The Brandywine 
332 MidgewaterMarshes 
333 Midgewater Moors 
345 Mithrii Mine 

22 Mithril Shaft 

254 Mordor Enraged 
255 Mordor's Strength 
216 Morgul Blade 
217 Morgul Gates 
256 Morgul Hunter 
257 Morgul Skirmisher 
258 Morgul Skuiker 
259 Morgul Warden 
190 Moria Axe 

346 Moria Lake 
191 Moria Scout 
347 Moria Stairway 
78 Mysterious Wizard 

218 Nazgiil Sword 
130 No Ordinary Storm 
108 No Stranger to the 

Shadows 
304 Noble intentions 
23 Nobody Tosses a [Mart 

220 Not Easily Destroyed 
305 Old Toby 
109 One Whom Men 

Would Follow 
261 Ore Ambusher 
262 Orc Assassin 
263 Orc Banner 
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264 Orc Bowman 
265 Orc Butchery 
266 Orc Chieftain 
267 Orc Hunters 
268 Orc Inquisitor 
269 Orc Scimitar 
270 Ore Scouting Band 
271 cm Soldier 
272 0rc War Band 
56 Orophin: L0rien Bowman 

131 Orthanc Assassin 
80 Ottar. Man of Laketown 

132 Parry 
348 Pass of Caradhras 
110 Pathfinder 
222 Paths Seldom Trodden 
358 Pillars of the Kings 
192 Pinned Down 
306 Pippin: Friend to Frodo 
307 Pippin: Hobbit of 

Some Intelligence 
193 Plundered Armories 

308 Power According to 
his Stature 

111 Pursuit Just Behind 
81 Questions that Need 

Answering 
112 Ranger’s Sword 
194 Relentless 
223 Relentless Charge 
195 Relics of Moria 
224 Return to its Master 
82 Risk a Little Light 

340 Rivendell Terrace 
341 Rivendell Valley 
342 RivendellWaterIall 
309 Rosie Cotton: 

Hobbiton Lass 
57 RI’ImiI: Elven Protector 

310 Sam: Faithful Companion 
311 Sam: Son of Hamfast 
133 Saruman's Ambition- 
134 Saruman's Chill 

135 Saruman's Frost 
136 Saruman’s Power 
137 Saruman's Reach 
138 Saruman's Snows 
274 Sauron’s Defenses 
139 Savagery to Match 

Their Numbers 
275 Seeking It Always 
276 Seeking Its Master 
83 Servant of the Secret 

Fire 

277 Shadow’s Reach 
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Deluxe Starter Set 

The Lord of the Rings. 
The Fellowship of the Rings Deluxe Starter Set 
Decipher 0 Released November 2001 
0 Contains a 60-card deck, 3 random rares, l booster pack, 25 tokens, 6 markers 
0 Three box designs: Gandalf, Shire, and Scum 

All cards in the Starter Set are from The Fellowship 
i Eff} the Ring set and cannot be distinguished from 

em. 
There are 10 red and 15 black tokens inside, as well 

as six fellowship player markers. 

20.00 

Get checklists tor-150 more CCGs just like this in the 2003 
Serve Collectible Card Game Checklist 8 Price Guide! 
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SCHE ' 

U : Uncommon R : Rare X 7 Fixed 
It's available from your game store in March 2003! 

Or order it directtrom (800) 258-0929! 
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t Card name 

104 Eregion’s Trails 
331 Ettenmoors 
287 Extraordinary Resilience 
11 Farin: Dwarven Emissary 

288 Farmer Maggot: 
Chaser of Rascals 

321 Farmer Maggot’s fields 
43 Far-seeing Eyes 

212 Fear 
105 Foes of Mordor 

170 Fool of a Took! 
248 Forces of Mordor 
338 Ford of Bruinen 
44 Foul Creation 

171 Frenzy 
289 Frodo: Old Bilbo’s Heir 
290 Frodo: Son of Drogo 
339 Frodo’s Bedroom 
213 Frozen by Fear 

45 Galadriel: Lady of Light 
351 Galadriel's Glade 
72 Gandalf: Friend of 

the Shirefolk 
364 Gandalf: The Grey 

Wizard 
73 Gandalf’s Cart 
74 Gandalf’s Pipe 
46 Gift of Boats 
12 Gimli: Dwarf of Erebor 
13 Gimli: Son of G|0in 

14 Gimli’s Battle Axe 
15 Gimli’s Helm 
75 Glamdring 

249 Gleaming Spires Will 
Crumble 

172 Goblin Archer 
173 Goblin Armory 
174 Goblin Backstabber 
175 Goblin Domain ‘ 
176 Goblin Marksman 

177 Goblin Patrol Troop 
178 Goblin Runner ' 
179 Goblin Scavengers 
180 Goblin Scimitar 
181 Goblin Sneak 
182 Goblin Spear 
183 Goblin Swarms 
184 Goblin Wallcrawler 
185 Goblin Warrior 

106 Gondor’s Vengeance 
107 Great Sh1eld 
16 Greatest Kingdom of 

My People 
125 Greed 
322 Green Dragon Inn 
323 Green Hill Country 
17 Grimir: Dwarven Elder 

186 Guard Commander 
47 Gwemegil 

48 Haldir: Elf of 
The Golden Wood 

293 Halfling Deftness 
18 Halls of My Home 

250 Hate 
19 Here Lies Balin, Son 

of Fundin 
294 Hobbit Appetite 
295 Hobbit Farmer 
296 Hobbit Intuition 
297 Hobbit Party Guest 

298 Hobbit Stealth 
299 Hobbit Sword 
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1* Card name 
187 Host of Thousands 
126 Hunt Them Down! 
214 In the Ringwraith’s 

Wake 
76 Intimidate 

253 Journey Into Danger 
.50 Legolas: Greenleaf 
51 Legolas: Prince of 

Mirkwood 

77 Let Folly Be Our Cloak 
20 Let Them Come! 
52 Lightfootedness 

300 Longbottom Leaf- 
21 Lord of Moria 
53 L0rien Elf 

189 Lost to the Goblins 
352 Lothldrien Woods 
127 Lurtz: Servant of 

lsengard 

128 Lurtz’s Battle Cry 
54 Mallorn-trees 

301 Master Proudfoot: 
Distant Relative of Bilbo 

302 Merry: Friend To Sam 
303 Merry: from O'er 

The Brandywine 
332 Midgewater Marshes 
333 Midgewater Moors 
345 Mithril Mine 

22 Mithril Shaft 

254 Mordor Enraged 
255 Mord0r’s Strength 
216 Morgul Blade 
217 Morgul Gates 
256 Morgul Hunter 
257 Morgul Skirmisher 
258 Morgul Skulker 
259 Morgul Warden 
190 Moria Axe 

346 Moria Lake 
191 Moria Scout 
347 Moria Stairway 
78 Mysterious Wizard 

218 Nazgill Sword 
130 No Ordinary Storm 
108 No Stranger to the 

Shadows 
304 Noble Intentions 

23 Nobody Tosses a Dwarf 

220 Not Easily Destroyed 
305 Old Toby 
109 One Whom Men 

Would Follow 
261 Orc Ambusher 
262 Orc Assassin 
263 Orc Banner 
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t Card name 
264 Orc Bowmen 
265 Orc Butchery 
266 Orc Chieftain 

267 Orc Hunters 
268 Orc Inquisitor 
269 Orc Scimitar 
270 0rc Scouting Band 
271 Orc Soldier 
272 Orc War Band 
56 Drophin: Ldrien Bowman 

131 Orthanc Assassin 
80 Ottar. Man of Laketown 

132 Parry 
348 Pass of Caradhras 
110 Pathfinder 
222 Paths Seldom Trodden 
358 Pillars of the Kings 
192 Pinned Down 
306 Pippin: Friend to Frodo 
307 Pippin: Hobbit of 

Some Intelligence 
193 Plundered Armories 

308 Power According to 
his Stature 

111 Pursuit Just Behind 
81 Questions that Need 

Answering 
112 Ranger's Sword 
194 Relentless 
223 Relentless Charge 
195 Relics of Moria 
224 Return to Its Master 
82 Risk a Little Light ' 

340 Rivendell Terrace 
341 Rivendell Valley 
342 Rivendell Waterfall 
309 Rosie Cotton: 

Hobbiton Lass 
57 Rumil: Elven Protector 

310 Sam: Faithful Companion 
311 Sam: Son of Hamtast 
133 Saruman’s Ambition- 
134 Saruman’s Chill 

135 Saruman’s Frost 
136 Saruman’s Power 
137 Saruman's Reach 
138 Saruman's Snows 
274 Sauron’s Defenses 
139 Savagery to Match 

Their Numbers 
275 Seeking. It Always 
276 Seeking Its Master 
83 Servant of the Secret 

Fire 

277 Shadow’s Reach 
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Deluxe Starter Set 

The Lord of the Rings 0 
The Fellowship of the Rings Deluxe Starter Set 
Decipher ' Released November 2001 
0 Contains a éO—ccrrd deck, 3 random rares, l booster pack, 25 tokens, 6 markers 
0 Three box designs: Gandalf, Shire, and Sauron 

. All cards in the Starter Set are from The Fellowship 
: 1 of the Ring set and cannot be distinguished from 

them. 
There are 10 red and 15 black tokens inside, as well 

as six fellowship player markers. 

20.00 

RAH/TY KEY C 2 Common U = Uncommon R : Rare  X : Fixed 

Get checklists for 450 more CCGs just like this in the 2003 
Save Collectible Card Game Checklist & Price Guide! 

.exr‘ " "  “ " " ‘ \ "  ‘ \e\ \  . 
SCRYE ‘ 0 

It’s available from your game store in March 2003! 
Or order it direct 'from (800) 258-0929! 
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I Card name Rarity Foam Rseee I Card name Rarity Fania: 
325 Shire Lookout Point U 3.000 0 0.80 242 The Dark Lord's 
359 Shores of Men Hithoel U 3.000 Summons U 3.00 0 

59 Shoulder to Shoulder C 1.500 0 3.00 169 The End Comes H 8.300 
60 Silinde: Elf of 0 .4.00 291 The Gaffen Sam’sFaflter R 8.300 . 

Mirkwood U 30013 0 0.80 292 The Gatter’s Pipe U 3.000 
355 Silverlode Banks U 3.0013 0 3.00 252 The Irresistible Shadow R 5.0013 

34 Sleep. 03"“t C 150B : 0  4.00 49 The Last Alliance of - 
361 Slopes of Amon Hen U 3.00 0 Elves and Men R amt] 
61 :0a3 01109 3195599 0 1 500 . 0  0.80 188 The Long Dark U 3.000 

earn . a 
_ 0 0.80 215 The Master's Will U 3.300 

312 30ml About Everything C 15051 . 0  4.00 55 The Mirror of Galadriel a 8.000 
140 SW95 ofSaruman R 8.000 ‘ 0  3.00 129 The Misadventure of 

24 Stairs Oi Khazad-dI‘Im C 1.50 0 Mr. Underhill R 8.10 D 
63 39nd Mam ”m U 3-00'3 0 0.80 219 The Nine Servants 
25 Sun Draws Breath C 1.500 of Sauron U 3.50:. 

313 SW R 12-503 0 4.00 79 The Nine Walkers a 8.000 
314 S‘°"‘*T'°"S R 8.000 CI 0.80 260 The Number Must 315 Stout and Sturdy C 1.50 0 Be Few U 3 000 
278 Strength Born of Fear C 1.500 ‘ 0  710 1 The One Ring' ' 

115 Strength of Kings R 3.00:1 : Isildur's Bane R 13-2513 
35 Strength of Spirit c 1.50:] D 0.25 2 The One Rina: 

362 Summit of Amon Hen c 1.500 E The Ruling Ring 0 150B 
64 Support of the Last Si 5.00 221 The Pale Blade R 8.800 

65 53:21:53: Idiihe U ”on . 0  1.00 324 The Prancing Pony U 3.000 ~ 
Galadhrim U 3.000 0 0.25 273 The Ring's Oppression c 1.500 

225 Sword olMinas Morgul U 3.500 . 0  3.50 114 The Saga otElendII R 8.000 
116 Swordarm of the - 'E' 0'25 53 Wigwam“ c 15m: 
117 $3513.22“... 0 1.501] 1:] 4.00 62 The Splendor of 

~ 0 ' Their Banners R 8.00 349 tfiygffggfi'gfim c 1’50 ,0 4.00 66 The Tale of Gil-galad n 5.00:! . 
Khazad_dfim c 150]] 0 3.00 228 The Twilight World R 8.000 . 

: 0  3.00 200 The Underdeeps 01 
100 The Choice 01 Luthien R 8.000 - Moria R 3,001] . 
35 The Council of Elrond R 8.000 0 390 232 The WeightofaLegacy R 3mg . 

0
0

0
0

0
0

0
0

”
0

0
0

0
0

0
0

0
0

‘ 

I"le Lord of the Rings 0 Promo Cards 
Decipher 0 IDENHFIER: First tig't' In and code I: ’0’ 

The Balrog was given free in copies of Scrye #8. 8 [Nov/Dec 2001). 

4! Card name Klnd 

P1 The Prancing Pony Alternate image 
P2 Bill the Pony Preview 
P3 Fireworks Preview 
P4 Council Courtyard Alternate image 
P5 Horn of Boromir Preview 
P6 Balin's Tomb Alternate image 
P7 Book of Mazarbul ' Preview 
P8 Galadriel’s Glade Alternate image 
P9 Phial of Galadriel Preview 

P10 The Balrog. Durin‘s Bane Preview 
P11 Saruman. Servant of the Eye Preview 
P12 Gimli, Son otGléin Alternate image 
P13 Legolas, Greenleaf Alternate image 
P14 Aragorn. Ranger ot the North Alternate image 
P15 Legolas. Son ofThranduil Alternate image/Preview 
P16 Faramir, Son of Denethor Alternate image/Preview 
P17 Eowyn, Lady of Rohan Alternate image/Preview 

A line of [unplayable) oversized cards exists: 

Price 
2.90 
3.00 
2.90 
2.90 
3.00 
2.50 
2.50 
2.00 
3.00 
4.00 
3.30 
4.00 
4.00 
2.50 

15.00 
10.75 

5.00 

Get checklists for 450 more 0063 just like this in the 
2003 Scrye (:00 Checklist & Price Guide! 

ll OVERSIZED PROMOS PRICE 
0 1M3 Lurtz, Servant of lsengard 8.00 
0 2M1 The Witch-king, Lord of the Nazgiil 8.00 ‘ 
0 2M2 Frodo, Reluctant Adventurer 8.00 
0 2M3 Sam, Proper Poet 8.00 
0 2M4 Gimli, Dwart of the Mountain-race 10.00 
0 3M1 Arwen Elven Rider 8.00 
0 3M2 Hand of Sauron 8.00 

RAH/TY  K E Y  C : Common U : Uncommon 

h‘rx r ‘ x " \ ' \ \ ' \ \ r \ \ , \  . 
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' 115e5: 
0.25 

9.90 

0.25 
0.25 
0.80 
0.25 
0.25 
3.50 
1 .00 
0.25 
0.80 
4. 00 
0. 80 

0.90 
0.90 
0.80 
0.25 

3.50 
0.90 
4.00 
5.60" 

5.50 

1.00 

1.00 

1 .00 

1.00 

1 .00 

6.00 

0.25 
0.25 
0.25 
0.25 
0.25 
4.00 
4.00 
0.25 
0.25 
0.25 
0.25 
0.90 
0.25 
4.00 
0.25 
0.25 
0.25 
0.90 
0.25 
0.25 
4.00 
0.80 
3.80 
0.90 
0.90 
0.25 
0.25 
0.80 
1.00 
0.80 
0.25 

I Card name 

68 The White Arrows 01 
Lonen 

237 The Witch-king: Lord 
of Angmar 

141 Their Arrows Enrage 
26 Their Halls of Stone 

226 Their Power Is in Tenor 
317 There and Back Again 
196 They Are Coming 
279 Thin and Stretched 

27 Thrarin: Dwarven Smith 

197 Threat otthe Unknown 
227 Threshold of Shadow 
318 Thr6r’s Map 
198 Through the Misty 

Mountains 
363 Tol Brandir 
280 Tower Lieutenant 
142 Traitor's Voice 
86 Treachery Deeper 

Than You Know 
199 Troll‘s Keyward 

334 Trollshaw Forest 
143 Troop of Uruk-hai 
229 Ulairé Attea: Keeper 

of Del Guldur 
230 Ulaire Cantéa: 

Lieutenant of Del 
Guldur 

231 Ulaire Enquéa: 
Lieutenant 01 Morgul 

232 Ulaire Lemenya: 
Lieutenant of Morgul 

233 Ulairé Nelya: 
Lieutenant of Morgul 

234 Ulaire Nertéa: 
Messenger of Dol 
Guldur 

235 Ulairé Ostéa: 
Lieutenant of Morgul 

236 UlaireToldéa: 
Messenger of Morgul 

281 UndertheWatchingEye 
201 Unfamiliar Territory 
144 Uruk Bloodlust 
145 Uruk Brood 
146 Uruk Fighter 
147 Uruk Guard 
148 Uruk Lieutenant 
149 Uruk Messenger 

150 Uruk Rager 
151 Uruk Savage 
152 Uruk Shaman 
153 Uruk Slayer 
154 Uruk Soldier 
155 Uruk Spy 
156 Uruk Warrior 
157 Uruk-hai Armory 
158 Uruk-hai Raiding Party 

159 Uruk-hai Rampage 
160 Uruk-hai Sword 
67 Uruviel: Maid of L6rlen 

118 ValiammnottheWest 
161 Wariness 
28 Wealth of Moria 

335 Weatherhills 
336 Weathertop 
326 Westtarthing 

119 What Are They? 
202 What Is This New Devilry? 
162 Worry 
238 Wreathed in Shadow 
283 You Bring Great Evil 

R : Rare X 2 Fixed 

Rarity mm 

1.50 0 

14.00 0 
1.50 0 
1.50 0 
3.30 0 
1.50 0 
1.50 0 
8.00 0 
3.00 0 
1.50 0 
3.30 0 
8.00 0 

3.001: 3.0013. 
3.001: 3.001: 
1.50 0 
8.00 0 
3.00 0 
8.00 0 

10.50 0 

10.50 0 

3.30 0 

3.30 0 

3.50 0 

3.30 0 

3.30 0 

10.50 0 
1.50 0 
1.50 0 
1.50 0 
1 .50 0 
1.50 0 
8.00 0 
8.00 0 
1.50 0 
1.50 0 
1.50 0 
1.50 0 
3.00 0 
1.50 0 
8.00 0 
1.50 0 
1.50 0 
1.50 0 
3.00 0 
1.50 0 
1.50 0 
8.00 0 . 
3.00 0 
8.00 0 
3.00 0 
3.00 0 
1.50 0 
1.50 0 
3.00 0 
3.00 0 
3.30 0 
1.50 0 

The lists in the book are also divided into nines for easier stor- 
age — and also have prices and set reviews! Check it outl 
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# Card name 
325 Shire Lookout Point 
359 Shores of Men Hithoel 

59 Shoulder to Shoulder 
60 Silinde: Elf of 

Mirkwood 
355 Silverlode Banks 
84 Sleep, Caradhras 

361 Slopes of Amon Hen 
61 Songs of the Blessed 

Realm 

312 Sorry About Everything 
140 Spies of Saruman 

24 Stairs of Khazad-diim 
63 Stand Against Darkness 
25 Still Draws Breath 

313 Sting 
314 Stone Trolls 
315 Stout and Sturdy 
278 Strength Born of Fear 

115 Strength of Kings 
85 Strength of Spirit 

362 Summit of Amon Hen 
64 Support of the Last 

Homely House 
65 Swan-ship of the 

Galadhrim 
225 Sword of Minas Morgul 
116 Swordarmof the 

White Tower 
117 Swordsman of the 

Northern Kingdom 
349 The Bridge of 

Khazad-diim 

100 The Choice of Litthien 
35 The Council of Elrond 

Decipher 0 IDEN11FIER: First digit in card code is ’0’ 

0
0

0
0

0
0

0
0

”0
0

0
0

0
0

0
0

0
‘ 

00
00

00
0 

Rarity FoePIIcE ReePnIce # Card name Rarity Fri-Piece 
U 3.000 } 0  0.80 242 The Dark Lord’s 
U 3.000 ; Summons U 3.000 g 
C 1.500 0 3.00 169 The End Comes R 8.300 1 

10 .4.00 291 The Gaffer. Sam’s Father R 8.300 f 
U 3.000 '0 0.80 292 The Gaffer’s Pipe 0 3.000 - 
U 300E] it] 3.00 252 The Irresistible Shadow R 8.000 
C 1500 :0  4.00 49 The LastAlIiance of- 
U 3-00D : Elves and Men - R 8.000 ' 

. 0  0.80 188 The Long Dark U 3.000 
C 1.500 :33 

10 0.80 215 The Master’s Will U 3.300 ~ 
C 1503 20 4.00. 55 The Mirror or Galadriel R 8.000 
R 3.005 5.0 3.00 129 The Misadventure of 
C 1509 ; Mr. Underhill a 8.100 
U 3-00'3 1:1 0.80 219 The Nine Servants 
C 1503 § of Sauron U 3.500 ' R 125°C] 0 14.00 79 The Nine Walkers a 8.000 _ 
R 8'00 10 0.80 260 The Number Must 
C 1-50'3 : Be Few - u 3000 5 C 1.500 i . ' " ; 0  7.10 1 The One Ring: _ 
R 3,005] Isildur’s Bane R 13.250 ; 
c 150:] : 0  0.25 2 The One Ring: . 
c 1_5o|:| ; The Ruling Ring C 1.500 , 

.3121 5.00 221 The Pale Blade R 8.800 ‘ 
u 3.00121 2“ . 1 5D 1.00 324 The Prancing Pony - U 3.000 3 
U 3.000 §0 0.25 273 The Ring’s Oppression C 1.500 i 
U 3.500 g0  3.50 114 The Saga of Elendil R 8.000 . 

. §0  0.25' 58 The Seen and the 0 ._ 
1 Unseen C 1.50 -, 

C 150:] 30 4.00 62 The Splendor of . 
C 1.50:] Their Banners . R 8.000 § 

2 0  4.00 66 The Tale of Gil-galad R 8.000 t 
C 1.50:] : 0  3.00 228 The TwilightWorld R 8.000 : 

; 0  3.00 200 The Underdeeps of ' 
R 800':l 5 Moria R 3.0m: ; 

.R 800'] 1:1 3.00 282 The Weight ofaLegacy R 8.000 2 

O The Lord of the Rings 0 Promo Cards 
The Balrog was given free in copies of Scrye #8.8 (Nov/Dec 2001). 

# Card name Kind Price 

P1 The Prancing Pony . Alternate image 2.90 
P2 Bill the Pony Preview 3.00 
P3 Fireworks Preview 2.90 
P4 Council Conrtyard Alternate image 2.90 
P5 Horn of Boromir Preview 3.00 
P6 Balin’s Tomb Alternate image 2.50 
P7 Book of Mazarbul ' Preview 2.50 
P8 Galadriel's Glade Alternate image 2.00 
P9 Phial of Galadriel Preview 3.00 

P10 The Balrog, Durin’s Bane Preview 4.00 
P11 Saruman, Servant of the Eye Preview 3.30 
P12 Gimli, Son of Gldin Alternate image 4.00 
P13 Legolas, Greenleaf Alternate image 4.00 
P14 Aragorn, Ranger of the North Alternate image 2.50 
P15 Legolas, Son of Thranduil Alternate image/Preview 15.00 
P16 lfaramir, Son of Denethor Alternate image/Preview 10.75 
P17 Eowyn, Lady of Rohan Alternate image/Preview 5.00 

A line of (unplayable) oversized cards exists: 

# OVERSIZED PROMOS PRICE 
1M3 Lurtz, Servant of lsengard 8.00 
2M1 The Witch-king, Lord of the Nazgiil 8.00 ‘ 
2M2 Frodo, Reluctant Adventurer 8.00 
2M3 Sam, Proper Poet . 8.00 
2M4 Gimli, Dwarf of the Mountain-race 10.00 
3M1 Arwen, Elven Rider 8.00 
3M2 Hand of Sauron 8.00 
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# Card name 

68 The White Arrows of 
Laden 

237 The Witch-king: Lord 
of Angmar 

141 Their Arrows Enrage 
26 Their Halls of Stone 

226 Their Power Is in Terror 
317 There and Back Again 
196 They Are Coming 
279 Thin and Stretched 

27 Thrarin: Dwarven Smith 

197 Threat of the Unknown 
227 Threshold of Shadow 
318 Thr6r’s Map 
198 Through the Misty 

Mountains 
363 Tol Brandir 
280 Tower Lieutenant 
142 Traitor’s Voice 

86 Treachery Deeper 
Than You Know 

199 Troll’s Keyward 

334 Trollshaw Forest . ‘ 
143 Troop of Uruk-hai 
229 Ulairé Attéa: Keeper 

of Del Guldur 
230 Ulairé Cantéa: 

Lieutenant of Dol 
Guldur 

231 Ulairé Enquéa: ‘ 
Lieutenant of Morgul 

232 Ulairé Lemenya: 
Lieutenant of Morgul 

233 Ulairé Nelya: 
Lieutenant of Morgul 

234 Ulairé Nertéa: 
Messenger of Dol 
Guldur 

235 Ulairé Ostéa: 
Lieutenant of Morgul 

236 UlairéToIdéa: 
Messenger of Morgul 

281 Under the Watching Eye 
201 Unfamiliar Territory 
144 Uruk Bloodlust 
145 Uruk Brood 
146 Uruk Fighter 
147 Uruk Guard 
148 Uruk Lieutenant 
149 Uruk Messenger 

150 Uruk Rager 
151 Uruk Savage 
152 Uruk Shaman 
153 Uruk Slayer 
154 Uruk Soldier 
155 Uruk Spy 
156 Uruk Warrior 
157 Uruk-hai Armory 
158 Uruk-hai Raiding Party 

159 Uruk-hai Rampage 
160 Uruk-hai Sword 

67 UruvieI: Maid of L6rien 
118 Valiant Man ofthe West 
161 Wariness 

28 Wealth of Moria 
335 Weatherhills 
336 Weathertop 

‘ 326 Westfarthing 

119 What Are They? 
202 What Is This New Devilry? 
162 Worry 
238 Wreathed in Shadow 
283 You Bring Great Evil 

C : Common U : Uncommon R : Rare X : Fixed 
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Rarity mm 

1.500 

14.00 0 
1.50 0 
1 .50 D 
3.30 CI 
1.50 0 
1.50 0 
8.00 0 
3.00 0 
1.50 0 
3.30 0 
8.00 CI 

3.00:] 
3.00:: . 
3.0013 
3.001;! 
1.50 0 
8.00 CI 
3.00 0 
8.00 0 

10.50 D 

10.50 0 

3.30 0 - 

3.30 0 

3.50 0 

3.3013 ‘ 

3.301: 

' 10.50 CI 
1.50 0 
1.50 0 
1.50 0 
1 .500 
1.50 CI 
8.00 0 
8.00 CI 
1.50 0 
1.50 0 
1.50 CI 
1.50 0 
3.00 0 
1.50 CI 
8.00 CI 
1 .50 Cl 
1.50 0 
1.50 0 
3.00 0 
1.50 0 
1.50 0 
8.00 0 . 
3.00 0 
8.00 0 
3.00 0 
3.00 0 
1 .50 0 
1.50 0 
3.00 CI 
3.00 0 
3.30 0 
1.50 CI 

Get checklists for 450 more CCGs just like this in the 
2003 Serve (:00 Checklist & Price Guide! 

“ \ r \  r ‘  \r \ \9 ‘x' \\c~ \ \ , ‘ \ \  The lists in the book are also divided into nines for easier stor- 
age — and also have prices and set reviews! Check it out! 

1 



The Lord of the Rings 0 
The Mines of Moria 
Decipher 0 Released March 6, 2002 

RAH/TY KEV C : Common U : Uncommon 

I22 cards plus I22 foil versions 0 IDENTIFIER: F'l'sl' fig} 'II and code is ’2’ 
0 Starter decks contain 63 cards; starter displays contain 12 decks 
' Booster packs contain 1 1 cards; booster displays contain 36 packs 

Standard versions of the major character cards Gimll, Dwarf of the 
Mountain Race and Gandalf, The Grey Pilgrim appear In the starter decks; 

R : Rare X : led  

“ a “  their foil versions randomly appear in boosters. 

“some: 3 card name Hal-mm fleePlllcs # Card name RarityFol 
391“” cards) 145-0” Yo will need ‘5 _ " ' . 0  3.00 19 Release the Angry Flood R 8.500 
Foil Set (122 nerds) 912.50 " 1 4  a gig aggmlllflgendm TUUT'“ 3 133g 0 0.80 79 Resistance Becomes 

. . 0 In owman . ' - 

Starter Dlsplay Box 114.50 "iUU'PUUm 0 0.25 61 Goblin Flankers C 1.000 Unbearable _ U 300D Booster Display Box 9250 pagestostore . 0 0.25 114 Sam. Proper Poet C 1.000 
' this set. U 0-25 42 GUUU" Man c 190': 0 3.10 20 Secret Sentinels H 8.500 

Staner Deck “-00 (7l El 025 62 Goblin Pursuer C 1-00El 0 0.25 37 Sentinels of Nlimenor c 1.000 
3003'" Pack 3-30 El 0-25 53 60W" Reinforcements C 10013 0 4.00 33 Shield of Boromir R 7.100 

0 0.25 64 Goblin Scrabbler C 1.000 0 0.25 91 Southern Spies C 1.000 
7159a 0 cm name “MUN-PM! .1] 0-25 55 Goblin Spearman . C 100D 0 0.25 26 Speak “Friend" and Enter C 1.000 
I - 0 0.80 8 Golden Light on the Land U 3.000 " 
0 0.50 16 ABlended Race U 3.000 ° 0 0.80 92 Spies otMordor U 3.000 
0 3.50 112 APromise R 9.000 0 0.80 34 GondorWl|l$ee It Done U 3.000 0 3.60 27 StaffAsunder H 7.000 

0 4.00 49 ArcherCommander R 3.500 '3 ”-50 “8 Greatcmm 3-00'3 Cl 3.00 30 Stricken Dumb R 7.000 
0 3.00 1BeneaththeMountains a 3.000 U 0-25 9 GreatWorks BeounThereC 1003 0 0.25 51 The Balrog, Durin's Bane c 1.000 
0 3.00 39 Beyond the Height of MenR 7.000 D ”-25 1° “and” c 1-00'3 D 8.90 52 The Balroo. Flame of 
0 0.30 96 Bilbo Baggins, U “-30 76 “Wes? U 300'] Ud0n R 11.000 

Well-spoken Gentlehobbitu 350:] 0 3.00 77 Hls Terrlble Servants R 7.000 0 5.00 50 The Balrog's Sword R 3.50]: 
0 4,50 75 BillFerny,Swarthy Cl 0.80 103 HobbltSword-vifily U 3000 . 0 0.30 37 The Eye of Sauron u 3.500 

Sneering Fellow R 8.50U D 0.50 115 HOIJIJIIOII Party Fleld U 3.000 1 E] 9.10 85 The Witch.king_ Ldfd 

0 0.30 31 Blood of Nl'lmenor 0 3.000 P 0-50 “5 HOUU'UWOOUS U 3-00‘3. oltheNazofll R 10.000 
0 4.00 530m Troll's Chain 3 3,500 0 0.25 “9 Ham" 0 1.000; E! 0.30 31 They wlll Find 1he Ring u 3.000 
0 3.00 97 Consorting With Wizards R 7.000 0 0.80 18 Hosts of the Last Alliance U 3.000 0 0.30 71 Throw Yourse" in 
Cl 0.50 54 Dark Fire U 3.000 Cl 4.00 66 Huge Tentacle R 0.500 Next Time U 33“] 
El 025 55 Dark Places c 1.001] ' U  025 24 Hugin, Emissary from . 0 0.80 13 tidings otErebor U 3.000 
0 0.50 93 Dear Friends U 3000 Laketown C 1000 0 0.25 14 Till Durin Wakes Again 0 1.000 
0 0.25 99 Deft in Their Movements c 1.000 D 0-80 78 U Wants 1° be PM“ U 3-00'3 D 3.00 45 Too Much Attention R 7.000 
0 0.25 40 Demands of the D 3-00 25 Jémsmid. Merchant 0 3.10 93 Tower Assassin R 3.500 

SackviIIe-Bagginses c 1.000 'rom’Dale R 70°C! 0 0.25 117 Town Center 0 1.000 
0 0.50 17 Dismay Our Enemies 0 3.000 U 4-00 43 Lum8§word R 7.000 0 0.30 72 Troubled Mountains 0 3.000 
0 0.25 2 Disquiet of Our People 0 1.000 U 3'00 11 Make nht 0f Burdens R 7000 0 1.00 82 Ulairé Attéa. The ‘ 
0 0.30 3 Dwarven Bracers 0 3.200 P 025 33 MW” “MW “‘"US c 1005‘. Easterllno 0‘ 3.700 
t . . 0 1.00 83 Ulairé En uéa, 
0 0.30 4 Endurance of Dwarves u 3.000 '3 0-25 ‘04 MF'WvHMUUWWU‘ c ”’03 Ringmiflmnmmm u 3.700 
0 0.25 21 Erland,Advisort0 Brand c 1.000 U 4‘50 ‘05 MUU'U‘WU R 9-303 1: ., 
D 0.30 41 Evil AIOO! U 3.00:] D 0.80 67 Mona Archer Troop U 3.00D E] 5_00 34 Ulalt’é Maya. 

0 3.00 100 Fearing the Worst R 7.000 U 030 53 ”"5”” With” U°P° U 3005, Rinowraith in Twilight R 940E! 
0 0.25 101 Filibert Bolaer, Wily '3' 0-25 35 “f““m'PMT c 1.005 , El 400 46 Uruk Captain R 8.50121 

Rascal C 1.005] 0 0.80 106 Nlcelmitatlon U 3.000 E] 025 47 Uruk Scout 0 1.000 

0 0.30 53 Fill With Fear ' u 3.000 U 0-25 44 “0 Business 010!“ 0 1.0013 _ 0 0.30 120 Valley 01theSilverlode 0 3.000 
0 3.00 57 Final Cry R 7.000 0 3.00 36 No Mere Ranger _ R 7.000 0 3.00 94 Verillome R 7 m g  
0 4.60 32 Flaming Brand R 8.500 I'll 0.80 107 Not Feared ln Sunllght u 3.000 0 025 95 Vile Blade 0 1.000 

D 0‘30 33 F'°°‘“T°"°" U 3-00'3 0 3.30 103 0E|bereth!Gilth0niel! R 3.500 ‘ El 50° 73 watche'inmewate" 
‘ 0 025 69 Old Differences c 1000 Keepemfwesma‘” R 3.000 D 0-25 5 F'UWO'B'WS C 1-00'3 ' ' 30 3.00 15 WhatAreWeWaiting 
0 0.25 58 Foul Tentacle C 1.000 g 3:: g: 3:: #3::t g 1333 For? R 7.0013 
g 33‘; 13: :fgéghmzmm U 3005] 0 3.50 109 0M3” R 9.000 0 4.00 74 wmp of Many Thongs R 7.000 

Adventurer c 1.000 El 025 110 Pippin. Mr. Took C 10013 0 0.30 23 Wielder ot the Flame u 3.000 
0 0.25 6 Frér.Gimli's Kinsman c 1.000 D 0'80 70 Power and “WW U 3.00013 0-25 29 Wizard Staff C 1.000 
0 3.00 122 Gandalt, The Grey PllorimX 13.000 D 0.80 1“ Pm'caUV Even/0'18 - II! 0.80 48 Wizard Storm u 3.000 , 

0 5.00 22 Gandalf'sStaff R 3.500 ' Was'WI‘ed U 3905', El 3.10 86 Wraith-world R 7.000 
0 025 23' Gandalf's Wisdom C 100:] El 3.30 12 Realm otDwarrowdett R 7.000 D 0.30 30 You Cannot Pass! U 3.000 

D 3-00 121 33313312.?” x 3000 0 3.10 113 Red Book ofWestmarch R 7.000 

Get checklists for 450 more 0065 just like this in the 2003 
Serve Collecllllle Cant Game Checkllst G Prlce Gulde! 

’3‘” ,«v- \‘.~\\o~\‘.\\,\\ . It's available from your game store in March 2003! 
Or order it direct from (800) 258-0929! 
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The Lord of the Rings 0 
The Mines of Moria 
Deapher 0 Released March 6, 2002 
I22 cards plus I22 toil versions 0 IDENTIFIER: First digit in cad code is ’2’ 
0 Starter decks contain 63 cards; starter displays contain 12 decks 
0 Booster packs contain I 1 cards; booster displays contain 36 packs 

TRADING “ W 3  Standard versions of the major character cards Gimli, Dwarf of the 
.. Mountain Race and Gandalf, The Grey Pilgrim appear in the starter decks; 

“ a “  their foil versions randomly appear in boosters. 

HEGPRICE it Card name _ RarllyFmPllloE BeePnIee # Card name RaritvFoaPmee 
Set (122 cards) 145-0“ You willn d 55 _ .' . i 0' 3.00 19 Release the Angry Flood R 8.500 
Foil Set (122 08d) 912.50 1488 T a gig 60 Slog? Fglendto "10"" 3 $333 3 0 0.80 79 Resistance Becomes 

' . ‘i - 0 "1 owman - . ‘ Unbearable U 3000‘ 
groggrogglligyaggx 1:22: panglggtliioglgle D 0'25 61 Goblin Flankers C LOUD Z 0 0.25 114 Sam, Proper Poet C 1.000 

' nugget, U 0-25 42 90'0"" Man 0 1000 s 0 3.10 20 Secret Sentinels R 8.500 Starter Deck 11.00 (7doubledup) ; 0  0.25 62 Goblin Pursuer c 1.000 s [3 0,25 37 Sentinels omnmno, c 1mg 
Booster Pack 3.30 5 0  0.25 63 Goblin Reinforcements C 1.000 f 0 4,00 33 Shield ofBoromir R 110g 

$ 0  0.25 64 Goblin Scrabbler C 1.000 [:1 0.25 91 Southern Spies c 1.001] 

RecPltlce # Gard name RarllvFqcs {'3 0'25 65 GOD'i" Spearman . C 11300 . 0 0.25 26 Speak “Friend” and Enter 0 1.000 
- 2 0  0.80 8 Golden Light on the Land U 3.000 : 11 

0.50 16 ABlended Race u 3.000 :6 , F D 0.80 92 SpiesofMordor U 3.000 
3.50 112 APromise R 9.000 ; 0  0.80 34 GondorWill See It Done 0 3.000.  0 3.60 27 Staff Asunder H 7.000 
4.00 49 Archer Commander a 8.500 :E' 0'50 “3 Greatcmsm U 3003 III 3.00 80 Stricken Dumb H 7.000 
3,00 1 Beneath the Mountains R 3mg QD 0-25 9 Great Works Begun ThereC 1130D S 0 0.25 51 The Balrog,Durin's Bane C 1.000 
3.00 39 Beyond the Height of MenR 7.000 D 0-25 1° “3"“ Axe C 1-00'3 2 El 8-90 52 The Balroo. Flame of 
0.80 95 Bilbo Baggins, {Cl 0.80 76 HGIDIBSG U 3.000 Udfin R 1130C] 

WBII'SpOken GentlehObI U 3.50D D 3.00 77 I'IIS Tgl'rlble servants R 7.000 D 5 0 0  50 The Balfog’s Sword R 8 5 0 B  

450 75 Bin Ferny, Swarthy :D 0-80 103 HobbltSword-play U 300'] 0 0.80 87 The Eye of Sauron U 3.500 
Sneering Fellow R 8.500 0 0.50 115 Hobblton Party Field U 3.000 g E] 9.10 35 The Witch-king, Lord 

030 31 BIOod 0f Nl’imenor' U 330D I]: 0.50 116 Hobblton Woods U 3.000 g ‘ Of the Nazgt‘ll R 10_00|:| 

4.00 53‘Cave TI’OII'S Chain R 8.50D D 0.25 119 HOIIII’I C L E O O D  E 0-80 81 They WIIIFIIId the Ring U 3-00D 

3.00 9700,130a With Wizards R 7.000 ; 0  0.80 18 Hosts of the Last Alliance U 3.000 I ]  0.30 71 Throw Yourself in 
(150 54 Dark Fire U 3.000 : 0  4.00 66 Huge Tentacle R 8.500 ; Next Time U 3.00:] 
0,25 55 DarkPlac'es c 1.00:] £3 0-25 24 Hugin. Emissary from 0 0.80 13 Tidings of Erebor 0 3.000 
0.50 93 Dear Friends u 3.00:] f , Laketown C 10°C! § 0 0.25 14 Till Durin Wakes Again 0 1.000 
0.25 99 Deft in Their Movements C 1.000 I n  0'30 78 't Wants to be Found U 3.000 3 CI 3.00 45 Too Much Attention R 7000 
0.25 40 Demands or the. EU 3-00 25 Jémsmid. Merchant 5 0 3.10 93 Tower Assassin R 8.500 

SackviIIe-Bagginses c mot] i from Dale R 7-00U§ 0 0.25 117 Town Center 0 1.000 
0.50 17 Dismay 0m Enemies 0 3,0013 : 0  400 43 Lurtz’8§word R 7003 0 0.80 72 Troubled Mountains 0 3.000 
0.25 2 Disquiet of Our People 0 1.000 .3'3 30° ‘1 Make L'Oht0f3urdef‘s R “’03 E D 1.00 82 Ulaire Attéa. The _ ' 
0.80 3 Dwarven Bracers U 320:] ;80 0.25 88 Memory of Many Things C 1.000; Easterling U‘ 3.70:] 

. . . : 0 1.00 83 Ulairé En uea, - 0.80 4 Enduranceomwams u 3.000 50 0.25 104 Merry, Horticulturalist c 1.000 Ringwraitqh inTwiligm o 3.700 
0.25 21 Erland.Advisorto Brand 0 1.000 U 4-50' ‘05 M"“""°°at R 90305: is . 
030 41 Evil Afoot U 3.0.00 ; 0  0.80 67 Moria Archer Troop U 3 . 0 0 0 ;  E] 500 34 Ulairé Nelya, 
3_00 100 Fearing the Worst R 7.00:] -l:l 0.80 68 Must Do Without Hope U 3 . 0 0 0 :  . Ringwraith in Twilight R 9101:] 

0.25 101 Filibert Bolger, Wily D 0-25 35 N?‘"'a'P°Ye' C 1-00'3 ; D 4.00 46 Uruk Captain R 8.500 
Rascal C 1.005] ; 0  0.80 106 Nicelmitatlon U 3.000:  1:] 0.25 47 Uruk Scout . c 1.000 

0.30 55 Fill With Fear ' 0 3.001: U 0-25 44 N0 Business of Ours C 1-00Cl; 0 0.80 120 Valley of the Silverlode u 3.000 
3.00 57 Final Cry R 7.0013 g0 300 36 No Mere Ranger . R 7005 ; 0 3.00 94 Verily I Come R 7.000 
4.60 32 Flaming Brand R 8.500 F] 0.80 107 Not Feared In Sunlight 0 3.000 [ I  0.25 95 Vile Blade 0 1.0m] 

0-30 33 F'99‘“T°"°' ‘ U 3-00'3 ‘0 3.60 108 OEIbereth! Gilthoniel! a 8.500? D 5'00 73 watcm'inthewate" 
0 025 69 Old Differences c 1000 5 Keepermwes‘gate R 8.000 0.25 5 Flurry OI BIOWS C 1.000 I n  0'25 89 0 S t C {CODE D 300 15 What Are we Waiting 

3:3 5: Soullir-‘tac'e c ””3 E0 025 90 olgrzfsokumastcr c 1.000 F“? R mm 0.25 132 Flrltlldo, Rnegljctant U. 3.00 ED 350 109 Orc-bane R 9.000; El 4.00 74 Whip of Many Thongs R 7.000 

Adventurer 0 1.00.] D 0.25 110 Pippin. Mr. Took C 1.000 0 0.80 28 Wielder of the Flame U 3.000 
0.25 6 Fror, Gimli’s Kinsman c 1.000 in 0-80 7° POWefand Term! U 3-00'3 .3 Cl 0.25 29 Wizard Staff C 1.000 
3.00 122 Gandalf, The Grey Pilgrim x 13.000 €13 0-80 “1 Pract'caPY Everyone ; 0 0.80 48 Wizard Storm 0 3.000 - 
5.00 22 Gandalf’s Staff R 8.500 ? Was '"V'ted U 3001:] Cl 3.10 86 Wraith-world H 7.000 
0.25 23‘ Gandalf’s Wisdom C 1.000 El 3.30 12 Realm of Dwarrowdelf R 7.0005 0 0.30 30 You Cannot Pass! U 3.000 

3-00 ‘21 Sim-Dwarf “the -0 3.10 113 Red Book ofWestmarch R 7.000 
Mountain-race X 6.000 

R A H / T Y  K E Y  C : Common U = Uncommon R : Rare  X : Fixed 

Get checklists for 450 more 0003 just like this in the 2003 J‘xr‘ r~~r~~e‘~r~w~\.~\ , It's available from your game store in March 2003! _ ° - 
. scryo Collectible card Game Checklist & Price Gullle! W Dr order it direct from (800) 258-0929! .w 



The Lord of the Rings 0 
The Realms of the Elf-Lords 
Decipher 0 Released July 2002 
I22 cards plus I22 Foil versions 0 IDEN'IIFIER: First digit in card code is ’3’ 
0 Starter decks contain 63 cards; starter displays contain 12 decks 
' Booster packs contain 1 I cards; booster displays contain 36 packs 

Standard versions of the major character cards Boromir, Defender of W W W  
Minas Tirtth and Legolas, Son of Thranduil appear in the starter decks; ” : g .> unm- 
their foil versions randomly appear in boosters. am 

Set (122 cards) 150m You'wmmd ReoPnicE ii card name RarltyFouPiIz Harm r Card name llarllvm 
Foil Set (122 cards) 35030 El 0.25 117 Gates ofArgonath c 1.001]. EI 4.00 99 Orc Trooper R 6-000 
Starter Display Box 106.00 nine-pocket 0 3.00 81 Gates of the Dead City R 7000“ i0 090 100 0 V i  U 2800 
Booster Display Box ' 90.00 ”WWW" - ,5 ' '° ”'3‘" ‘ this set. 0 0.90 69 Get 011 the Road! u 2.800 . Cl 0.25 101 On: Warnor C 1.00El 
Starter Deck 113-”0 17mm") ' 0 3.30 19 Gift of the Evensiar R 8.000 2 0 4.00 66 OrthancBerserker R 0.0012! 
Booster Pack 3.00 0 0.90 2 Glmli's Pipe 0 3.000: Cl 3.00 102 Our List ofAllies 

I 0 0.90 89 Gleaming in the Snow U 2.800 1 Grows Thin R 7-00'3 
RsePnicE # Card name - flarllyl-‘olm . i j  1.00 20 Golradir. Councilor of . 0 1.00 24 PhialotGaladriel U 3.000 

r ; Imladris u 2,30ij . 0 0.90 25 Saelbeth, Elven Councilor U 2.800 
Cl 3.00 52 AFeII Voice on the Air R 7.000 1 | ]  3‘50 41 GondorBowmen ‘ R 100]] [ I  6.70 68 Saruman, Keeper of 
El 0-80 4 AROi/al Welcome U 2-3013 ' 0 0.25 90 Hand of Sauron c 1.001: s Isenoard R 8000 
0 0.25 49 Abandoning Reason for f 0 0.90 53 Hate and'Anger U 2301] ' 0 0.25 69 Saruman, Servant 

Madness 0 100': . 0 0.25 78 Hide and Seek c 1.001: ~ of the Eye 0 100B. 
0 0.25 37 Answering the Cries C 1.000 s i 0 0.25 112 Seek and Hide C 1.000 
D 6.70 38 Araoorn.Heirlothe ' 0  3.00 91 His Cruelty and Malice R 7.00131 n - 

. WhileCitV R 8-003 ‘ 0  0.25 33 His First Serious Check c 1001:! ; El 025 70 Servants to Saruman C 1-00l3 
El 1-00 7 Arwen. Elven Rider U 15-503 0 3.00 54 Hollowing otlsengard R 70013 El 0.80 45 Some Who Resisted U 2-80El 

_ El 7.00 3 Arwen, Lady UndOmiel R 1030i] [I 3.50 42 Horn of Boromir H 8.000 0 0.90 26 Something Draws Near U 2.800 
CI 3.00 39 Banner oi the White Tree R 7.000 ' 0  0.80 119 House of Elrond U 2301] I ]  0.80 5 Song of Durin U 2.800 
i ]  0.80 9 Beren and Lothien U 2.801] D 0.25 55 lsengard Axe C 100]] El 0.90 46 Still Sharp U 2.80EI 
2 ' 0  0.25 56 Isengard Forger C 1.000 0 0.25 6 Storm of Argument C 1.000 
Cl 3.00 29 Betrayal of lsenoard R 7000 D 0.90 57 lsengard Retainer U‘ 3.001]. El 3.00 80 SuchaLittle Thing R 7.000 
D 1.00 106 Billthe Pony U 3000 : D  0.90 53 lsengard Servant U 2,80EI : Cl 3.00 103 Terrible as the Dawn R 8.00m 
0 3.00 1 Book of Mazarbul R 6.000 =, 0 0.25 87 The Dark Lord Advances C 1.000 
D 2-00 122 30mm”. Defender 01 0 0.25 59 lsengard Shaman c 1.000 12 

Minas TIrilh X 10000 _ 0  o_go so Isengard Smith u 3.000 0 0.25 118 The Great River C 1.000 
Cl 1.00 10 Calaolin. Ell of Lérlen U 2430':I : 0 0.90 61 lsengard Warrior u 2.3m: . 0 4.00 67 The Palantir of Orthanc R 8.000 
0 3.00 50 Can You Protect Me ‘ 0 025 62 Isengard Worker c moi] 3 0 0.90 83 The Ring Draws Them U 2.800 

From Yourself? R 7-0051 0 2.50 121 Legolas, Son of Thranduil x 4.0013 El 4.00 44 The Shards of Narsil R 800B 
0 0.80 115 Caras Galadhon U 2.800 : D  5.00 21 Long-knives ofLego|as R 3_oo|:i 0 3.00 113 The Shire Countryside H 7.000 
0 0.25 11 Cast It Into the Fire! 0 1.000 - 0  0.90 79 Malice U 230D El 100 73 The Trees Are Strong U 2.800 
U 3-30 40 Citadelof Minasl'lrllh R 7-005 . 0 0.90 92 Massing in the East 0 2.800 ' El 025 84 They Will Never Stop 
a . 0 0.25 22 Master of Healing 0 1.00m ; Hunting You 0 1.001] 
U 025 51 Comingtorthe Ring C 1.000 : ,  : 0 0.25 114 Three Monstrous Trolls C 1.000 
U 0-25 75 Dangerous Gamble 0 ”JOB i i ]  0.25 109 Meant to Be Alone 0 1.000? 0 3.00 85 Too Great and Terrible H 8.000 
U 0.25 30 Deep in Thought‘ 0 1-00'3 20 4.00 110 MelilotBrandybuck. ’ is 
El 025 31 Depart Silently C 1000 . Merry Dancer n 7.00:1 0 4.00 104 Tower of Barad-dflr R 7.0013 
0 13.00 77 Depths of Moria R 8-005 [i 0.25 43 Might of Numenor c 1.00:] , 0 4.00 71 Tower of Orthanc H} 7.000 

, 0 1.00 12 Dinendal, Silent Scout U 2.800 , 0  3.00 3 Mines of Khazad-Dflm R 100:] E] 0.80 72 Trapped and Alone U 2.800 
Cl 5-00 13 Elrond. Herald 10 . 0  4.00 93 Morgul Slayer R 7.0013 ' Cl 0.90 35 Trust Me as You 

Gil-galad R 8.000 ‘ g  330 34 Marya . R moon Once Did U 2.800 
0 0.80 116 Eregion Hills U 2.800 :1] 4,00 23 Nenya R soon 0 1.00 86 Ulairé Otsea, Ringwraith 
0 0.25 14 Erestor,Chiet Advisor gr] 0.90 82 News otMordor U 2301] in Twilight U 4.000 

to Elrond C 1.000 i n  0.25 111 Old Noakes,Purveyor ; 0 0.25 36 Unknown Perils C 1.000 
. = 01Wisdoms c 1.000 - 0 0.25 74 Uruk Raider c 1.001] 
0 0.25 32 Fireworks 0 1.0013 ‘9 ' I 0 0.90 75 Uruk Ravager U 2.800 
Cl 3-30 15 Forests oflolhlfirlen R 6-005 ~ 1:] 0.25 63 One of You Must Do This 0 1.000 El 4.00 27 Vilya R. 8.000 Cl 0.25 16 Friends 01 Old C 1.01”] f Cl 0'25 94 on; Butcher c 1.000 f i. 
Cl 1.00 107 Fr0d0's Pipe U 13-005 '|:] 4.00 64 Orc Commander R soon. 0 0.25 28 Voice otNimrodel C 1.000 
U 0-25 103 Frying Pan 0 LOUD 0 0.25 95 Orc Guard c moi] 0 0.80 47 Voice otRauros U 2.800 
D 5.00 17 Galadriel. Lady ofthe :51 4,00 55 om Overseer a 7.0013. 0 0.80 120 Wastes of Emyn Muil u 2.800 

Golden Wood R 3.000 ’E] 0.90 95 Orc Pillager 0 2.800 0 0.25 48 We Must Go Warily C 1.000 
0 1.00 18 Galdor. Councilor From 0 0.90 97 0m SIayer u 2.3m] 0 3.00 105 Why Shouldn’ilKeepIt? R 7.000 

theWest U 2-8013 0 0.25 98 Orc Swordsman c 1.001] | 

RARITY KEY C : Common U : Uncommon Fl : Rare 

, ‘ - Get checklists for 450 more CCGsiust like this in the A» "\""‘\"‘\'\\n\\ _ ' The lists in the book are also divided into nines for easier stor- . @  2003 Scrye CCG Checklist 8: Price Guide! W M  age — and also have prices and set reviews! Check it out! 

The Lord of the Rings 0 
The Realms of the Elf-Lords 
Decipher 0 Released July 2002 
I22 cards plus I22 toil versions 0 IDENTIFIER: First digit In card code Is ’3’ 

.4. . . 0 Starter decks contain 63 cards; starter displays contain I 2  decks 
(Inc-mun w 0 Booster packs contain I 1 cards; booster displays contain 36 packs 

Standard versions of the major character cards Boromir, Defender of W W W  
Minas Tirith and Legolas, Son of Thranduil appear in the starter decks; m Hiaw- 
their foil versions randomly appear in boosters. mm 

l i - l ip la 11.111.1In imam. 
i r l m l r  til-tyrant 

Set (122 cards) 150.00 You'will need BeePRlce 11 Card name RarityFoIPRloe RECPIIICE # Card name [ ' 3 m  
Foil Set (122 cards) 350.00 14 jEl' 0.25 117 Gates'otArgonath c 1.00El; D 4.00 99 Orc Trooper R 600El 
Sianer Display Box 105 00 nine-pocket 1 0 3.00 81 Gates of the Dead City R 7.000 El 090 100 0 V t  U 2800 

Booster Display Box ' 90. 00 9398mm” - l 5 i ' m eel-an ' this set ; 0 0.90 88 Get 011 the Road! 0 2.800 : El 025 101 Orc Warner C 100D 
Starter 980k “LU“ (”WW") 3 0 3.30 19 Gift of the Evenstar R 8.000 Cl 4.00 66 Orthanc'Berserker R 800E! ' 
Booster Pack 3.00 2 0  0.90 2 Gimli’s Pipe U 3.001]: D 300 102 Our List of Allies 

j 0 0.90 89 Gleaming in the Snow 0 2.800 Grows Thin R 7000 new...“ # Card "an“, - WWW : 3  100 20 301mm,, Councilor of :_ 0 1.00 24 Phial of Galadriel 0 3.000 
1 ; lmladris u 2,3013 : 0 0.90 25 Saelbeth, Elven Councilor U 2.800 
0 3.00 52 AFelI Voice on the Air R 7.000 3 0  350 41 Gondor Bowmen _ R 730:]. CI 6.70 68 Saruman, Keeper of 
El 0-80 4 AROl/e' Welcome U 2-800 i 0 0.25 90 Hand of Sauron c 1.000 Isengard R 8000 
U 0-25 49 Abandoning Reason for 0 0.90 53 Hate and’Anger 0 2.800 2 El 025 69 Saruman. Servant 

Madness 0 1-00'3 i 0 0.25 78 Hide and Seek c 1.000 i of the Eye 0 100B. 
0 0.25 37 Answering the Cries C 1.000 ; 6' T; [:1 0.25 112 Seek and Hide 0 1.000 
U 6-70 38 Araeernfieirtothe 2'0 3.00 91 His Cruelty and Malice R 70005 n . 

. White City R 8000 : 0  0.25 33 His First Serious Check c 1.0002 Cl 0.25 70 Servants to Saruman C 1000 
El 1-00 7 Arm. Elven Rider U 3-50'3 i 0 3.00 54 Hollowing of lsengard R mom 9 CI 0.80 45 Some Who Resisted U 280'] 

. Cl 7.00 8 ATWRR. Lady Unddmiel R 1000B § El 350 42 Horn of Boromir R 8.000 ‘ 0 0.90 26 Something Draws Near U 2.800 
0 3.00 39 Banner of the White Tree R 7.000 : 0  030 119 House ofElrond U 230:] 5 0 0.80 5 Song of Durin U 2.800 
0 0.80 9 Beren and Ll'lthien U 2.800 0 0.25 55 lsengard Axe C 1001:] : E] 0.90 46 Still Sharp U 2.800 

p 2 §| j  0.25 .55 Isengard Forger c 1.00:] . 0 0.25 6 Storm of Argument C 1.000 
D 3.00 29 Betrayal of Isenoard R .7-00El . 1:1 090 57 Isengard Retainer U 3.001: f El 3.00 80 SuchaLittle Thing R 7.000 
D 1'00 106 Blllthe Pony U 300'] 3 El 090 58 lsengard Servant U 2,80E] [I 3.00 103 Terrible as the Dawn R 8.000 
0 3.00 1 Book of Mazarbul R 6.000 i ,  j: 0 0.25 87 .The Dark Lord Advances C 1.000 
D 2-00 122 Boromin Defender of i 0 0.25 59 lsengard Shaman 0 mm: ' e _ 

MinasTInth X 10-00'3 El 0.90 60 lsengard Smith 0 30013; El 0.25 118 The Great River 0 1.000 
D 1-00 10 Calaglin. E" of Lorie" U 230:] El 090 61 lsengard Warrior U 2.80I:I§ Cl 4.00 67 The Palantir Of Orthanc R 8.000 
U 3-00 50 CanYOU Protect Me ' 0 0.25 62 lsengard Worker 0 1.000 El 090 83 The Ring Draws Them U 2.80El 

From Yourself? R 7-005' ‘ 0 2.50 121 Legolas, Son of Thranduil x 4.000 1 El 4.00 44 The Shards of Narsil R 800'] 
El 0-80 115 Cares Galadhon U 230'] 9 0 5.00 21 Long-knives of Legolas R 8.000 2 El 300 113 The Shire Countryside R 7000 
0 0.25 11 Cast It Into the Fire! C 1.000 : U  030 79 Malice u 2.30:]: 0 100 73 The Trees Are Strong U 2.800 
0 3.30 40 Citadel of Minas Tirith R 7.000 3 0 030 92 Massing in the East U 2_3o|‘_‘] El 025  84 They Will Never Stop 
a . 0 3 El 0.25 22 Master of Healing 0 1.00El % Hunting You 0 100C! 
0 0.25 51 Coming for the Ring C 1.000 g, 0 0.25 114 Three Monstrous Trolls C 1.000 
U 0-25 76 Dangerous Gamble .C LOUD f l ]  025 109 Meant to Be Alone 0 1,001]? 0 3.00 85 Too Great and Terrible R 8.000 
U 02.5 30 Deep in Thought‘ 0 1-00'3 i 0  4.00 110 MelilotBrandybuck, E is 
0 0.25 31 Depart Silently C 1.000 3 Merry Dancer R 7_00|:]§ 0 4.00 104 Tower of Barad-dilr R 7.000 
U '3-00 77 Depths of Moria R 80013 0 0.25 43 Might of Ni’lmenor c 1.000 g D 4.00 71 Tower of 001006 R. 700D 

, 0  1.00 12 Dinendal, Silent Scout U 2.800 . 0  300 3 Mines of Khazad-D0m R 7.00[_'_]; E] 080 72 Trapped and Alone U 2.800 
U 5-00 13 Elrond. Herald to ; El 4.00 93 Morgul Slayer R 7001:] 2 D 090 35 Trust Me as You 

Gil-galad R 8.000 g g 3.30 34 Narya , R 10.00:] 2 Once Did U 2.800 
0 0.80 116 Eregion Hills U 2.800 g 0 4.00 23 Nenya R 3.0053 s [:1 1,00 35 Ulairé Otséa. Ringwraith 
U 0-25 14 Heston Chief Advisor 3 0 0.90 82 News of Mordor 0 2.800 ? in Twilight U 400C] to Elrond C 1.000 j g  025 111 010 Noakes,Purveyor ; 0 0.25 36 Unknown Perils C 1.000 
4 ; of Wisdoms 0 won 0 0.25 74 Uruk Raider C 1.000 
0 0.25 32 Fireworks _ C 1.000 1,  ' z E) 090 75 Uruk Ravager U 2,800 
Cl 3.30 15 Forests of Lethlerien R 6-005 5 0 0.25 63 One of You Must Do This 0 1.000 5 El 400 27 Vilya R. 8000 
D 0.25 16 Friends Of Old C 1.000 D 0.25 94 On: Butcher C 1 0 0 D  14 
Cl 1.00 107 ”Odds Pipe U 3005 f l ]  4,00 64 Orc Commander R 3.00:1? 0 0.25 28 Voice of Nimrodel C 1.000 
U 0-25 108 Frying Pan . C 100'] .13 0,25 95 Orc Guard 0 1,0013} 0 0.80 477Voice of Rauros U 2.800 
0 5.00 17 Galadriel. Lady of the 0 400 55 Orc Overseer R 700:]: 0 0.80 120 Wastes of Emyn Muil U 2.800 

Golden Wood R 8.000 E [ j 090 96 Orc Pillager U 2.800 3 0 0.25 48 We Must Go Warily C 1.000 
0 1.00 18 Galdor, Councilor From 0 090 97 Orc Slayer 0 2.800 0 3.00 105 Why Shouldn’t I Keep It? R 7.000 

the WRSt U 230': 0 0.25 98 Orc Swordsman C 1.000 
b 

BAR/TY KEY C : Common U : Uncommon R : Rare  X : Fixed 

, ‘ . Get checklists for 450 more CCGs just like this in the Mrs- " \"V‘V‘v \ \ . \  , ' The lists in the book are also divided into nines for easier stor- . a 2003 Serve CCG Checklist & Price Guide! W age —— and also have prices and set reviews! Check it out! 
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El 220 
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U 222 
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El 223 

Card name 

Advance Uruk Patrol 
Aldor. Soldier of Edoras 
Alliance Reforged 
An Honorable Charge 
Anger 
Aragorn, Heir of Elendil 
Aragom, Wingfoot 
Arrow and Blade 
Arrow From the South 

Arrows Thick in the Air 
Attack on Helm's Deep 
Axe of Erebor 
Band of Uruk Bowman 
Band of Wild Men 
Banished 
Barrows of Edoras 
Behold the White Rider 
Best Company 

Beyond All Hope 
Beyond Dark Mountains 
Blades Drawn 
Boromir, My Brother 
Boromir’s Gauntlets 
Brace of Coneys 
Brego 
Broad-bladed Sword 
Brought Back Alive 

Burn Every Village 
Burning of Westfold 
Cavern Entrance 
Caves of Aglarond 
Ceorl, Weary Horseman 
Cliffs of Emyn Mull 
Cloud of Arrows 
Come Down 
Come Here Lad 

Company of Archers 
Constantly Threatening 
Courtesy of My Hall 
Covering FIre 
Curse Them 
Damrod. Ranger of lthilien 
Dark Fury 
Death to the Strawheads 
Deep of Helm 

Deeping Wall 
Defend It and Hope 
Demdingle 
Desert Lancers 
Desert Legion 
Desert Lord 
Desert Soldier 
Desert Spearman 
Desert Warrior 
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Cant name 
Down to the Last Child 
Driven Back 
Dunlending Arsonist 
Dunlending Brigand 
Dunlending Looter 
Dunlending Madman 
Dunlending Pillager 
Dunlending Ransacker 
Dunlending Ravager 
Dunlending Robber 
Dunlending Savage 
Dunlending Warrior 
Dwarven Foresight 
East Wall of Rohan 
Eastemnet Downs 
Eastemnet Gullies 
Easterling Axeman 

Easterling Captain 
Easterling Guard 
Easterling Intantry 
Easterling Lieutenant 
Easterling Skirmisher 
Easterling Trooper 
Eastern Emyn Muil. 
Eastfold 
Elite Archer 

Elite Crossbowmen 
Elite Rider 
Elven Bow 
Elven Brooch 
Elven Sword 
Eomer, Sister-son of Theoden 
Eomer, Third Marshal of 
Riddermark 
Eomer’s Spear 
Eothain. Scout of the Mark 
Eowyn. Lady of Rohan 
Eowyn. Sister-daughter of 
Theoden 
Eowyn's Sword 
Ered Nimrais 
Erethén, Nalth Lieutenant 
Escape 
Ever My Heart Rises 
Fangom Forest 
Faramir, Captain of Gender 

Faramir. Son of Denethor 
Faramir‘s Bow 
Faramir‘s Cloak 
Fearless 
Feathered 
Fereveldir, Son of Thandronen 
Ferevellon Son otThandronen 
Ferocity 
Fight for the Villagers 

Final Count 
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The Lord of the Rings 0 
The Two Towers 
Decipher 0 Released November 6, 2002 
3650ardsp|us365foilversions° M f fl i y n  audoohis’ll' 
- Starter decks contain 63 cards; starter displays contain 12 decks 
0 Booster packs contain 1 1 cards; booster displays contain 36 packs 

Standard versions of the major character cards Aragorn, Wingfoot 
and Théoden, Lord of the Mark appear in the starter decks; their fall 
versions randomly appear in boosters. 
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Card name 
FIrefoot 
Flanking Attack 
Flashing Steel 
Forbidden Pool 
Forests of lthilien 
Forth Eorlingasl 
Fortress Never Fallen 
Fortress of Orthanc 

Frodo. Courteous Halfling. 
Frodo. TIred Traveller 
Frodo's Cloak 
From the Armory 
Gandalf, Greyhame 
Gandalf, The White Wizard 
Gandalt's Staff, Walking Stick 
Gathering to the Summons 
Get Back 

Get On and Get Away 
Gimli, Lockbearer 
Gimli, Unbidden Guest 
Golden Hall 
Gondorian Ranger 
Good Work 
Great Hall 
Grima, Son of Galmbd 
Grima, Worrrrtongue 

Grown Suddenly Tall 
Guma. Plains Farmer 
Haldir. Emissary of the 
Galadhrim 
Hard Choice 
Haunting Her Steps 
Have Patience 
Hearken to Me 
Heavy Chain 
Helm! Helm! 

Helm's Gate 
Help in Doubt and Need 
Henneth Annfln 
Here Is Good Rock 
Herugrim 
Hides 
Hill Chief 
Hillman Band 
Hillman Horde 

Hillman Mob 
Hillman Rabble 
Hillman Tribe 
Hlatwine, Village Farmhand 
Hobbit Sword 
Hornburg Amory 
Homburg Causeway 
Hornburg Courtyard 
Hornburg Parapet 

Horse of Rohan 
Horse-country 
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Ree. # 
1 

El 136 
El 262 
El 58 
El 282 

El 109 
l] 364 
El 59 
El 216 
El 110 
El 137 
El 41 
Cl 138 

El 139 
El 337 

Card name 

Advance Uruk Patrol 
Aldor. Soldier of Edoras 
Alliance Reforged 
An Honorable Charge 
Anger 
Aragorn, Heir of Elendil 
Aragom, Wingfoot 
Arrow and Blade 
Arrow From the South 

Arrows Thick in the Air 
Attack on Helm’s Deep 
Axe of Erebor 
Band of Uruk Bowmen 
Band of Wild Men 
Banished 
Barrows of Edoras 
Behold the White Rider 
Best Company 

Beyond All Hope 
Beyond Dark Mountains 
Blades Drawn 
Boromir, My Brother 
Boromir’s Gauntlets 
Brace of Coneys 
Brego 
Broad-bladed Sword 
Brought Back Alive 

Burn Every Village 
Burning of Westfold 
Cavern Entrance 
Caves of Aglarond 
Ceorl, Weary Horseman 
Cliffs of Emyn Muil 
Cloud of Arrows 
Come Down 
Come Here Lad 

Company of Archers 
Constantly Threatening 
Courtesy of My Hall 
Covering Fire 
Curse Them 
Damrod, Ranger of Ithilien 
Dark Fury 
Death to the Strawheads 
Deep of Helm 

Deeping Wall 
Defend It and Hope 
Derndingle 
Desert Lancers 
Desert Legion 
Desert Lord 
Desert Soldier 
Desert Spearman 
Desert Warrior 

Discovered 

A C 

i D 148 
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R A B / T Y  K E Y  C : Common U : Uncommon 

Card name 
Down to the Last Child 
Driven Back 
Dunlending Arsonist 
Dunlending Brigand 
Dunlending Looter 
Dunlending Madman 
Dunlending Pillager 
Dunlending Ransacker 

Dunlending Ravager 
Dunlending Robber 
Dunlending Savage 
Dunlending Warrior 
Dwarven Foresight 
East Wall of Rohan 
Eastemnet Downs 
Eastemnet Gullies 
Easterling Axeman 

Easterling Captain 
Easterling Guard 
Easterling Infantry 
Easterling Lieutenant 
Easterling Skirmisher 
Easterling Trooper 
Eastern Emyn Mull. 
Eastfold 
Elite Archer 

Elite Crossbowmen 
Elite Rider 
Elven Bow 
Elven Brooch 
Elven Sword 
Eomer, Sister-son of Theoden 
Eomer, Third Marshal of 
Riddermark 
Eomer’s Spear 
Eothain, Scout of the Mark 
Eowyn Lady of Rohan 
Eowyn, Sister-daughter of 
Theoden 
Eowyn's Sword 
Ered Nimrais 
Erethdn, Naith Lieutenant 
Escape 
Ever My Heart Rises 
Fangom Forest 
Faramir, Captain of Gondor 
Faramir, Son of Denethor r 
Faramir’s Bow 
Faramir’s Cloak 
Fearless 
Feathered 
Fereveldir, Son of Thandronen 
Ferevellon Son of Thandronen 
Ferdc'rty 
Fight for the Villagers 
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Standard versions of the major character cards Aragom, Wihgfoot 
and Théoden, Lord of the Mark appear in the starter decks; their fall 
versions randomly appear in boosters. 

Card name 
Firefoot 
Flanking Attack 
Flashing Steel 
Forbidden Pool 
Forests of Ithilien 
Forth Eorlingas! 
Fortress Never Fallen 
Fortress of Orthanc 

Frodo, Courteous Halfling. 
Frodo, Tired Traveller 
Frodo's Cloak 
From the Armory 
Gandalf, Greyhame 
Gandalf. The White Wizard 
Gandalf's Staff, Walking Stick 
Gathering to the Summons 
Get Back 

Get On and Get Away 
Gimli, Lockbearer 
Gimli, Unbidden Guest 
Golden Hall 
Gondorian Ranger 
Good Work 
Great Hall 
Grima, Son of Galmdd 
Grima. Wormtongue 

Grown Suddenly Tall 
Guma, Plains Farmer 
Haldir, Emissary of the 
Galadhrim‘ 
Hard Choice 
Haunting Her Steps 
Have Patience 
Hearken to Me 
Heavy Chain 
Helm! Helm! 

Helm’s Gate 
Help in Doubt and Need 
Henneth Anniin 
Here Is Good Rock 
Herugrim 
Hides 
Hill Chief 
Hillman Band 
Hillman Horde 

Hillman Mob 
Hillman Rabble 
Hillman Tribe 
Hlafwine, Village Farmhand 
Hobbit Sword 
Hornburg Armory 
Hornburg Causeway 
Hornburg Courtyard 
Hornburg Parapet 

Horse of Rohan 
Horse-country 

X : Fixed 

Mr“ r‘xt‘V‘v‘v‘» . W 



Bee. 8 
E] 236 
El 307 
El 95 
U 26 
E! 126 
El 237 
El 96 
20 

E] 51 
El 156 
D 72 
D 284 

. El 357 
CI 308 
El 157 
CI 73 

. D 74 
21 

I] 75 
CI 285 
El 158 
El 309 
CI 27 
El 97 
El 76 
CI 77 
El 78 
22 

E] 127 
CI 159 
CI 160 
D 238 
El 239 
CI 161 
D 310 
CI 311 
D 312 
23 

CI 98 
El 52 
El 128 
D 240 
El, 162 
D 79 
Cl 163 
El 28 
El 29 
14 

El 30 
Cl 241 
El 80 
Cl 361 
CI 164 
El 362 
C! 165 
CI 31 
CI 363 
25 

El 129 
El 81 
U 167 
El 313 
D 314 
U 327 
D 333 
U 53 
El 168 
26 

El 242 
El 169 
E] 130 
El 131 

7 .13132 
E] 170 
I] 243 

Card name 
Howl of Harad 
Impatient and Angry 
lnto Dark Tunnels 
Iron Axe 
Ithilien Trap 
Ithilien Wilderness 
Keep Your Forked Tongue 

Khazad Ai-menu 
Kill Them Now 
Killing Field 
King’s Mail 
King's Room 
Knocked on the Head 
Leechcraft 
Legolas, Dauntless Hunter 
Legolas, Elven Comrade 

Lembas 
Léod, Westtold Herdsman 
Lieutenant of Orthanc 
Light Shining Faintly 
Living Off Rock 
Long I Fell 
Lorien Guardian 
LOrien Is Most Welcome 
Lorien Swordsman 

Mablung, Soldier of Condor 
Many Riddles 
Mauhrir, Patrol Leader 
Men of Harad 
Men of RhOn 
Men Will Fall 
Merry. Learned Guide 
Merry, Unquenchable Hobbit 
Mind Your Own Affairs 

Mithrandir, Mithrandir! 
My Axe ls Notched 
New Errand 
New Fear 
New Power Rising 
Night Without End 
No Dawn for Men 
No Defense 
No Refuge 

No Retreat 
On the March 
Ordulus. Young Warrior 
Orthanc Balcony 
Orthanc Champion 
Orthanc Library 
Orthanc Warrior 
Over the lsen 
Palantir Chamber 

Pathfinder 
Pengedhel, Naith Warrior 
Pillage of Rohan 
Pippin, Just a Nuisance 
Pippin. Woolly-footed Rascal 
Plains of Rohan 
Plains of Rohan Camp 
Quick As May Be 
Race Across the Mark 

Raiders From the East 
Ranged Commander 
Ranger of Ithilien 
Ranger’s Bow 
Ranger's Sword, Blade 01 
Aragorn 
Ranks Without Number 
Rapid Fire 
Ravage the Defeated 
Regiment of Haradrim 

Rest by Blind Night 

Res. 8 Cent name 
; I] 171 Rest While You Can 
3 El 55 Restless Axe 
' E] 286 Rider of Rohan 
; El 287 Rider's Mount 
3 El 288 Rider's Spear 
5 El 358 Ring of lsengard 
El 172 Rohan Is Mine 

§ El 334 Rohirrim Village 
. 23 

_i [I] 99 Roll of Thunder 
' El 133 Ruins otOsgiliath 
; El 315 Sam. Frodo's Gardener 
i El 316 Sam, Samwise the Brave 
: El 317 Sam's Pack 
f El 173 Saruman. Black Traitor 
; El 33 Saruman, Rabble-rouser 
; El 174 Saruman's Staff,Wizard’s 
' Device 
El 56 Search Far and Wide 

i E! 34 Secret Folk 
5 El 318 Seven We Had 
; El 319 Severed His Bonds 
3 E] 100 Shadowfax 
: El 289 Simbelmyné 
i El 245 Southron Archer 
I I] 246 Southron Assassin 
El 247 Southron Bow 

5 El 248 Southron Bowman 
; El 249 
: El 250 
. El 251 
' CI 252 
- El 253 
: El 254 
5 El 255 
Q I] 256 
f El 257 
, ar 
3 El 258 
; El 339 
; El 175 
3 El 320 
E U  57 

E .
 é 

Southron Commander 
Southron Explorer 
Southron Fighter 
Southron Scout 
Southron Sentry 
Southron Soldier 
Southron Spear 
Southron Troop 
Southron Veterans 

Southron Wanderer 
Stables 
Still They Came 
Store-room 
Stout and Strong 
Streets of Edoras 
Strength of Arms 
Stump and Bramble 
Supplies of the Mark 

83 Supporting Fire 
21 Swiftly and Softly 
34 Sword of Condor 
91 Sword of Rohan 
84 Sword-wall 
02 Task Was Not Done 
85 Thandronen, Veteran Protector 
1 The One Ring. Answer to All 

Riddles 
2 The One Ring. The Ruling Ring 

The Palantir oi Orthanc‘, 
Seventh Seeing-stone 
The Riddermark 
Théoden. Lord of the Mark 
Théoden, Son of Thengel 
Thennas. Naith Captain 
Throne Room 
Treebeard, Earthborn 
Treebeard, Oldest Living Thing 
Ugluk. Servant of Saruman 

Ugluk's Sword 
Under the Living Earth 
Unferth, Grima's Bodyguard 
Uruk Assault Band 
Uruk Besieger 
Uruk Camp 
Uruk Chaser 
Uruk Crossbow Troop 
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§D183 
- fi  

E13184 
§D185 
£13186 
3:11:37 
3121188 
213189 
213190 
gU191 
5D192 
50193 
2.13194 
§El195 
gEl196 
'gEl197 
gl:l198 
gEl199 
§El200 
§ U 2 0 1  
' 3 7  

E D 2 0 2  
§El203 
gEl204 
§ U 2 0 5  
gmzos 
gEI207 
§El293 
E D 8 7  
gnzoa 
~ 3 8  

§E|259 
§El209 
E D 3 5  
§El135 
g E l 3 6  
§ U 3 7  
gl:l322 
gEI210 
gEl294 
3 !  
gl:I211 
2|:l212 
§El295 
§E|106 
3|:l296 
3E1344 
5121342 
ED329 
gl:l213 
5 4 0  

313214 
gDzeo 
2D345 
50346 
gL‘lss 
§ D 3 9  
§E|107 
§D359 
E‘I‘3108 
§El336 
213297 
§EI215 
§E|261 
gl:l4o 

Card name 
Uruk Crossbowman 
Uruk Defender 
Uruk Fanatic 
Uruk Follower 
Uruk Foot Soldier 
Uruk Hunter 
Uruk Plains. Runner 
Uruk Pursuer 
Uruk Rear Guard 
Uruk Regular 

Uruk Runner 
Uruk Searcher 
Uruk Seeker 
Uruk Spear 
Uruk Stalker 
Uruk Stormer 
Uruk Trooper 
Uruk Vanguard 
Uruk Veteran 

Uruk—hai Band 
Uruk-hai Horde 
Uruk-hai Marauder 
Uruk-hai Mob 
Uruk-hai Patrol 
Uruk—hai Raiding Party 
Valleys of the Mark 
Valor 
Vengeance 

Vision From Afar 
Volley Fire 
Wake of Destruction 
War and Valor 
War Club 
War Cry of Dunland 
Warmed Up a Bit ‘ 
We Are the Fighting Uruk-hai 
Weapon Store 

Weapons of lsengard 
Weary 
Weland, Smith of the 
Riddermark 
Well Met Indeed 
Well Stored 
Westemnet Hills 
Westemnet Plains 
Western Emyn Muil 
What Did You Discover? 

Where Has Grima Stewed lt? 
Whirling Strike 
White Mountains 
White Rocks 
Wild Man of Dunland 
Wild Man Raid 
Windows in a Stone Wall 
Wizard’s Vale 
Wizardry Indeed 

Wold of Rohan 
Work for the Sword 
Wounded 
Wrath of Harad 
Wulf, Dunlending Chieftain 
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El 236 
CI 307 
CI 95 
El 26 
CI 126 
CI 237 
CI 96 
20 

Cl 51 
U 156 
D 72 
U 284 

. El 357 
CI 308 
El 157 
CI 73 

. U 74 
21 

El 75 
U 285 
I] 158 
U 309 
U 27 
El 97 
Cl 76 
U 77 
CI 78 
22 

El 127 
U 159 
C] 160 
U 238 
CI 239 
CI 161 
CI 310 
I] 311 
E] 312 
23 

CI 98 
CI 52 
El 128 
El 240 
El. 162 
CI 79 
Cl 163 
D 28 
I] 29 
24 

CI 30 
I] 241 
CI 80 
El 361 
El 164 
El 362 
El 165 
I] 31 
El 363 
25 

El 129 
CI 81 
U 167 
El 313 
1:] 314 
El 327 
CI 333 
El 53 
CI 168 
26 

CI 242 
C] 169 
CI 130 
CI 131 

‘.L_J 132 

D 170 
I] 243 
El 32 

Card name 
Howl of Harad 
Impatient and Angry 
Into Dark Tunnels 
Iron Axe 
Ithilien Trap 
Ithilien Wilderness 
Keep Your Forked Tongue 

Khazad Ai-ménu 
Kill Them Now 
Killing Field 
King’s Mail 
King’s Room 
Knocked on the Head 
Leechcraft 
Legolas, Dauntless Hunter 
Legolas, Elven Comrade 

Lembas 
Léod, Westfold Herdsman 
Lieutenant of Orthanc 
Light Shining Faintly 
Living Off Rock 
Long I Fell 
Ldrien Guardian 
Ldrien Is Most Welcome 
Lerien Swordsman 

Mablung, Soldier of Gondor 
Many Riddles 
Mauhiir, Patrol Leader 
Men of Harad 
Men of Rhfin 
Men Will Fall 
Merry, Learned Guide 
Merry, Unquenchable Hobbit 
Mind Your Own Affairs 

Mithrandir, Mithrandir! 
My Axe ls Notched 
New Errand 
New Fear 
New Power Rising 
Night Without End 
No Dawn for Men 
No Defense 
No Refuge 

No Retreat 
On the March 
Ordulus, Young Warrior 
Orthanc Balcony 
Orthanc Champion 
Orthanc Library 
Orthanc Warrior 
Over the lsen 
Palantir Chamber 

Pathfinder 
Pengedhel, Naith Warrior 
Pillage of Rohan 
Pippin, Just a Nuisance 
Pippin, Woolly-footed Rascal 
Plains of Rohan 
Plains of Rohan Camp 
Quick As May Be 
Race Across the Mark 

Raiders From the East 
Ranged Commander 
Ranger of Ithilien 
Ranger’s Bow 
Ranger’s Sword, Blade of 
Aragorn 
Ranks Without Number 
Rapid Fire 
Ravage the Defeated 
Regiment of Haradrim 

Rest by Blind Night 

Ree. # Card name Rarity FOIL 
E] 171 Rest While You Can 

3 II] 55 Restless Axe 
% D 286 Rider of Rohan 
El 287 Rider’s Mount 

.f El 288 Rider's Spear 
5 Cl 358 Ring of lsengard 
El 172 Rohan Is Mine 

3 Cl 334 Rohirrim Village 
. 28 

3 I] 99 Roll of Thunder 
f El 133 Ruins of Osgiliath 
El 315 Sam, Frodo’s Gardener 

i; El 316 Sam, Samwise the Brave 
; El 317 Sam’s Pack 
E El 173 Saruman, Black Traitor 
El 33 Saruman, Rabble-rouser 

; El 174 Sartiman’s Staff, Wizard’s 
5 Device 
El 56 Search Far and Wide 
El 34 Secret Folk 

g El 318 Seven We Had 
é_ El 319 Severed His Bonds 
El 100 Shadowfax 

; El 289 Simbelmyné 
3 I] 245 Southron Archer 
E El 246 Southron Assassin 
El 247 Southron Bow 

g El 248 Southron Bowman 
:30 
gEl249 
§E|25O 
gClZ51 
zEl252 
j U 2 5 3  
g E] 254 
; [J 255 
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iE l258 
g E] 339 
gl‘.‘|175 
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g E] 340 
ECI 82 
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;.C|29O 
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g E | 8 3  
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E D 1 3 4  
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Southron Commander 
Southron Explorer 
Southron Fighter 
Southron Scout 
Southron Sentry 
Southron Soldier 
Southron Spear 
Southron Troop 
Southron Veterans 

Southron Wanderer 
Stables 
Still They Came 
Store-room 
Stout and Strong 
Streets of Edoras 
Strength of Arms 
Stump and Bramble 
Supplies of the Mark 

Supporting Fire 
Swiftly and Softly 
Sword of Gondor 
Sword of Rohan 
Sword-wall 
Task Was Not Done 
Thandronen, Veteran Protector 
The One Ring, Answer to All 
Riddles 

2 The One Ring, The Ruling Ring 

6 The Palantir of Orthanc, 
Seventh Seeing-stone 

8 The Riddermark 
Théoden, Lord of the Mark 
Théoden, Son of Thengel 
Th6nnas, Naith Captain 
Throne Room 
Treebeard, Earthborn 
Treebeard, Oldest Living Thing 
Ugluk, Servant of Saruman 
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Ugluk’s Sword 
Under the Living Earth 
Unferth, Grima’s Bodyguard 
Uruk Assault Band . 
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Uruk Chaser 
Uruk Crossbow Troop 
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Card name . 
Uruk Crossbowman 
Uruk Defender 
Uruk Fanatic 
Uruk Follower 
Uruk Foot Soldier 
Uruk Hunter 
Uruk PlainsRunner r 
Uruk Pursuer 
Uruk Rear Guard 
Uruk Regular 

Uruk Runner 
Uruk Searcher 
Uruk Seeker 
Uruk Spear 
Uruk Stalker 
Uruk Stormer 
Uruk Trooper 
Uruk Vanguard 
Uruk Veteran 

Uruk-hai Band 
Uruk-hai Horde 
Uruk-hai Marauder 
Uruk-hai Mob 
Uruk-hai Patrol 
Uruk-hai Raiding Party 
Valleys of the Mark 
Valor 
Vengeance 

Vision From Afar 
Volley Fire 
Wake of Destruction 
War and Valor 
War Club 
War Cry of Dunland 
Warmed Up a Bit ' 
We Are the Fighting Uruk-hai 
Weapon Store 

Weapons of lsengard 
Weary 
Weland, Smith of the 
Riddermark 
Well Met Indeed 
Well Stored 
Westemnet Hills 
Westemnet Plains 
Western Emyn Muil 
What Did You Discover? 

Where Has Grima Stowed It? 
Whirling Strike 
White Mountains 
White Rocks 
Wild Man of Dunland 
Wild Man Raid 
Windows in a Stone Wall 
Wizard's Vale 
Wizardry Indeed 

Wold of Rohan 
Work for the Sword 
Wounded 
Wrath of Harad 
Wulf, Dunlending Chieftain 
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by Richard Weld 

While the games based on Peter Jaclson’s 
take on}.R.R. Tolkien’s The Lord of the Rings 

r, trilogy have been flying off of store shelves, 
' Middle-earth has been a part of card gaming 

since almost the very beginning. In fact, 
Decipher‘s The Lord of the Rings game is the 
second CCG featuring our favorite hobbits. 

In  1995, Iron Crown 
Enterprises released 
Middle-earth: The Wizards. 
To earn the loyalty of fan- 
tasy fans, I.C.E. tried to 
stick as closely as they 
could to the books, 
including the extended 
works of Professor 
Tolkien. Each player rep- 
resents one of the five 
mighty wizards of 

‘ Middle-earth (Gandalf, 
. Saruman, Radagast, 

Alatar, or Pallando), and 
your character cards 
form a company 
embarked a quest to 
save Middle-earth. You 
use site cards to show 
where your party is going, 
and, using the terrain keys 
(such as wilderness, shad— 
ow—land, and so on) on 
the site cards, your oppo- 
nents can play hazards 
against you, representing 
everything from bad 
weather to dragon 
attach. If you defeat the 
hazards, you can loot the 
location for treasure and 
gear. Basically, it’s a 
game of building a big- 
ger army than your 
opponent, even though 
you’re never going to 
fight him. ' 

There are two ways to win. The first is 
to acquire the most Marshaling Points, repre- 
senting the building of factions and forces that 
occurs in the trilogy of books. When the Free 
Council is called a t  the end of the game, the 
player with the most MPs wins, and his or her 
wizard gets to lead the fight against Sauron (or 
wimp out, in  the case of Saruman). This is th  
surest way to win the game. ' 

The Free Council occurs at one of three 
points. If you have 20 MP5, you may call for a 
Council at the end of your turn, but your 
opponent gets one last turn to outscore you. 
When you‘ve drawn all the way through your 
deck, you may call the Council at the end of 
your turn, but again, your opponent gets one 
last turn to outscore you. Finally, when all 
players have drawn all the way through their 
decks, the Council is called automatically. In 
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EARTH: THE WIZARDS 

knowledge of Middle- 
earth, the game present- 
ed a cohesive setting. It 
also included a small 
map of Middle-earth to 
help you figure out 
where exactly your party 
was traveling. 1.C.E. pro- 
duced lots of strategy 
books and other material 
(like dice and larger 
maps) to supplement the 
game 

The Wizards core set 
had 484 cards, quickly 
sold through, and was 
followed by an unlimited 
edition. Then came The 

Dragons expansion (180 cards), Dark Minions 
(180 cards), The Lidless Eye (417 cards), 
Against the Shadow (170 cards), The White 
Hand (122 cards), and The Balrog (104 cards). 

The proliferation of cards caused a lot of 
problems. In no time at all, I.C.E. had used up 

all of their source materi- 
al in  the trilogy (and The 
Hobbit). When the 
designers couldn’t add 
new story, they added 
new rules. Tacking new 
mechanics on to what 
had been a very elegant 
system turned into a dis- 
aster. Every expansion 
came with a new set of 
rules to learn, some of 
which made little or no 
sense compared to the 
original set. By the end, 
the game had become 
hopelessly confused. 

All grousing aside, 
Middle—earth had some 

neat mechanics. It still commands around 
$20-30 per box, a bit high for a game long 
gone, but if you‘re a fan who missed it the first 
time, give it a try. With the quality of the art, 
it could be a good investment just to collect a 
set and stare at it. For the sake of playing the 

game, though, start with 
the base set. If you can 
find them, pick up some 
of the tuned Challenge 
Decks. They supply a lot 
of the base cards without 
having to buy a lot of 
product. Then move 
slowly into the expan- 
sions. Feel free to pick 
and choose which of the 
added mechanics you 
and your friends want to 
play wic And who 
knows — just like Bilbo, 
you might stumble 
across The One 
Ring. 

effect, there are two ways for you . .. r. 
to force the Council, but both give ”flaw!“ 01:1 Tags" . )1 

your opponent a chance to pass ,. ‘ 
you at the last instant. ’ 

The second victory condition 
is a lot more difficult, but provides 
an instant win. If your characters 
manage to get their hands on The 
One Ring, transport the card to the 
Mount Doom site, and then play a 

certain combina- 
tion of cards, you 
have destroyed 
The One Ring 

‘ ., and you win the 
? game. The prob- 

.- lems with this sce- 
nario are mani- 
fold. First, The One Ring is 
the hardest card to get in the 
game. Collectors have been 
seen opening cases (not boxes 
— cases) to hunt for a copy of 
this card. Second, playing the 
card can only be 
done after a multi- 
card combo and a 
successful roll of the 
dice. Third, The 

One Ring cor- 
rupts your char- 
acters, so they’re 
likely to drop 
like flies, assum- 
ing the trip to 
Mount  Doom 
doesn’t kill them. 
Even those players 
who can get a 
copy of The One 
Ring don‘t often 
try this route. 

While The One 
Ring was hard to get, itwasn’t 
the only shy card. As Middle- 
earth covered all of Tolkien’s 
books, a Tolkien fan could build 
a party of the Fellowship or of 
The Hobbits Thorin and his 

Dwarf friends, but only if you 
could find them. They weren’t all 
rare, but in  a 400+ card set, even 
the uncommons are still awfully 
hard to come by. There was cer- 
tainly a lot of fan discontent about 
the difficulties of building a deck 
with the main characters, much as 
Decipher’s original Star Wars game 
had the “droid syndrome.” Thank— 
fully, Decipher seems to have 
learned from earlier mistakes. 

Even 50, players were generally 
able to get their hands on some 
interesting characters, load them 
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traipsing around Middle-earth. 
Even for players with little or no 
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by Richard Weld 

While the games based on Peter Jackson’s 
take on J.R.R. Tolkien’s The Lord of the Rings 
trilogy have been flying off of store shelves, 
Middle-earth has been a part of card gaming 
since almost the very beginning. In fact, 
Decipher’s The Lord of the Rings game is the 
second CCG featuring our favorite hobbits. 

In 1995, Iron Crown 
Enterprises released 
Middle-earth: The Wizards. 
To earn the loyalty of fan- 
tasy fans, I.C.E. tried to 
stick as closely as they 
could to the b00116, 
including the extended 
works of Professor 
Tolkien. Each player rep- 
resents one of the five 
mighty wizards of 
Middle-earth (Gandalf, 
Saruman, Radagast, 
Alatar, or Pallando), and 
your character cards 
form a company 
embarked a quest to 
save Middle-earth. You 
use site cards to show 
where your party is going, 
and, using the terrain keys 
(such as wilderness, shad- 
ow-land, and so on) on 
the site cards, your oppo- 
nents can play hazards 
against you, representing 
everything from bad 
weather to dragon 
attacks. If you defeat the 
hazards, you can loot the 
location for treasure and 
gear. Basically, it’s a 
game of building a big- 
ger army than your 
opponent, even though 
you’re never going to 
fight him. 

There are two ways to win. The first is 
to acquire the most Marshaling Points, repre- 
senting the building of factions and forces that 
occurs in the trilogy of books. When the Free 
Council is called at the end of the game, the 
player with the most MPs wins, and his or her 
wizard gets to lead the fight against Sauron (or 
wimp out, in the case of Samman). This 15 the 
surest way to win the game. 

The Free Council occurs at one of three 
points. If you have 20 MP5, you may call for a 
Council at the end of your turn, but your 
opponent gets one last turn to outscore you. 
When you’ve drawn all the way through your 
deck, you may call the Council at the end of 
your turn, but again, your opponent gets one 
last turn to outscore you. Finally, when all 
players have drawn all the way through their 
decks the Council 15 called automancally In 
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effect, there are two ways for you 
to force the Council, but both give 
your opponent a chance to pass 
you at the last instant. 

The second victory condition 
is a lot more difficult, but provides 
an instant win. If your characters 
manage to get their hands on The 
One Ring, transport the card to the 
Mount Doom site, and then play a 

certain combina- 
tion of cards, you 
have destroyed 
The One Ring 
and you win the 

nario are mani- 

card can only be 
done after a multi- 
card combo and a 
successful roll of the 
dice. Third, The 

One Ring cor- 
rupts your char- 
acters, so they’re 
likely to drop 
like flies, assum- 
ing the trip to 
Mount Doom 
doesn’t kill them. 
Even those players 
who can get a 
copy of The One 
Ring don’t often 
try this route. 

While The One 

[will 

Dwarf friends, but only if you 
could find them. They weren’t all 

' rare, but in a 400+ card set, even 
the uncommons are still awfully 
hard to come by. There was cer- 
tainly a lot of fan discontent about 
the difficulties 'of building a deck 
with the main characters, much as 
Decipher’s original Star Wars game 
had the “droid syndrome.” Thank- 
fully, Decipher seems to have 
learned. from earlier mistakes. 

Even so, players were generally 
able to get their hands on some 
interesting characters, load them 
up with gear, and send them 
traipsing around Middle- earth. 
Even for players with little or no 
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fold. First, The One Ring is 
the hardest card to get in the 
game. Collectors have been 
seen opening cases (not boxes 
—-— cases) to hunt for a copy of 
this card. Second, playing the 
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Ring was hard to get, it wasn’t 
the only shy card. As Middle- 
earth covered all of Tolkien’s 
books, a Tolkien fan could build 
a party of the Fellowship or of 
The Hobbit’s Thorin and his 

7 ;  "It INK” 

knowledge of Middle- 
earth, the game present- 
ed a cohesive setting. It 
also included a small 
map of Middle-earth to 
help you figure out 
where exactly your party 
was traveling. I.C.E. pro- 
duced lots of strategy 
books and other material 
(like dice and larger 
maps) to supplement the 
game 

The Wizards core set 
had 484 cards, quickly 
sold through, and was 
followed by an unlimited 
edition. Then came The 

Dragons expansion (180 cards), Dark Minions 
(180 cards), The Lidless Eye (417 cards), 
Against the Shadow (170 cards), The White 
Hand (122 cards), and The Balrog (104 cards). 

The proliferation of cards caused a lot of 
problems. In no time at all, I.C.E. had used up 

all of their source materi- 
al in the trilogy (and The 
Hobbit). When the 
designers couldn’t add 
new story, they added 
new rules. Tacking new 
mechanics on to what 
had been a very elegant 
system turned into a dis- 
aster. Every expansion 
came with a new set of 
rules to learn, some of , 
which made little or no 
sense compared to the 
original set. By the end, 
the game had become 
hopelessly confused. 

All grousing aside, 
Middle—earth had some 

neat mechanics. It still commands around 
$20-30 per box, a bit high for a game long 
gone, but if you’re a fan who missed it the first 
time, give it a try. With the quality of the art, 
it could be a good investment just to collect a 
set and stare at it. For the sake of playing the 

game, though, start with 
the base set. If you can 
find them, pick up some 
of the tuned Challenge 
Decks. They supply a lot 
of the base cards without 
having to buy a lot of 
product. Then move 
slowly into the expan- 
sions. Feel free to pick 
and choose which of the 
added mechanics you 
and your friends want to 
play with: And who 
knows — just like Bilbo, 
you might stumble 
across The One 
Ring. 
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LIMITED 
Set (484 cards) 312.50 
Starter Display Box 40.00 
Booster Display Box 50.00 
Starter Deck 12.00 ' 
Booster Pack 2.80 

UNLIMITED 
Set (484 cards) 137.50 
Starter Display Box 22.50 
Booster Display Box 24.50 
Starter Deck 5.00 
Booster Pack 2.00 . 
REIiPIIlcE Carri name Rarity tJIlPrII: . 

I 

0 0.25 A Chance Meeting c 0.150 . 
0 0.25 A Friend or Three 02 0.150 ; 
0 0.20 Abductor C 0.150 
0 1. 50 Adrazar X 0.700 
0 5.00 Ad0naphel R 2.500 - 
0 3.80 Agburanar R 1.800 
Cl 5. 50 Akhdrahll R 2.000 
0 1 .00 Alatar X 0.800 
IE! 0. 90 Align Palantlr U 0.800 . 
0 0.20 Ambusher c 0.150 
0 0.20 Amon Hen C 0.150 
0 0.70 Anbom U 0.800 ' 
0 0.20 Andrast C 0.150 - 
0 0.20 Andrast Coast 0 0.150 _ 
0 0.25 Anduin River 02 0.150 
0 0.20 Anduin Vales 02 0.150 ‘ 
0 4.00 Andfiril, the Flame 

of the West R 3.000 
RAH/TY KEY C2 : 

Middle-earth 
Iron Crown Enterprises 
0 First set, The Wizards Limited, released December 1995 
484 cards in set 0 IDENTIFIER: Black borders, no rune at lower right 
0 Starter decks contain 15 cards; starter displays contain 36 starters Y°" Wm "e“ 
0 Booster packs contain 76 cards; booster displays contain l 0  boosters "mint“ 
Designed by Coleman Charlton and Mike Reynolds pages to store 
- The Wizards Unlimited, released April 1995 (2.0.333... 
484 cards in set 0 IDENTIFIER: Blue borders, no rune at lower right . 
0 Starter decks contain 15 cards; starter displays contain 36 starters 
0 Booster packs contain 76 cards; booster displays contain 10 boosters 

Errata and minor changes to wording were the only gameplay differences between 
Unlimited and Limited set. A Second Edition of Unlimited was announced, but we 
are unaware of any differences in the sets or in price — If It was ever released. ‘ 
cPIIIcE Card name Itarlty lJIIPIII: HEGPRICE Gard name Rarity lJePIIx RsaPRIce Card name Rarity lJIIPlI: 
0 0.20 Antalas 02 0.150 31.50 Bree X 0.70% 34.50 Dwar of Waw R 2.000 

0.90 Bridge U 0.80 3.30 Dwarven Ring . 
80.20 “or?" 2 8158 0 0.20 Brigands 02 0.150 - otBarin’sTribe R 1.000 02° ”“19"“ 50D 0 0.20 Brown Lands 0 0.15:1 0 3.00 Dwarven Ring - 
D 02° “6"“ 02 0-15 0 0.20 Call 01 Home c2 0.1501 otBavorsTribe R 1.00:1 [31-50 “09°!" " X ”’03 0 0.90 Call 01 the Sea U 0600' 0 3.00 Dwarven Ring - D 020 ”mm" U ”-50 0 0.20 Cameth Brin c 0.150- of DrI'Iin's Tribe R 1.501] 
E] 3.30 Army of the Dead R 1.000 D o 20 carda'an c2 0 1 5 D  : 14 
0 0.20 Arouse Denizens 02 0.150 ' 8 ' ’ : 0 3.50 Dwarven Ring 
0 0.20 Arouse Minions 02 0.150 0 3.00 Cam D0m R 1.800 f of Durin's Tribe R 1.000 
Cl 0.20 Arlhedaln 62 0.150 El 0. 20 Cave-drake CZ 0.150 3 Cl 3.00 Dwarven Ring 
‘ 0 0 1. 00 Caves 0f Ulund U 0.800 g of Dwélin’s Tribe H 1.500 
3330 Arwen . R 1501:] 0 2.00 Celeborn X 0.700 : 0 0.90 Dwarven Ring 
E1 3'25 As“ “gum“ g “-1513 0 0.20 Choking Shadows c 0.1511 of Thélor's Tribe u 0.600 D ~00 “55255" 52013 0 4.50 Clrdan R 2.50m 0 0.90 Dwarven Ring 
D ”-90 “"925 U 0.600 0 3.00 Cirith Ungol R 1.800. of Thrar's Tribe u 0.600 
U 02° Awake" ”in?“ C2 “151:1 0 3.10 Clear Skies R 1.500 0 4.00 Eagle-mounts R 1.000 02° Awake" M'"'°“5 ‘2 0-15 0 3.50 Clouds R 2.0013 ' 0 0.20 Eagles’ Eyrie c 0.15:! '3 0 9° Awam "‘9 w a 0 0.90 Earth 01 Galadriel’s Earths Fire U 0.800 00.25 Concealment C 0.150 Orchard U 0600 01.00 Bag End x 0.50m _ 0 0.20 Corpse-candle c 0.151] E, 330 Eastern,” Camp R 1500 
01.00 Balin U 0.600 0 0.90 Corsalrs otUmbar U 0.600 , 0 2‘30 Easterlings R 1400 
l] 5.00 Bal 1M 1 R 2500 0 0.90 CracksotDoom U 0800- 15 ' ' 
D 1110 e '3: fa. 0” x 11-501] 0 0.20 Crebain c 0.15:]. 0 0.20 Edhellond c 0.1513 
1:] 45 50 8:" 111': - 03.80 Daelomin R 1.50:1 1:12.00 Edoras x 0.701] 

111191“? a R 2000 ‘ 0 0.20 Dagger of , 0 5.00 Elf-song R 2.000 
. 1:1 4.00 Ba": 33° R 1801] Westemesse C2 0150' 0 0.25 Elf-stone 02 0.15:] 

1:11-00 Bargli r X 0' 0 0 0 2 0  Dagorlad C 0.150 01.50 Elladan X 0.700 
' . ”ma" 5° .114. 80 Dainll R 2.00:], 0180 Elrohir x 0.701] 

D 1.00 Barllman Butterbur U 0.60D . D1000 ElfOl'ld R 2 5 0 D  
D 1.80 Barrow-downs X 0.700 D 0. 90 Damrod U 0.600 U 0 2 0  Elven Cloak CZ 015:] 
D 0.90 Barrow-Wight U QBOD ' D 1.00 Dancing Spire U QBUD ‘D 0.20 Elven Shores 6 0 1 5 D  
0 0.20 Bay otBeltaIas C 0.150 50.20 Dark Ouarrels 02 0 . 1 5 % “  0 ' 0 

. 100 Dead Marshes U 0.80 i 3.00 Elves of Lindon R 1.50 
D 02° 393mm“ 02 015:1 . 0 3.30 Denethorll R 1.5011 0 0.20 Enedhwaith c 0.151] 
0 0 20 3"1'121 c 11151] . 0 0.20 Despair ot the 0 0.90 Ent—draughts U 0.600 

_ 0 15° B" as X 0800 . Heart 0 0.150- 01.00 Ents of Fangorn X 0.500 
D 180 39”", H x 0.800 01.00 Dimrill Dale u 0.800. 01.00 Eomer U 0.800 
D100 89°”? 0"“ x 11-701] ' D020 Dodge c 0.15l:l 01.00 Eowyn u 0.600 
D 1 80 89mm? . x -7 E1 0 020 DolAmroth c 0.15:1 0 0.20 Eriadoran Coast c 0.151: “90°" 0- 0 01.50 Erkenbrand x 0.50:! 
D 0.90 Beretal' U 0.80D 'D 4.50 DOl Guldur H 1.800 D o 20 Escape c 015:] 
0 0. 90 Bergil U 0.600 0 0.80 Doors of Night X5 0.400 ' 
0 0.90 “Bert" (Bflrat) U 0.600 31.00 Dori U 0.603 E020 Ettenmoors c 0.159I 

. 020 Dorwinion C 0.15 500 Eye otSauron R 2.00 
3131213 31;" g 231513 0 0.70 Dragon's 0 0.20 FaIr Gold Ring c2 0.150 
0 0'90 35111.11 P U 0800 Desolation U 0.800 0 2.80 Fair Sailing R 1.500 
0 0'20 Bl k9 any 0 11151:, . 0 0.20 Dreams of Lore 02 0.150 . 0 0.20 Fair Travels in 
0 0'30 Bloc M ta" ' 0 0.70 Drowning Seas U 0.600 f Border-lands c 0.150 

' Due 1142"; m c 0150 ‘ 0 0.20 DrI’Iadan Forest C 0.150 0 3.30 Fair Travels in 
D 0 90 31”“ M ° . - 0 400 Dunharrow R 1.30m Dark-domains R 1.5012! 

' ue ountaln 0 3. 90 Fan Travels In 
DWal'VeS U 0.600 0 0 . 2 0  Dunlal'ld C 0 1 5 D  Free-domains R 150B 

0 0.25 Botur c 0.150 01.00 Dunlendings X 0.700 0 020 Farr Travels m ' 
01.00 Bombur U 0.600 01.80 Dunnish Clan-hold X 0.700 Shadow-lands C 0150 
0 0.90 Book of Mazarbul U 0.600 0 0. 90 Durin’s Axe U 0.800 0 0 20 Fair Travels in ' . 
01.00 Boromirll x 0.250 D 025 mm" c 0.15:1 Wilderness C 0-155' 

U = Uncommon R : Rare X : Fixed/standard in decks Most Common C : Common 

. ' - Get checklists for 450 more CCGs just like this in the 
w 2003 Scrye 000 Checklist a Price Guide! 

The lists in the book are also divided into nines for easier stor- 
age — and also have prices and set reviews! Check it out! 
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Gasman M fiddle-earth 
Iron Crown Enterprises 
0 First set, The Wizards Limited, released December I995 
484 cards in set 0 IDENTIFIER: Block borders, no rune at lower right 

»~ (anagram spams, 
“.3... mwwmm» ... 7 484 cards in set 0 IDENTIFIER: Blue borders, no rune at lower right - 

315. ”"' “"‘"" l . 0 Starter decks contain 15 cards; starter displays contain 36 starters ' 1 
0 Booster packs contain 7 6 cards; booster displays contain 10 boosters 

Errata and minor changes to wording were the only gameplay differences between 1 
Unlimited and Limited set. A Second Edition of Unlimited was announced, but we 
are unaware of any differences in the sets or in price — if it was ever released. 
HEGPRICE Card nama Rarity lJoPlICE ReePnice Card name Rarity IJDPIIE RECPRICE Card name Rarlty IJoPlICE 

0 Starter decks contain 15 cards; starter displays contain 36 starters You will need 
0 Booster packs contain 76 cards; booster displays contain IO boosters "mag“ 1 

_y_ Designed by Coleman Charlton and Mike Reynolds moasto store ,.-. m ”  ““3""‘3‘ ““ .» 11 . The Wizards Unlimited, released April 1996 ' amigo) 3 

0 0.20 Antalas 02 0.150 01.50 Bree X 0.70% . B450 Dwar of Waw H 2.000 . . 
3 0 0.90 Bridge U 0.80 1 3.30 Dwarven Ring . 83-33 angular g 3133 0 0.20 Brigands C2 0150- ofBarinsTribe R 1.000 ' 

. 0 -2 Angie“ 02 0150 . 0 0.20 Brown Lands 0 0.150 03.00 DwarvenRing - l 
0 ‘11- 0 A" "e“ H x 1000 . 0 0.20 Call of Home 02 0.150: of Bavor's Tribe R 1.000 
0 -5° 139°!" 0' 0 0 0.90 Call oi the Sea 0 0.600: 0 3.00 Dwarven Ring - 1 11-90 mm" U ~50 0 0.20 CamethBrin C 0.150; at Dri’lin’s Tribe R 1.500 
D 3.30 Army Of the Dead R LOUD . U 0 2 0  Cardolan CZ 015D 3 14 

, 0 0.20 Arouse Denizens 02 0.150 ' 9 ' ' g 0 3.50 Dwarven Ring g 
lm .MMWNWWW " 0 0.20 Arouse Minions 02 0.150 1 0 3.00 Carn 00m R 1.800 f of Durin’s Tribe R 1.000 

, . m... 1...... “WW' .3... 1‘13». 0 0.20 Arthedain 02 0.150 0 0.20 Cave-drake 02 0.150 g 0 3.00 Dwarven Ring 1 
- 40:33.3333 “”3”“ , I] R 1 0 01.00 Caves of 0mm 0 0.800g of Dwalin’s Tribe R 1.500 3 
. WWWWWW : .. 0 3'30 23ml? . c D'ig0 0 2.00 Celeborn x 0.700; 0 0.90 Dwarven Ring 1 

0 0‘25 1' 9""11'“ R - 0 0 0.20 Choking Shadows c 0.150: of Thélor’s Tribe u 0.600 
0 11-00 25:11.50" g-ggg 0 4.50 Clrdan R 2.500 V 0 0.90 Dwarven Ring 
00'90 A1°kas D . $12 0150 ' 03.00 CirithUngol R 1.800; ofThrar's Tribe 0 0.600 
0 333 AwakenM9"!Z°“5 02 0150 0 3.10 Clear Skies R 1.500; 0 4.00 Eagle-mounts R 1.00 ‘ LIMITED W3 ‘1" '"'°"9 - g 0 3.50 Clouds R 2000-: 0 0.20 Eagles’ Eyrie c 0.150 13 0 9° Awake“ the » a 0 0 90 Earth oi Galadriel's Set (484 cards) 312.50 Earths Fire U 0.800 ‘ 0 0.25 Concealment C 0.150 ; ' Orchard U 0.600 

Starter Display Box 40.00 3 1311-00 330 End X 11-5013 & '3 02° C°rpse'°a"d'° c 11-1513; 0 3.30 Easterling Camp R 1.500 . . 01.00 Balin U 0.600 ; 0 0.90 Corsairs 0tUmbar U 0.600 g 0 230 E t rl' R 1400 30031111 D1591” 30" 511-110 - 5 . . 0 0.90 Cracks of Doom 0 0.800% 15 ' a“ "‘93 ‘ Starter Deck 12.00 ? E11138 33113331101“ Q 3533 , 0 0.20 Crebain C 0.150: 0 0.20 Edhellond C 0.150 
3 1 pa k z 80 : a" 1' -5 0 3.80 Daelomin R 1500 0 2.00 Edoras x 0.700 003 9" c - 0 4.50 Bane ofthe - _ lth'l t R 2000 . 0 0.20 Dagger of g 0 5.00 Eli-song - R 2.000 
UNLIMITED , "3 °"° ' ‘ Westernesse 02 0.150 = 0 0.25 Elf-stone 02 0.150 0 4.00 Barad-dilr R 1800 . - . - 0 0.20 Dagorlad C 0.150 01.50 Elladan x 0.700 Set (484 cards) 137.50 ; 01.00 Bard Bowman x 0.500 . . , . , . 0 . 04.80 Damn R 200001.80 Elrohlr x 0.700 Starter Display Box 22.50 * 13 10° Barman 3““b U 11-6" - " : 010.00 Elrond R 2.500 

- : D 1 3 0  BaI'I'OW'CIOWIIS X OJOD ; D 0.90 DamIOU U 0.60D U 0 2 0  El Cl k 02 015D 31103191 D'SPlaV 311" 24-5” ' 0 0.90 Barrow-Wight u '08001 0100 Dancing Spire u 0800: ' "e" °a ' ' ' - ' 0 0.20 Elven Shores 0 0.150 Starter Deck 6.00 . 0 0.20 Bay DfBeltalas c 0.150 . 30.20 Dark Duarrels 02 0.1518~ E] 0 
Booster Pack 2,00 , . g 100 Dead Marshes u 0.80 2 3.00 Elves of Lindon R 1.50 z 13 020 3:12:11” 11°“ 02 0150 . 33.30 Denethorll R 1.5001 30.20 Enedhwaith C 0.153 
REGPHICE Card “am. “a u m  ' 0 20 Despair Of the ' 0 90 Ent-dl’augl'lls U 0.60 

rlly ; 31:3 38'1“” g 3'33 ; Heart 0 0.150: 01.00 Ents of Fangorn x 0.500 
r g ”"1, - ' 01.00 DimrillDale 0 0.800, 0100 Eomer 0 0.800 D 025 AChanceMeetino 0 0.1513; 13 18° B°°'".3”°"s° X 11-3013 1 0 0.20 Dodge 0 0.150 01.00 Eowyn . 0 0.600 U 025 AFriend or Three 02 015E: 131°" B°°"""93 . X ”-7013 r 0 0.20 DDlAmroth C 0.150% 0 0.20 Eriadoran Coast 0 0.150 0 0.20 Abductor c 0.150: D130 39'9““ X ”-7013 V 0150 Erkenbrand x 0.500 [3150 Adrazar x 0.70:]; D 0.90 Beretar U 0.800 Cl 4.50 DolGuldUl' R 1.80Cl _- El 020 Escape C 015B 
[:1 500 Ad0naphel R 2_50|:]1 Cl 0.90 Bergil U 0.600 r El 0.80 Doors of Night X5 0.40l:l ' 
g 330 Agburanar R 1.8003 0 0.90 “Belt” (Bflrat) U 0.600 01.00 Dori U 0.600 0 0.20 Ettenmoors C 0.150 
0 550 Akhorahil R 20013 b 025 81 C 0150 . 0 020 Dorwinion C 0.150; 0 5.00 Eye DfSauron R 2.000 
0100 Nata, x 0.803 01000 all)" R 4000 0 0.70 Dragon’s 0 0.20 Fair Gold Ring 02 0.150 
g 090 N. n p I tr 0 080g; - ! ° - : Desolation 0 0.800 . 0 2.80 Fair Sailing R 1.500 0 a3" 1 - 0090 BlllthePon u 0800- - - 2 g 0 0'20 Bl k y C 0' 150 2 0 0.20 Dreams of Lore 02 0.150 . 0 0.20 Fair Travels in 0 0.20 Ambusher C 11-1513; 0 0-30 BIOCM ta. - ' 0 0.70 Drowning Seas u 0.600: Border-lands c 0.150 D 020 Amon Hen C 0.150, - Due” If“; '1' c 0150 ; 0 0.20 Dri’ladan Forest 0 .. 0.150: 0 3.30 Fair Travels in ~ _ 
El 070 Anborn U 0.800? “’3 ' ° . - ; 0 4.00 Dunharrow R 1.800: Dark-domains R 1.500 0 0.20 Andrast C 0.150- U 0-90 Blue Mountain ‘ 0 3.90 Falr Travels In D 020 Andrast Coast c 0.15D_ Dwarves U 0.60l:l l] 0.20 Dunland C 0.15El . , . Free domains R 1.500 g 025 Anduin River 02 0.1513 0 0.25 Bofur C 0.150 01.00 Dunlendings X 0.700: 0 02° Fair Travels m 
D 020 And inVl  02 0.1511 01.00 Bombur U 0.600 01.80 Dunnish Clan- hold X 0.700 _ U aes Shadow lands 0 0.150 D 4.00 Andt'lril, the Flame F] 0.90 Book of Mazarbul U 0.60l:l l3 0. 90 Durin’s Axe U 0.80l:l Cl 020 Fair Travels in , 

0‘11"? W951 '1 311051 01.00 Boromir II x 0.250 D 025 Dwal'" c 0.150 Wilderness 0 11-1513 
RAFlITY KEY C2 : Most Common C 2 Common U : Uncommon R : Rare X : Fixed/standard in decks 
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ReePIIIce Card name RIIPmcE Carri name Rarity LmPIII: Rarity u m  
" 3 Cl 0.20 Huorn C 0.151] 
13 020 MW!" C 11-1513 0 0.20 lmlad Morgul c 0.15:! 
D 0.30 FaramIr X 0.400 U 030 "man" U 060D 
Cl 0.20 Far-sight C 0.101] as ' 
0 3.60 Favor of the Valar R 2.000 0 4.80 Ind0rDawndeath R 2.000 
06.50 Fell Beast R 2.500 01.00 Irerock U 0.800 
Cl 3.00 Fell Turtle H 1.50CI Cl 1.30 iron Hill 
[10.20 Fall Winter 0 0.151] Dwarf-hold X 0.70|:l 
0 0.20 Fellowship c2 0.150 01.00 lron HlItarves X 0.700 
01.00 Flli U 0.600 ' 30.20 lron Hills c 0.153 
‘ 100 lsengard X 0.50 
U 0-90 F°9 U 11-3013 0 4.00 Isles of the Dead 
Cl 0.20 Ford C 0.15D ' that Live I R 230'] 
13 02° F°"°"9 C 11-1513 :1 020 Ithilien c 0.15:] 
D 0.20 Forochel C 0.150 E] 6. 50 Khamfll the 
D 0.20 FOUl Fumes C 0.150 Easterling R 3 50:] 
[110.00 Frodo R 4.5013 :1 ' 
Cl 6.00 Galadriel R 2.00] Cl 0.25 Khand C 0.150 
Cl 2.80 Galva R 1.0013 01.00 Klli X 02513 
2.0 0. 90 Gamling the Old U 0.600 0 0.25 KirIdIIing of the 0 

El 1 .00 Gandalf X 0.80:] D 1.00 :glglits 0f Dol C 015 
El 0. 20 Gap 0' lsen C2 0.150 Amroth U 0 80B 
El 0.80 Gates Of Morning X5 0.400 D 0 20 Lake-town c 0:15D 
l] 0.90 Ghan-buri-Ghan U 0.600 B 0:20 Lamedon c 0.15U 
El 020 Sims 0 01513 0 0.90 Lapse of Will u 0.800 
13°20 “11°11“ c 01551 01.00 Leaflock u 0.600 
13 02° Gm“ ‘32 0-1513 :I 0.20 Lebennin 02 0.150 0 0. 20 Giant Spiders CZ 0.150 20 
21B 1.80 Giidorlngiorion X 0.500 €8.33 tegolasRI B 3:33 

. esser Ing . 
315° 6'1“" . X ”-700 :1300 Leucaruth n 1.00:1 
El 0. 20 Gladden mm C 0.15U D 020 Lindon 02 0.150 
13 0-90 G'amd'ing U 0301:] 0 0.20 Lond Galen c 0.15:1 01.00 Glittering Caves U 0.800 0 020 Long Winter 0 0.150 
E1100 610'" U 0'61"] 0 0.25 Lordly Presence C2 0.150 
131 02° 151W." C 11-1513 0 0.20 L6rien c 0.15:! 
D 1.50 GiorfIndeI l l  X 0.70:] D 0 2 0  Lossadan Cairn c (115': 
0 1 .00 Goblin-gate X 0.500 29 ' 
0 0. 90 Goldberry U 0.800 B 0.20 Lossadan Camp 0 0.153 
’2 0.90 Lossoth U 0.60 
13130 90""1“ U 11-7013 03.00 Lostat Sea R 1.000 
D 4-30 150"""1‘51‘3‘9 R 2005' :I 0.20 Lost in Border—buds c 01513 
Cl 0.20 GOI’QOI’Oth C 0.150 D 3.00 mmnarkm R 1I50D 

D 3'30 Greats“ R 15013 - 0 0.20 LostinFree-dornains c 0.15:1 
D 0. 20 Great-road C 0.150 D 020 Lost in 

'3 0-90 Great'sme'd 01 Shadow-lands c 0.15:! 
11°11“ U 0301] . 0 0.20 Lost in the _ 

E3138 Siiidnavens 3 3123 W"“°'"°Ss ° “-15” 0 0. 20 Grey Mountain El 3.00 Lucky Search R 1.500 

Narrows c 0.150 30.20 Lucky Strike c 0.153 
’1 . 0.90 Lure of Creation U 0.60 
D 0 2° Gundabad C 11-151] 0 0.20 Lure of Expedience C 0.150 
13 3 3° Gwa'm' R 10013 0 0.20 Lure of Nature 02 0.15:! 
1:11-00 0°“a'bmd U 0505' 0 3.50 Lure of Power It 2.00m 
133-0 00 “a'da'am R 10013 00.20 LureortneSensee 0 0.15m 
‘3 0- 9° “31“" U 05°13 * 0 0.90 Mablung 0 0.800 
El 0. 25 HalfIIng Stealth C2 0.150 D 0.90 Magic Ring 01 
30.25 Halfling Strength c2 0.15:] Courage u 0.30:1 

0.20 Half-trolls of Far - ~ Harad C 0.150 30 0.90 MagIc RIng ot Lore U 0.600 

CI 0.30 Hama C 0.150 E090  MagicRingofNature U 0.60% 
2‘ 090 MagicRingofSteeith U 0.60 
Cl 0.20 Harondor I . C 0.150 D 0.90 Magic RingotWords U 0.60:] 
D 0-20 ”allbeik 0‘ 3"01“ :I 0 90 Men of Anfalas u 0. 601] 

Ma". 0 0-15'3 :I1.00 Men of Anorien x 0.70:I 
El 0.20 HeaIIng Herbs C2 0.150 D 030 Men Of Dorwinion U 050'] 
D 0.20 Heart Of Mirkwood C 0.150 U 030 Men Of Lamedon U 0. 60B 

D 1-80 11911119111 Annon X 0 701:1 0 0.90 Men of Lebennin U 0.600 
D 441° “!‘1'"9 R 113511 0 0.90 Men of Northern 
Cl 0.20 High Pass C2 0.15:] Rhovanion U oIaoD 
0 0.90 Hillmen U 0.600 :2 
E1100 Himring U 0.8013 1:11.00 Merry U 0.60] 

0 5.50 Hoarmfirath otDlr R 2.000 311533 ”:22: 11435,?” E: (1323B 
El 4‘50 H°blms R 2.000 0 0.90 Minions Stir U 0.800 
1:10-20 “°"'" 02 ”-1513 :1090 MirrorotGaladriel u 0.600 
E] 0.25 Horn Of Anor C 0.150 D 020 MlTUVOT c 015': 

13 02° “0'59P'a'ns C 11-1513 0 0.25 Misty Mountains 02 0.151] 0 0.20 Horses C 
RA RITY KEY 

0.150 
C2 : Most Common 

Get checklists for 450 more CCGs iust like this in the 
2003 Scrye (:06 Checklist 8 Price Guide! 

C : Common 
3‘.“ , \ ‘ r \ ‘ r \ \ r ‘ \ ‘ p \ \ ’ \ \  . 

SCHE ' 

ReePIIIcE Card neme Rarity LmPIIz ReePruce Carri name Rarity lJIe: 
0 0.90 Moon U 0.800 0 0.90 Quiet Lands U 0.800 
3II0 3.50 Morannon R 1.500 01.00 Radagast X 0.800 
0 5.20 Morgul Night R 3.000 01.00 Rangers of When X 0.700 
0 5.00 Morgul-horse R 2.500 0 1 .00 Rangers oithe North X 0.800 
0 4. 60 Morgul- k-nite R 1.500 0 0. 90 Red Arrow U 0.600 
0 1 .00 Maria X 0.500 0 0. 90 Red Book 01 
0 1 00 Mount Doom U 0.800 Westmarch U 0.600 
01.00 Mount Gram X 0.500 0 0.20 Redhorn Gate 02 0.150 
01.00 Mount Gundabad U 0.800 0 0.20 Reforging C 0.150 
0 0. 25 erniz'rsotShadow C 0.150 0 5. 00 Ren the Unclean R 2.500 
El 6. 00 Mouth oi Sauron R 3.000 0 0. 20 Rescue Prisoners 02 0.150 
0 020 MouthsoftheAnduin c 0.150 0 3.00 Return of the KIng R 1.500 
0 3.00 Mumak(0i1phant) R 1.000 01.00 Rhosgobel X 0.500 
0 0.20 Muster c 0.150 0 0.20 Rhudaur C2 0.150 
0 0. 20 Muster Disperses C 0.150 0 1 .00 Riders of Rohan X 0.700 
0 1 .00 Narsil U 0.800 0 1 0.0 Ringiore U 0.600 
El 4. 00 Narya R 3.000 El 0. 20 Risky Blow C 0.150 
CI 4. 00 Nenya R 3.000 El 0. 20 Rivendell C 0.150 
0 0. 25 New Friendship C 0.150 0 0. 20 River 02 0.150 
350 0. 90 New Moon U 0.800 0 2. 30 Roac the Raven R 1.000 
0 020 Night C 0.150 01.00 Robin Smallburrow X 0.250 
0 0.20 Man 0 0.150 0 3.00 Rogrog R 1.500 
CI 0.20 NorihemRhovanion 02 0.150 C] 0.20 Rohan 02 0.150 
0 0. 20 NI‘Imeriador c 0.150 0 1. 00 Ruined Signal Tower X 0.500 
0 0. 20 Nurn c 0.150 0 4. 00 Sacrifice of Form R 2.500 ’ 
01.00 Oin U 0.600 01.00 Sam Gamgee U 0.800 
0 0. 20 Old Forest C 0.150 0 0. 90 Sapling of the 
0 0. 25 Old Friendship C 0.150 White Tree U 0.600 
I0 0. 90 Old Man Willow U 0.600 E 0. 20 garn Goriwing C 0.153 

1 .00 aruman X 0.80 
CI 0. 20 Old Pllkel Gap 0 0.150 0 020 Old Pflkel- land 0 0.150 “0 0.90 Scroll of Isildur U 0.600 
0 0. 25 Old Road CZ 0.150 0 3. 50 Secret Entrance R 1.800 
0 0. 90 Olog- -hai (Trolls) U 0.600 0 0. 20 Secret Passage 0 0.150 
0 0. 20 Orc- -guard C 0.150 0 3. 00 Shadowtax R 1.500 
0 0.90 Ore-lieutenant U 0.600 0 4. 50 Shelob R 1.500 
0 0. 20 Orc- -patro| 02 0.150 0 4. 00 Shelob’s Lair R 2.500 
0 0. 20 Ore-raiders CZ 0.150 0 0. 20 Shield of 
0 1 .00 Orcrist U 0.600 Iron-bound Ash 02 0.150 
0 0. 20 Orc-warband C 0.150 E 2'33 33:; Kain g 2.533 
'3 021’ O'c'wa'm’s ‘72 0.1513 0 350 Silent Watcher R 1.50:! 
Cl 0. 20 Orc-watch C 0.150 44 
CI 0.20 Ori C 0.150 C] 3.00 Skinbark R 1.5013 
0 0. 25 Orophin C 0.150 0 0. 20 Slayer C 0.150 
01.00 Ost-in- Edhil U 0.800 0 7.00 Smaug R 3.000 ‘ 
0 2.50 PalantirotAmon Sfll R 1.000 0 3.70 Snowstorm R 1.500 
Cl 3. 00 PalantirofAnnI’Iminas R 1.000 C] 0. 20 Southem Mirkwood 02 0.150 
3.0 0. 90 Palantl'r of Elostirion U 0.600 C] 0. 25 Southem Rhownion C 0.150 

0 0. 90 PalanII'roIMInasnnIn u 0.800 3333 283313280355 3 1&3 
El 0. 90 Palantir Of Orthanc U 0.800 D 1.00 Star-glass U 080D 
Cl 3. 30 Palantir oiOsgiliath R 1.800 ' 
01.00 Pallando X 0.800 0 0.90 Stars U 0.600 
E] 3. 60 Paths of the Dead R 2.0012! El 0. 25 Stealth C 0.150 
E] 1. 50 Peath X 0.700 E] 0.90 Sting U 0.600 
0 0. 20 Pelargir C 0.150 0 2. 00 Stone 01 Erech R 1.000 
0 0. 25 Persuasive Words C 0.150 0 3. 80 Stone-circle R 1.300 
E] 0. 90 Pick-pocket U 0.800 B 2 80 Storms 01 Ossé R 1.00?I 

0.90 Sun U 0.80 
‘3 10° P'PP'" U 0501] 0 020 Sword oi Gondolln C2 015:! 
0 0.20 Potion ot Prowess c 0.150 45 ' 
0 0. 90 Praise to Eibereth U 0.800 0 0. 25 Test of Form 02 0.150 
0 0. 20 Precious Gold Ring 02 0.150 0 0 20 Test of Lore 02 0.150 
0 3. 00 Pukel- -men R 1.000 0 4.70 The Arkenstone R 1.500 
0 0.90 Quickbeam U 0.800 0 3.00 TheBaianeeofnhgs R 1.00 

Middle-earth ' Promo cards 
Card name Price Card name Price 

0 Angmar Arises 1.20 0 Ireful Flames 2.00 
0 Bill Ferny I 1.30 CI More Alert Than Most 1.90 
0 Black Arrow 3.00 0 Never Seen Him 1.80 
0 Deadly Dart 2.00 0 Storm Crow 1.80 
0 Fatty Bolger 3.00 0 The Arkenstone 2.50 
0 Fury of the Iron Crown 3.00 0 The Iron Crown 2.60 

U = Uncommon R : Flare X : Fixed/standard in all decks 

It’s available from your game store in March 2003! 
Or order it direct from (800) 258-0929! 
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0 0.20 Fangorn 
0 0.80 Faramir 
0 0.20 Far-sight 
0 3.60 Favor of the Valar 
0 6.50 Fell Beast 
0 3.00 Fell Turtle 
0 0.20 Fell Winter 
0 0.20 Fellowship 
El 1.00 Fili 

0 0.90 Fog 
0 0.20 Ford 
0 0.20 Forlong 
0 0.20 Forochel 
0 0.20 Foul Fumes 
010.00 Frodo 
0 6.00 Galadriel 
0 2.80 Galva 
20 0.90 Gamling the Old 
01.00 Gandali 
0 0.20 Gap of lsen 
0 0.80 Gates of Morning 
0 0.90 Ghan-buri-Ghan 
0 0.20 Ghosts 
0 0.20 Ghouls 

0 
p N

 
O

 

.E
’ 

A
) 3 e-

O
- 

0.20 GiantSpiders 
8.0 Gildor Inglorion 

.50 Gimli 
20 Gladden Fields 
90 Glamdring 
.00 Glittering Caves 
.00 GlOin 
20 Gloom 

.50 Glorfindel II 

.00 Goblin-gate 
90 Goldberry 

.3 
3 
0 Gollum 
0 Gollum's Fate 

20 Gorgoroth 
30 Great Ship 
20 Great-road 
90 Great-shield of 
' Rohan 
20 Greed 
20 Grey Havens 
20 Grey Mountain 1‘ 

i Narrows 

i 
i 
i 
F 
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00
00

00
£0

00
00

00
00

30
0 

1 
1 
0. 
0. 
1 
1 
0. 
1 
1 
0. 
1 
4 
0. 
3. 
0. 
0. 

0. 
0. 
0. 

0. 20 Gundabad 
3. 30 Gwaihir 
1 .00 Halbarad 
3. 00 Haldalam 
0. 90 Haldir 

0 0. 25 Halfling Stealth 
0 0.25 HaltIing Strength 
0 0.20 Half-trolls of Far 

Harad 
20 0.30 Hama 

0 0.20 Harondor . 
0 0.20 Hauberk of Bright 

Mail 
0 0.20 Healing Herbs 
0 0.20 Heart of Mirkwood 
0 1.80 Henneth Annlin 

0
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0
0

0
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4. 00 Hiding 
0. 20 High Pass 
0. 90 Hillmen 
1.00 Himring 

5. 
4 

50 HoarmI‘Irath of Dir 
50 Hobbits 

0. 20 Hollin 
0 0.25 Horn of Anor 
0 0.20 Horse Plains 
0 0.20 Horses 
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0 
25 
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RAH/TY KEY 

‘ RsePeIce Card name Rarity IJIIPrIIcE BEGPRICE Card name Rarity homes 
3 0 0.20 Huom 

313% ; 0 0.20 Imlad Morgul 
0.100 _ 20 0.90 ImrahII . 

2.000 . 0 4.80 ‘lndI‘IrDawndeath 
2.500 i 01.00 Irerock 
1.500 . 0 1.30 Iron Hill 
0.150 - Dwarf-hold 
0.150 ; 0 1.00 Iron Hill Dwarves 
0.600 ': E 0.20 Iron Hills 

1.00 lsengard 
O-SOD g 0 4.00 Isles of the Dead (“5'3 2 that Live 
(“5'3 g 0 0.20 Ithilien 0155' ; 0 6.50 Khamfll the 
0'15'3 3 Easterling 
4.50:] ._ 27 
2.000 . 0 0.25 Khand 
1.00:1 -_ 01.00 Kili 
0.600 ; 0 0.25 Kindling of the 

' Spirit 
0305' 3 [31.00 Knights of Oct 
035‘] ' Amroth 
MOD 0 0.20 Lake-town 
0505' ; 0 0.20 Lamedon 
“-155 : 0 0.90 Lapse of wm 
31:3 0 1.00 Leaflock 
0.150 . 20 0.20 LebennIn 

0.500 . 30.90 Legolas 
' 0.80 Lesser Ring 

“-705 0 3.00 Leucaruth 
0-15'3 f 0 0.20 Lindon 
0305' 0 0.20 Lond Galen 
030D ‘ 0 0.20 Long Winter 
050': 0 0.25 Lordly Presence 
$30 0 0.20 LOrien 
050,3 i 20 0.20 Lossadan CaIrn 

0.800 ' 
‘ . th 010'] 4 0 090 Losso 

2.000 . 
0.150 5 
1.500 i 
0.150 - 

0.800 i 
0.150 
0155' 3.0 3.00 Lucky Search 
0.15:1 D f , 
015': 5 0.90 Lureo CreatIon 

1.000 ' 
0.600 
1.000 
0.600 - 
0.150 ‘ 
0.150 ' 

0.150 
0.150 . El _ . 
0.1513 5 0.90 MagIcRIngofStealth U 

0.150 
0.150 
0.150 

1 .500 
0.15 0 
0.600 
0.800 
2.000 
2.000 
0.150 
0.150 
0.150 
0.150 

C2 : Most Common 

0 0.20 Lossadan Camp 

0 3.00 Lost at Sea 

0 
C 
U 
R 
U 

X 
X 
C 
X 

R 
C 

R 
C 
X 

C 

U 
C 
C 
U 
U 
C N

 

U 
U 
R 
C N

 

C 
C 
02 
C 
C 
C 
U 
R 

0 0.20 Lost in Border-lands C 
0 3.00 Lostin Dark-domains R 
0 0.20 Lost in Free-domains C 
0 0.20 Lost in 

Shadow-lands 
0 0.20 Lost in the 

Wilderness 

0 0.20 Lucky Strike 

0 0.20 Lure of Expedience 
0 0.20 Lure of Nature 
0 3.50 Lure of Power 
0 0.20 Lure of the Senses 
0 0.90 Mablung 
0 0.90 Magic Ring of 

Courage 

C 

C 
R 
C 
U 
C 

C2 
R 
C 
U 

U 
[a] 0.90 Magic Ring of Lore U 

1 

0 0.90 Magic Ring of Nature U 

0 0.90 Magic Ring of Words 0 
0 0.90 Men of Anfalas 
0 1.00 Men of Andrien 
0 0.90 Men of Dorwinion 

I 0 0.90 Men of Lamedon 
070D f 0 0.90 Men of Lebennin 

‘ 0 0.90 Men of Northern 
Rhovanion 

1.00 Merry 
3. 50 Minas Morgul 
1 .00 Minas Tirith 
0. 90 Minions Stir 
0. 90 Mirror of Galadriel 

0 0. 20 Miruvor 
0 0.25 Misty Mountains 

0
0

0
0

0
g

 

U 
X 
U 
U 
U 

U 
U 
R 
X 
U 
U 
C 

C2 

0.150 
0.150 
0.600 
2.000 
0.800 

0.700 
0.700 
0.15 0 
0.500 

2.300 
. 0.150 

3.500 
0.150 
0.250 

0.150 

0.800 
0.150 
0.150 
0800 
0.600 
0.150 
0.600 
0.800 
1.000 
0.150 
0.150 
0.150 
0.150 
0.150 
0.150 
0.150 
0.600 
1.000 
0.150 
1.500 
0150 

0.150 

0.150 
1.50I:I 
0.150 
0.600 
0.150 
0.150 
2. 000 
0.150 
0. 800 

0.800 
0.600 
0.600 
0.600 
0.600 
0.600 
0.700 
0.600 
0.600 
0.600 

0.800 
0.600 
1.500 
0.500 
0.800 
0.600 
0.150 
0.150 

C : Common U = 

ReePnIcE Card name Rarity LroPIIcE HEGPRICE Card name Rarity IJoPIIIcE 
; 0 0.90 Moon U 0.800 - 0 0.90 Ouiet Lands U 0.800 
- 330 3.50 Morannon R 1.500 “01.00 Radagast X 0.800 
0 5.20 Morgul Night R 3.000 0 1 .00 Rangers of Ithilien X 0.700 
0 5.00 Morgul-horse R 2.500 01.00 Rangers ofthe North X 0.800 
0 4. 60 Morgul- k-nife R 1.500 0 0. 90 Red Arrow U 0.600 
0 1. 00 Moria X 0.500 ' 0 0. 90 Red Book of 
01.00 Mount Doom U 0.800 Westmarch U 0.600 
0 1 0.0 Mount Gram X 0.500 0 0.20 Redhorn Gate C2 0.150 
0 1. 00 Mount Gundabad U 0.800 ~ 0 0. 20 Reforging C 0.150 
0 0. 25 MountainsofShadow C 0.150 0 5. 00 Ben the Unclean R 2.500 
30 6. 00 Mouth of Sauron R 3.000 0 0. 20 Rescue Prisoners 02 0.150 
0 I). 20 MouthsofIheAnduin C 0.15]: 0 3. 00 Return of the Km R 1.500 
0 3.00 MI’Imak(Oliphant) R 1.000 01.00 Rhosgobel X 0.500 
0 0. 20 Muster C 0.150 » 0 0. 20 Rhudaur 02 0.150 
0 0.20 Muster Disperses C 0.150“ 01.00 Riders of Rohan X 0.700 
01.00 Narsil U 0.800. 01.00 Ringlore U 0.600 
0 4. 00 Narya R 3.000 0 0. 20 Risky Blow C 0.150 

: 0  4. 00 Nenya R 3.000 0 0. 20 Rivendell C 0.150 
0 0. 25 New Friendship C 0.150 0 0. 20 River C2 0.150 
30 0. 90 New Moon U 0.800 0 2. 30 Roac the Raven R 1.000 
0 020 Night c 0.15:]. 01.00 Robin Smallburrow X 0.250 
0 0. 20 Nori C 0.150 0 3. 00 Rogrog R 1.500 
0 0.20 Northem Rhovanion 02 0.150 0 0.20 Rohan 02 0.150 
0 0. 20 Numeriador C 0.150 .0 1 .00 Ruined Signal Tower X 0.500 
0 0. 20 Nurn C 0.150 0 4. 00 Sacrifice of Form R 2500‘ 
0 1. 00 Oin , U 0.600 . 0 1 .00 Sam Gamgee U 0.800 
0 0. 20 Old Forest 0 0.150 0 0. 90 Sapling of the 
0 0. 25 Old Friendship C 0.150 . White Tree U 0.600 
El 0. 90 Old Man Willow U 0.600 ; 0 0. 20 Sam Goriwing ‘C 0.153 

1 .00 Saruman X 0.80 '3' 02° 0'” PUke' Gap 0 0-‘5'3 0 o. 90 Scroll of lsildur u neon 0 0. 20 Old Piikel- land C 0.150 43 
0 0. 25 Old Road C2 0.150 0 3. 50 Secret Entrance R 1.800. 
0 0. 90 Olog- -hai (Trolls) U 0.600 ' 0 0. 20 Secret Passage 0 0.150 
0 0. 20 Orc- -guard C 0.150 0 3. 00 Shadowfax R 1.500 
0 0. 90 Orc-lieutenant U 0.600 0 4. 50 Shelob R 1.500 
0 0. 20 Orc- -patrol 02 0.150 0 4. 00 Shelob’s Lair R 2.500 
0 0. 20 Orc- raiders 02 0.150 , 0 0. 20 Shield of 
01.00 Orcrist U 0.600 Iron-bound Ash C2 0.150 
0 0.20 Orc-warband c 0.151: 3238 3mm g (211533 
B “-20 O'c'warr'ms 02 (“5‘3 0 350 Silent Watcher R 1.500 0 0. 20 Ore-watch C 0.150 44 
0 0. 20 Ori ' C 0.150 0 3. 00 Skinbark R 1.500 
0 0. 25 Orophin C 0.150 0 0. 20 Slayer C 0.150 
010.0 Ost-in- Edhil U 0.800. 0 7.00 Smaug R 3.000 ' 
0 2. 50 PalantirofAmon Sui R 1.000 0 3. 70 Snowstorm R 1.500 
0 3. 00 Palanh'rofAnnt'Iminas R 1.000 4 0 0. 20 Southern Milkwood 02 0.150 
30 0. 90 Palantir of Elostirion U 0.600 B 0. 25 Southem Rhovanion C 0.15% 

3. 00 Southron oasis R 1.50 ‘3 0 90 WW MM “'1“ U 0-80'3 0 3. oo Southrons R 1.00:] 
D 0. 90 Palantlr 0f Orthanc U 0.80D D 1 00 Star-glass U 0 80B 
0 3. 30 PalantIr of OsgIIIath R 1.800 ' 
0 1 .00 Pallando X 0.800 0 0. 90 Stars U 0.600 
0 3. 60 Paths of the Dead R 2.000 0 0. 25 Stealth C 0.150 
0 1 .50 Peath X 0.700 0 0. 90 Sting U 0.600 
0 0. 20 Pelargir C 0.150 0 2. 00 Stone of Erech R 1.000 
0 0. 25 Persuasive Words 0 0.150 0 3. 80 Stone-circle R 1.300 
30 0. 90 Pick-pocket U 0.800 1 0 2. 80 Storms of Ossé R 1.00% 

0. 90 Sun U 0.80 
3333 32n of Wights 3 8233 0 o. 20 Sword of Gondolin 02 0.1513 
0 0. 20 Potion of Prowess C 0.150 . «I: 0 25 Tempering ip 02 0'1“] 
0 0. 90 Praise to Elbereth U 0.800 1 0 0. 25 Test of Form C2 0.150 
0 0.20 Precious Gold Ring C2 0.150 0 0. 20 Test of Lore C2 0.150 
0 3.00 PukeI-men R 1.000 0 4.70 The Arkenstone R 1.500 
0 0.90 Quickbeam U 0.800 0 3.00 TheBalanoeofihings R 1.000 

Middle-earth 0 Promo cards 
Card name Price Card name Price 

0 Angmar Arises 1.20 0 lreful Flames 2.00 
0 Bill Ferny . 1.30 0 More Alert Than Most 1.90 
0 Black Arrow 3.00 0 Never Seen Him 1.80 
0 Deadly Dart 2.00 0 Storm Crow 1.80 
0 Fatty Bolger 3.00 0 The Arkenstone 2.50 
0 Fury of the Iron Crown 3.00 0 The Iron Crown 2.60 

Uncommon R : Rare X : Fixed/standard in all decks 

Get checklists for 450 more CCGs just like this in the 
_ 2003 Scrye CCG Checklist 8 Price Guide! 
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It’s available from your game store in March 2003! 
Or order it direct from (800) 258-0929! 



‘ RiePnIcE Card name Rerlty IJIIPII: 
0 0.90 The Burden of Time U 0600 
0 0.90 The Cock Crows U 0.600 
0 0.90 The Evenstar U 0.800 
0 0.90 The Great Eagles U 0.600 
‘0 3.00 The Great Goblin R 1.500 
0 1.00 The Lonely Mountain X 0.500 
0 2.60 The Mithril-coat R 1.000- 
0 6.00 The Nazg0l are 

Abroad R 3.000 
0 0.90 The Old Thrush U 0.800 
023.50 The One Ring R 15.000 
0 3.00 The Pale Sword R 1.500 
0 4.00 The Precious R 1.500 
0 0.90 The Rings Betrayal U 0.800 
“0 0.20 The Shire C 0.150 

0 3.00 The Stones R 1.300 
0 1.00 The White Towers U 0.800 
0 2.30 The White Tree R 1.000 
0 6.00 The Will of Sauron R 3.000 
0 3.00 The Will of the Ring R 1.000 
0 0.80 The Wind Throne X5 0.400 

Set (180 cards) 102.50 
Booster Display Box 37.00 

' Booster Pack 2.10 

‘ Card name Rarity PM; 

0 A Short Rest CZ 0.15 
0 Adamant Helmet C2 0.15 
0 AgburanarAhunt U2 0.50 
0 Agburanar at Home R3 0.80 
0 Alert the Folk U2 0.50 
0 And Forth He Hastened CZ 0.15 
0 Arrows Shorn of Ebony U2 0.50 

, 0.Bairanax R2 2.00 
I] Bairanax Ahunt U2 0.50 
0 Bairanax at Home R3 0.80 
0 Belegaer C1 0.20 
0 Black Breath R2 3.30 
0 Bounty of the Hoard C2 . 015 
0 Bow of Dragon-horn U2 0. 50 
0 Brand U2 0. 50 
0 BuhrWidu U2 0.50 
0 Burglary C2 0.15 
30 Carrion Birds C2 0.15 
0 Gave Worm C1 0.15 
0 Cloudless Day U2 0.50 

' 0  Cram CZ 0.15 
0 Cruel Caradhras U2 0.50 
0 Daelomin Ahunt U2 0. 50 
0 Daelomin at Home R3 1.00 
0 Dale U2 0.50 
0 Deftness of Agility R3 1.00 
0 Dire Wolves CZ 0.15 

RAH/TY KEY C : Common 

ReePnIeE Cant name Rarity LmPna: 
0 1.50 Théoden X 0.700 
0 3. 50 Thief R 1.800 
0 4. 30 Thorin ll R 1.500 

0 0 20 Thorough Search C 0.150 
0 1. 50 Thranduil X 0.500 
0 1 50 Thranduil’s Halls X 0.700 
0 3. 50 Tolfalas R 1.500 
0 0. 90 “Tom" (Tflma) U 0.600 
0 3. 00 Tom Bombadil R 1.500 . 
0 0. 25 Tookish Blood C 0.150 
0 1 0.0 Torque of Hues U 0.800 
0 1 0.0 Tower Guard of 
so Minas Tirith X 0.700 
0 4.10 Traitor R 1.500 
0 1 .00 Treebeard U 0.800 
0 3. 30 True Fana R 1.500 
0 0. 20 Twilight CZ 0.150 
0 0. 20 Ud0n C 0.150 
0 0.90 Use Paiantlr U 0.600 
0 5.90 UvathatheHorsennn R 2.000 
0 3.00 Vale of Erech 

Middle-ear"! 0 The Dragons ‘ ‘ 
R 1.500 

HEGPRICE Cant name 
LII 0.20 Vanishment 

1 

0 3.00 Variag Camp 
0 2.80 Variags of Khand 
0 4.50 Vilya 
0 0.20 Vbteli 
0 2.80 Vygavril 
0 0.90 Wacho 
0 0.90 Wake of War 
0 0.20 Wargs 
E 0.90 WatcherinlheWater 
0 0.20 Weariness of the 

Heart 
0 0.80 Weathertop 
0 1.80 Wellinghall 
0 0.20 Western Mirkwood 
0 025 White Mountains 
0 0.90 {'William" (Wflluag) 
0 6.20 Witch—kingof 

Angmar 
0 0.20 Withered Heath 
0 3.10 Wizard's Fire 

Iron Crown Enterprises 0 Released June 1996 
I80 cards in set 

C 
R 
R 

g
c

c
x

o
m

 

U 

CZ 
X4 
X 
C 
C 
U 

R 
C 
R 

RarIty um 
0.150 
1.30 0 
1 .00 0 
2.50 0 
0.15 0 
1.500 
0.600 
0.800 
0.150 
0.600 

0.150 
0.400 
0.700 
0.150 
0.150 
0.800 

2.500 
0.150 
1.500 

ReePnIcE Card name 
53 

0 0.90 Wizard's Flame 

- IDENTIFIER: Faint rune at lower right, looks like a bent 'F’ 
O Booster packs contain 15 cards; booster displays contain 36 boosters 

book at the lower right comer of the card and find the second octagon 
from the bottom to locate the set’s identifying rune. 

Rarlty PM: Card name 
A 

0 Dragon's Blood 
0 Dragon’s Breath 
0 Dragon’s Curse 
0 Dragon's Hunger 
0 Dragon’s Terror 
0 Dragon-feuds 
0 Dragon-lore 
0 Dragon-sickness 
50 Dunlénding Raiders 
0 Dwarven Hoard 
0 Earcaraxe 
0 Earcaraxe Ahunt 
0 Earcaraxé at Home 
0 Echo of All Joy 

. 0 Elf—path 
‘ 0 Emerald of Doriath 
0 Emerald of the Mariner 
III Enruned Shield 
0 Exile of Solitude 
0 Fast Asleep 

' 0 Fever of Unrest 
0 Flatter a Foe 

; 0 Foolish Words, 
0 Forod 

' 0 Fram Framson 
0 Framsburg 
0 Frenzy of Madness 

CZ 
U2 
01 

0 From the Pits of Angband 02 
0 Galdor 
0 Gift of Comprehension 
0 Gold Belt of Lérien 
0 Gold Hill 
0 Gondmaeglom 
0 Gothmog 
0 Habergeon of Silver 
Fl Half an Eye Open 

0 Harad 
0 Helm of Her Secrecy 
0 Here. There, or Yonder 
0 Hey! come merry doll 

C1 
U2 
U2 
U2 
R2 
CZ 
C1 
01 
R2 
U2 
CZ 

0.15 
0.50 
0.15 
1 .00 
0.50 
0.50 
0.50 
0.15 
0.15 
0.15 
3.00 
0.50 
1. 50 
0. 50 
0.15 
0. 50 

' 3.00 
0.50 
1.00 
0.15 
1 0.0 
0.15 
0.15 
0.15 
2.50 
0. 50 
1 0.0 
0.50 
0.50 
0.15 
0.50 
0.50 
0.50 
2.00 
0.15 
0.15 
0.15 
2.80 
0.50 
0.15 

Card name 
0 Hobgoblins 
0 Host of Bats 
0 Houses of Healing 
0 Ice-drake 
a0 Icy Touch 

0 Incite Denizens 
0 Incite Minions 
0 loreth 
0 Isle of the Ulond 
0 ltangast 
0 ltangastAhunt 
0 ltangast at Home 
0 King under the Mountain 
0 Known to an Ounce 
0 Land- drake 
0 Left Behind 
0 Legendary Hoard 
0 Lesser Spiders 
0 Leucaruth Ahunt 
0 Leucaruth at Home 
0 Light—drake 
0 Look More Closely Later 
I‘ll Lore of the Ages 

0 Magical Harp 
0 Many Foes He Fought 
0 Many Sorrows Befall 
0 Many Turns and Doublings 
0 Map to Mithril 
0 Marsh-drake 
0 Marvels Told 
0 Master of Esgaroth 
0 Master of Wood, Water, 
‘2 or Hill 

0 Mathom Lore 
0 Memories Stolen 
0 Men of Dale 
0 Men of Lake-town 
0 More Sense Than You 
0 Morgul- -rats 
0 Necklace of Silver and 

Pearls 

Barfly I’ll: 
CZ 
U2. 
CZ 

R3 
R2 
R2 
CZ 
U2 
R2 
CZ 
U2 
R3 
CZ 
C1 
CZ 
U2 
C2 
R2 
02 
U2 
CZ 
02 
CZ 

0.15 
0.50 
0.15 
0.15 
0.15 
0.15 
0.15 
0.50 
0.50 
2.30 
0.50 
1.50 
2.00 
1.50 
0.15 
0.50 
2.30 
0.15 
0.50 
1.50 
0.15 
0.15 
0.15 
0.50 
0.15 
2.00 
0.15 
0.50 
0.15 
0.15 
0.1 5 

0.15 
3.50 
1.60 
0.50 
0.50 
0.15 
1.50 

0.15 
U : Uncommon R = Flare # : Cards with lower numbers are rarer 

U 

na'niy um 
0.600 

0 0.90 Wizard's Laughter U 0.800 
0 4.10 Wizard’s Ring R 2.000 
0 0.90 Wizard's 

River—horses U 0.800 
0 0.20 Wizard’s Test C 0.150 
0 3. 00 Wizard’s Voice R 1.000 
0 0. 20 Wold & Foothills CZ 0.150 
0 0. 20 Wolves CZ 0.150 
50 1. 00 Wood- elves X 0.500 

0 0. 20 Woodland Realm CZ 0.150 
0 0. 90 Woodmen U 0.600 
0 0. 20 Woodmen-town C 0.150 
0 2. 80 Words of Power 

and Terror R 1.000 
0 0.20 Wose Passage-hold C 0.150 
0 2.70 Woses of Old 

POkeI-land R 1.000 
0 0.90 Woses of the - 

DrI'Iadan Forest U 0.600 

2 

You will need 

20 
nine-pocket 

pages to store 
this set. 

(10 doubled up) 

Care name Rarity PM: 
0 Nenseldé the Wingild R2 1.80 
0 No Escape from My Magic R2 2.50 
1 

0 Noose of the Sea UZ 0.50 
0 Not at Home 02 0.15 
0 Ovir Hollow U2 0.50 
0 Parsimony of Seclusion R3 1.00 
0 Passion of Wrath R3 1.00 
0 Peril Returned C2 0.15 
0 Pledge of Conduct 02 0.15 
0 Prowess of Age R3 1.00 
0 Prowess of Might R3 0.80 
0 Rain-drake 02 0.15 
0 Refuge C2 0.15 
0 Returned Exiles R2 2.00 
0 Rh0n CI 0.15 
0 Riddling Talk U2 0 50 
0 Rumor of Wealth U2 0.50 
0 Sand-drake U2 0 50 
0 Sated Beast . U2 0.50 
El Scabbard ofChalcedony 02 0.15 
0 Scatha R2 3.00 
0 Scatha Ahunt U2 0.50 
0 Scatha at Home R3 1. 50 
0 Scorba R2 3.00 
0 Scorba Ahunt U2 0. 50 
0 Scorba at Home R3 1.50 
0 Sea Serpent C1 0.15 
0 Searching Eye CZ 0.15 
E] Secret News 02 0.15 
0 Shadow of Mordor R2 3.30 
0 Skin-changer R2 3.00 
0 Sleepless Malice! U2 0.50 
0 Smaug Ahunt U2 0.40 
0 Smaug at Home R3 1.60 
0 Song of the Lady R2 2.30 
0 Staff Asunder R2 2.50 
0 Star of High Hope U2 0. 50 
El Stormcrow C2 0.20 
0 Subtlety of Guile R3 1.00 
0 Tales of the Hunt CZ 0.15 

X : Fixed/standard in all decks 

Get checklists for 450 more CCGs just like this in the 
2003 Serve CCG Checklist a Price Guide! 

h".\ , x ‘p \ \ ' \ ‘ .  \ ‘ . \ \ ' \ \  . 

' SCHE ' 
It’s available from your game store in March 2003! 

Or order it direct from (800) 258-0929! 

. ReePnlcE Card name Rarity IJoPnlce ReePnice'Card. name Rarity IJal: HEGPRICE Card name Rarity LmPnI: ReaPnlce Card name Rarity lJnPnlce 
0 0.90 The Burden of Time U 0.600 i 0 1.50 Théoden ' X 0.700 ’ 0  0.20 Vanishment C 0.150 ‘ 53 0 0.90 The Cock Crows 0 0.600 0 3.50 Thief n 1. 0 5' . ‘3 ”-90 Wizard’SF'ame U 0-50'3 
D 0 9 0  The Evenstar U 0 8 0 0  D 4.  30 Thorln ” R 1 2 3 D  I D 3.00 Varlag Camp R 1.30m D 0.90 Wizard’s Laughter U 0.80D 
0 0.90 The Great Eagles U 0.600 0 2.80 Varlags of Khand R 1.000 0 4.10 Wizard's Ring R 2.000 

47 0 1.50 Thranduil X 0.500 0 0.20 V0te|i _ C 0.150 River-horses U 0.800 
0 1.00 The Lonely Mountain X 0.500 0 1 5.0 Thranduil’s Halls X 0.700 0 2.80 Vygavril R 1,500 0 0.20 Wizard’s Test C 0.150 
0 2.60 The Mithril-coat R 1.000 0 3. 50 Tolfalas R 1.500 . 0 0.90 Wacho U 0.600 0 3.00 Wizard’s Voice R 1.000 
0 6.00 The Nazgfll are 0 0. 90 “Tom” (T0ma) U 0.600 0 0.90 Wake of War U 0.800 g 0 0.20 Wold & Foothills 02 0.150 

Abroad R 3.000 0 3. 00 Tom Bombadil R 1.500 . 0 0.20 Wargs C2 0.150 0 0.20 Wolves 02 0.150 
E12090 The Old Thrush U 0.803 0 0.25 Tookish Blood C 0.150 ' E 0.90 WatcherintheWater U 0.600 - 0 1.00 Wood-elves . X 0.500 

' 54 D :38 lg: 32,: 2:33“, 2 "$813 6138 lgllelreglalldll; . U 0.800 0 0.20 Weariness of the 0 0.20 Woodland Realm 02 0.15:] 
0 4.00 The Precious R 1.500 , Minas Tlrith x 0.70D _ ”ea” ‘32 (“55' e '3 0-90 W°°dm°" U 050': 
0 0 20 The Shire C 0150 0 4.10 Traitor R 1.500 0 1.80 Wellinghall X 0.700 ~ 0 2.80 Words of Power 
re ' ' 0 1  .00 Treebeard U 0.800 0 0.20 Western Mirkwood C 0.150 and Terror R 1.000 
03.00 The Stones R 1.300 0 3. 30 True Fana R 1.500 0 0.25 White Mountains C 0.150 ' 0 0.20 Wose Passage-hold C 0.150 
0 1.00 The White Towers U 0.800 0 0. 20 Twilight 02 0.150 0 0.90 :‘William” (WOIuag) U 0.800 E 0 2.70 Woses of Old 
0 2.30 The White Tree R 1.000 0 0. 20 Udfin C 0.150 0 6.20 Witch-Idngof 3 P0kel- land H 1.000 
0 6.00 The Will of Sauron R 3.000 0 0.90 Use Palantir U 0.600 Angmar R 2.500 0 0. 90 Woses of the 
0 3.00 The Will of the Ring R 1.000 0 5.90 Uvalhathe Horseman R 2.000 0 0.20 Withered Heath C 0.150 Drl'ladan Forest U 0.600 
0 0.80 The Wind Throne X5 0.400 0 3.00 Vale of Erech R 1.500 . 0 3.10 Wizard’s Fire R 1.500 

0 

Middle-earth 0 The Dragons ‘ 
Iron Crown Enterprises 0 Released June 1996 
180 cards in set You will need 
0 IDENTIFIER: Faint rune at lower right, looks like a bent ’F' 20 
- Booster packs contain 15 cards; booster displays contain 36 boosters nine-pocket 

Look at the lower right corner of the card and find the second octagon pafifistgesttm 
from the bottom to locate the set’s identifying rune. (10 doubled up) 

-. , Card name Rarity Place Card name Rarity Pnlce Card name Rarity Perez 
9 "'-————-—--~—| ‘ , 0 Hobgoblins C2 0.15 1 0 Nenselde the Wingild R2 1.80 

301i: .J.i.h."r'f'“?.i'r';l'§§ i E] Dragon's Bl°°d C2 0-15 0 Host of Bats U2, 0.50 0 No Escape from MyMagic R2 2.50 
D Dragons Breath U2 0-50 0 Houses of Healing C2 0.15 ‘3 
0 Dragon’s Curse Cl 0.15 0 Ice-drake 01 0.15 0 Noose of the Sea U2 0.50 
0 Dragon’s Hunger R3 1.00 ' 0 Icy Touch 02 0.15 0 Not at Home CZ 0.15 
0 Dragon's Terror U2 0.50 . a 0 Ovir Hollow U2 0.50 
0 Dragon-feuds U2 0.50 ' 0 Incite Denizens C2 0.15 0 Parsimony otSeclusion R3 1.00 
0 Dragon-lore U2 0.50 . 0 Incite Minions C2 0.15 0 Passion of Wrath R3 1.00 
0 Dragon-sickness 02 0.15 0 loreth U2 0.50 0 Peril Returned 02 0.15 

_Set (180 cards) 102.50 0 Dunlénding Raiders 01 0.15 3 Isle of the Ulond a; 3:3 ‘ a :ledge of (flrxlduct g 0.33 
' 5' Itangast ' . rowess 0 go . 

, Booster Display Box 37°00 D Dwawen,,H°ald C2 0-15 0 ItangastAhunt 02 0.50 [:1 Prowess of Might R3 0.80 Booster Pack 2.10 0 Earcaraxe R2 3.00 0 Itangast at Home R3 150 ii 
L D Earcaraxe Ahunt ”2 0-50 ~ 0 King under the Mountain R2 2.00 l D Rain-drake 02 0'15 

Card name Rarity Place 0 Earcaraxe at Home R3 1.50 0 Known to an Ounce R2 150 0 Refuge 02 0.15 
‘ ‘ 0 Echo of All Joy U2 0.50 10 . 0 Returned Exiles ’- R2 2.00 
U ““0” Res“ 02 0-‘5 . 0 Elf-path 02 0.15 0 Land-drake c2 0.15 0 Rh0n Cl 0.15 
‘3 AdamantHelmel 02 0-15 ' 0  Emerald of Dorian. 02 0,50 0 Left Behind . 02 0.50 0 Riddling Talk 02 0.50 
D AgburanarAhunt U2 0-50 El Emerald of the Mariner 32' 3,00 0 Legendary Hoard R2 2.30 0 Rumor of Wealth _ U2 0.50 
U Agburana'at Home 93 0-80 Cl Enruned Shield u2 0,50 0 Lesser Spiders 02 0.15 0 Sand-drake 02 0.50 
B “Wile Folk U2 .0-50 6 , _ 0 Leucaruth Ahunt 02 0.50 0 Sated Beast 02 0.50 
D And Forth H3 Hastened ‘32 0-15 D Exile 0‘ SOMUde R3 1-00 0 Leucaruth at Home R3 1.50 0 Scabbard of Chalcedony' C2 0.15 
0 Arrows Shorn of Ebony U2 0.50 ' 0 Fast Asleep C2 0.15 [:1 Light-drake C2 0.15 is ' 

' 0.Bairanax R2 2.00 I El Fever OT Unrest " R3 1.00 I] Look More C|ose|y Later C1 0 1 5  D seal-ha R2 3 0 0  
0 Bairanax Ahunt U2 0.50 0 Flattera Foe C1 0.15 1:] Lore of the Ages 02 0.15 0 Scatha Ahunt - U2 0.50 
2 . - 0 Foolish Words. 02 0.15 n 0 Scatha at Home R3 1.50 
'3 Ba'lana" at H°me “3 °~3° ' 0 Forod . Cl 0.15 D Magical Harp U2 0.50 0 Scorba R2 3.00 
U BEIGQEGF Cl 0-20 - 1:] pram Framson 1:12 2.50 0 Many Foes He Fought C2 0.15 [l Scorba Ahunt » u2 050 
D Black Breath R2 3'30 - 0 Framsburg U2 0.50 U Many SOTTOWS Befall 32 2-00 0 Scorba at Home R3 1.50 
U Bounty 0f the Hoard C2 ,0-15 0 Frenzy of Madness R3 '100 0 Many Turns and Doublings 02 0.15 [:1 Sea Serpent c1 (115 
El BOW 0f Dragon-horn U2 0.50 - 7 El Map to Mltl'lI'll U2 0.50 E] Searching Eye C2 0.15 
0 Brand U2 0.50 . 0 From the Pits of Angband U2 0.50 l] Marsh-drake c2 Q15 0 Secret News 02 0.15 
0 BuhrWidu U2 0.50 0 Galdor U2 0.50 0 Marvels Told c2 015 ‘ is 
0 Burglary CZ 0.15 - 0 Gift of Comprehension 01 0.15 CI Master of Esgaroth C2 0_ 15 0 Shadow of Mordor R2 3.30 
.30 Carrion Birds 02 0.15 : 3 Gold Belt of L0rien U2 0.50 0 Master of Wood, Water, 3 gltin-rlmanfllilerl 33 ggg 

Gold Hill U2 0.50 or Hill C2 0.15 eep ess aice- . 
U Cave Worm C1. 0'15 ' 0 Gondmaeglom U2 0.50 ‘2 0 Smaug Ahunt U2 0.40 . 

. 0  Cloudless Day U2 0.50 0 Gothmog R2 200 0 Mathom Lore R2 3.50 [I Smaug at Home R3 1.80 
'3 Clam 02 0-‘5 0 Habergeon of Silver 02 0.15 '3 Memorlessmle" “2 1-50 I] Song oi the Lady R2 2.30 
D Cruel Caradhras U2 0.50 El Half an Eye Open Cl 0.15 E] Men of Dale U2 0.50 , I] Staff Asunder R2 250 
0 Daelomin Ahunt U2 0.50 a 0 Men of Lake-town U2 0.50 0 Star of High Hope U2 Q50 
0 Daelomin at Home R3 1.00 0 Harad C1 0.15 0 More Sense Than You 02 0.15 0 Stormcrow 02 0'20 
0 Dale U2 0.50 0 Helm of Her Secrecy R2 2.80 0 Morgul- -rats R3 1.50 
0 Deftness 01 Agility R3 1.00 0 Here, There, or Yonder U2 0.50 0 Necklace of Silver and 0 Subtlety of Guile R3 1.00 
0 Dire Wolves C2 0.15 0 Hey! come merry dol! CZ 0.15 Pearls C1 0.15 0 Tales of the Hunt CZ 0.15 

RARITY K E Y  C : Common U : Uncommon R : Rare  # : Cards with lower  n u m b e r s  are  rarer X : Fixed/standard in all d e c k s  

. ‘ ° Get checklists for 450 more CCGs just like this in the ,M» r‘~"~"~"v\r~\\ . It’s available from your game store in March 2003! . w 2003 Scrye coo Checklist a Price Guide! W Dr order it dlrect from (800) 258-0929! 



Carri name Rarity Place > Carri name Rarity Pita: Card name Rarity Pill: Card name Rarity Pia: 
I] Tharbad U2 0.50 ; D True Fire-drake C1 0.20 : El Were-worm R2 3.50 El Wizard Uncloaked U2 0.50 
El The Riddle Game R2 2.80 CI Twice-baked Cakes 01 0.15 1 El When I Know Anything C2 0.15 El Wizards's Staff U2 0.50 
El Thrain ll R2 2.50 CI Valiant Sword (:2 0.15 [I Wielded Twice 02 0.15 El Wolf-riders 02 0.15 
El Three Golden Hairs U2 0.50 CI Vanish in Sunlight! U2 0.50 El Wild Fell Beast R2 4.80 El Wondrous Maps c1 0.20 
El Thrér’s Map U2 0.50 CI Velocity of Haste R3 1.00 El Winds of Wrath R2 1.80 E] Worm’s Stench U2 0.50 
El Thunder’s Companion 02 0.15 El Warm Now Be Heart and El Winged Cold-drake U2 0.50 El Wormsbane R2 2.50 
D Times Are Evil U2 0.50 Limb 02 0.15 El Winged Fire-drake U2 0.50 - El Worn and Famished 02 0.15 
“ . El Washed and Refreshed C2 0.15 El Wit U2 0.50 E] Zarak 00m U2 0.50 III Trickery 02 0.15 19 20 
El True Cold-drake 01 0.20 CI Waybread U3 0.50 El Withered Lands 01 0.15 

O o o MrddIe-earfh 0 Dark Minions 
You will need Iron Crown Enterprises 0 Released November I996 r < 

_ 20 I80 cards in set 
”£33533; . IDENTIFIER: Faint rune at lower right, looks 

(1 glisniglt' ) like an angular ’B’ 
on I) p 0 Booster packs contain 15 cards; booster displays contain 36 boosters 

Set (180 cards) 110.00 B Feardszaliin: u "133V gag D Mcagd name Rage 2?; 
- oes a a . y reelous . 

Booger Display 30X 25'0“ El Folco Boffin U2 0.40 El Nameless Thing- U2 0.40 
3005“" Pack 2-50 El Forewarned ls Forearmed 02 0.15 El Necklace 0t Girion R2 2.00 
‘ Carri "3"“ Rarity ”'5 El Forgotten Scrolls 02 0.15 El Neither so Ancient Nor 
El Aiglos R2 300 El Fori the Beardless U2 0.40 so Potent ' U2 0.40 

- - - ‘ El Free to Choose 02 0.15 CI Never Seen Him 02 0.15 El An Article Missmg U2 0.40 7 El Nimloth C1 0 15 
El An Unexpected Outpost CZ 0.15 CI Gems 0f Arda R3 1.80 . , ‘ 
El Ari Unexpected Party R3 1.80 El Gergeli 01 0.15 a N0 Waitigg to Wonder 02 0.15 . 
El Anarin U2 0.40 a GM 01 0’15 D “0 Way orward ‘32 0-15 card name RarityPRlcE 
El Ancient Stair U2 0.40 g Gnaw with Words C2 015 ,, Noble Hound 02 0'15 E1 The Under-galleries R2 3.00 
3299"“ A0568 8: 313 El Golodhros R2 2.60 El Nobody’s Friend 02 0.15 E The Under-gates U2 0-50 

""0” - El Good Sense Revolts 02 0.15 El Noldo-lantern U2 0.40 - P AwaitiheAdventOfAllies U2 0-40 El Great Need or Purpose U2 050 El Om-buri—Om. U2 0.40 3123323333“ 3% 8:23 . 
El Aware of their Ways U2 040 El Great Secrets Buried There U2 0.40 El Ordered to Kill R3 1.30 CI The Under-vaults U2 050 
I] Baduila R2 300 Fl Hall Of Fire CZ 0.15 U Out Of the Black Sky R3 1.50 I] The Way is Shut uz Q40 
El Balance Between Powers R3 1.80 CI Haudh-in-Gwanflr U2 0.50 E Pale Dream-maker 2:2; 1'50 El The Windlord Found Me U2 0.40 
El Barrow-blade 02 0.15 g Healing Nimrod... C2 015 D @1023: am 0 Id R2 ggg E! To Get You Away . R3 1.30 
CI Bill Ferny C1 0.15 Cl Helms of "on U2 0.40 , , u ur ‘ El Tothe UttermostFoundationsUZ 0.40 
D Bring Our Curses Home R3 1.30 CI Herb-lore R3 130 El Ph'al otGaladrlel R2 2-30 El Token oi Goodwill R3 1.50 
D Bi‘ithrakaur the Green R2 2-50 El Here Is a Snake! 02 0.15 El Pierced by Many Wounds 02 0.15 9' Tribal Banner ‘32 0-‘5 
D Chance 0* Beino L081 U2 040 El Herion or 0.15 El Pon-ora-Pén U2 0.40 f: Tribal Totem R3 130 
P ChillDouser U2 0-50 Ei Hermit’s Hill U2 0.50 ‘ El Raisha U2 0.40 g Trolnpurse U2 0:40 
Ei Choice of Liithien R2 2.00 '3 “"1“?" We 01 0'15 '3 Rank 90°" Rank 02 0-15 El Twisted Tales U2 040 
El Crown ot Rowers c2 0.15 P “OW-'0” R3 1-30 g gggfi'i'lg'ghifiam g: gig Ei Two orThreeTribes Present c2 0.15 
El Cunning Foes 02 0.15 CI Horns Horns Horns 01 0.15 - El Umagaur the Pale R2 2.40 
El Cup of Farewell U2 0.40 El Hour 6f Need, 33 1.80 E gerogblidgmlcg rt' 82 3‘13 El Urlurtsu Nurn U2 0.50 
E] Dark Numbers . U2 0.40 CI Hundreds of Butterflies (:2 0.15 . e uc an '"a~ a "‘9 . D Vein otArda 01 0.15 
El Dasakfin CZ (“5 El lKnow Much about You 02 0.15 El Revealed to all Watchers R2 2.00 E] Waylaid, Wounded, and 
D Deallus . C1 0-15 ’ CI in Darkness Bind Them CZ 0.15 El Saw Further and Deeper 02 0.15 0rc-dragged U2 0-40 
El Doubled Vigilance 02 0-15 El In Great Wrath U2 0.40 El Scimitars oi Steel U2 0.40 E When V0“ Kn°w We 32 0-15 
{3 Dragon-helm R2 3-00 El In the Heart of his Realm R3 1.80 El Secret Ways c2 0.15 [3 Which Migte Lies 02 015 
El 0,6, C1 015 El lnner Cunning C2 0.15 El Seek wrthout Success 02 0.15 El Will not Come Down U2 (140 
El Drums U2 0.40 E1 "“0 Da'kTunne's - 01 0-15 Eggl‘lgflefgéegginenor 3; 313 BWisp of Pale Sheen Cl 0.15 
CI Durin's Bane R2 3.50 El Into the Smokin Cone R2 250 - Withdrawn to Mordor 01 0.15 
E] Dwarven Light-stone U2 0.40 [3 MC 0 U2 050 [a Shadfwn‘m “the Dark 3; 3% El Woffung Cl 0.15 
E] Earth-tremors U2 0.40 El Jfioma 02 040 El gmfis; "‘95 . his U2 0-40 El Wormtongue R2 3.00 
El Elerina R2 2.80 g Knowledge of the Enemy U3 0.40 ‘6 pe theBaliowumg - I] Wound of Long Burden 02 0.15 
'3 Elwe" U2 0-40 Ei Lear Brooch c2 0.15 Ei Spider ofthe Morial R2 3.00 ‘3 W'a'th'm'd “2 4-50 
El Endless Whispers U2 0.40 , [j Leamon c1 0.15 El Stirring Bones " 01 0.15 El YourWelcome ls Doubtful U2 0.40 
El EndurinoIales 02 0-15 El Like the Crash of El Sudden Fury C2 015 ‘ 

Battering-rams R3 1.90 El Si'irion 02 0.15 
D Eu" - C1 0'15 El Lindion the 0ronin 02 0.40 E1 Taladhan R2 3.30 Middle-earl" 0 El Exhalatlon of Decay 02 0.15 El . 2 4 El Th Bl kE , W h R3 150 El Eyes of Mandos R3 1.50 " Little Snuftler U 0. 0 D e ac nemys rat ' .4 5 ‘0' l 
D Eyes of the Shadow U2 0-40 El Lobelia SackvilleBaggins U2 0.50 D fiegwawfm"m"Y°"-3§ 358 ,‘ 
Cl Face out of Sight Ci 0.15 [I Long Dark Reach 33 150 D The e.m' eepsh R2 280 (ill! Sat 22.00 
D Faces °f "1° Dead 02 0'15 '3' L°5tT°m° ‘32 0-15 W e Gnmbuwm '~ The Wizards Starter Set 9 so U Fateolthe'thll-Stone R2 3-00 El Mallorn R2 . 2.50 El The Hunt R3 1.50 ' 
Cl fifteen BirdsinFlve Films RS 1-80 i:i Memories Recalled c2 0.15 D The Iron-deeps R2 250 Challenile Deck 6.80 
P Fireworks CZ 0-15 El Mistress Lobella ‘ U2 0.40 El The Moon Is Dead 02 0.15 The Balrog Display Box 94 00 
El Firiel R2 200 El Mlthril . R2 2.00 gThe P0kel-deeps 02 0.50 
CI First of the Order R3 130 El Mordor in Arms U2 0.40 The Reach of Ulmo U2 0.40 The Balrog Starter Deck 16.00 
El Flies and Spiders C1 015 E1 More Alert than Most 02 0.15 D The Sulfur-deeps R2 2.80 

El The Under-courts R2 3.00 
U : Uncommon R : Rare ti = Cards with lower numbers are rarer X : Fixed/standard in all decks 

Mrs r‘x"~*‘\*‘v\u . It’s available from your game store in March 2003! _ ' - 
0r order it direct from (800) 258-0929!" 

RAFl‘ITY KEV 

Get checklists for 450 more 0065 just like this in the 
2003 Scrye GOG Checklist a Price Guide! 

C : Common 

Card name Rarity Price Card name , Rarity Phil: Card name Rarity Pail: Card name Rarlty Prince 
t El Tharbad U2 0.50 QEI True Fire-drake C1 0.20 i III Were-worm R2 3.50 f El Wizard Uncloaked U2 0.50 
{ CI The Riddle Game R2 2.80 - El Twice-baked Cakes C1 015 1 El When I Know Anything CZ 0.15 - El Wizards’s Staff U2 0.50 
‘ III Thrain ll R2 2.50 E] Valiant Sword C2 0.15 III Wielded Twice CZ 0.15 E] Wolf-riders CZ 0.15 
, El Three Golden Hairs U2 0.50 I] Vanish in Sunlight! U2 0.50 El Wild Fell Beast ' R2 4.80 ' El Wondrous Maps 01 0.20 
' El Thrdr’s Map U2 0.50 y El Velocity of Haste R3 1.00 CI Winds of Wrath R2 1.80 D Worm’s Stench U2 0.50 . 
l D Thunder’s Companion CZ 0.15 _ El Warm Now Be Heart and , El Winged Cold-drake U2 0.50 [I] Wormsbane R2 2.50 
E El Times Are Evil U2 0.50 ; Limb CZ 0.15 E] Winged Fire-drake . U2 0.50 '- El Worn and Famished CZ 0.15 
Z ‘5 . ' El Washed and Refreshed CZ 0.15 E] Wit U2 0.50 E) Zarak Di‘lrn UZ 0.50 D Trickery CZ 0.15 19 20 

El True Cold-drake C1 0.20 E! Waybread U3 0.50 CI Withered Lands 01 0.15 

Middle-earth ' Dark Minions 
You will need Iron Crown Enterprises 0 Released November 1996 
.20“ 180 cards in set 

nine-poc e , . . page“, store 0 IDENTIFIER. Faint rune at lower right, looks 
“misuse. ) like an angular ’3’ 

0|! 9 II p 0 Booster packs contain 15 cards; booster displays contain 36 boosters 

Set (180 cards) 110.00 B FCardSLIaIIIn: N Baggy Isms D MCalgd name 8:20 gage; .. ‘eflutt—"nm; 
' oes a a . y reaous . ' ., p ‘ 

gooster B's?!“ Box 22'0“ El Folco Boffin U2 0.40 y El Nameless Thing- U2 0.40 .2121;QMIKLT';5177162.,11331‘71"... . 
DOSIBI' ac -5 El Forewarned ls Forearmed CZ 0.15 El Necklace of Girion R2 2.00 .. "4.12:?.‘11‘.‘,",:ff{:;;;j.,1;;";',.-;‘h‘;.’$1353."? ; - 

1 Card name Rarity PM El Forgotten Scrolls 02 0.15 CI Neither so Ancient Nor .1.....f,'.'.f:;.,‘.‘.“.117'itff’.‘...".§'“.'..'.’§.§§.ll'.'“ ‘ i 
El Aiglos R2 300 El Fori the Beardless U2 0.40 so Potent ' U2 0.40 inram-arrramwumaeea gr 
II] An Article Missing U2 0 40 I3 Free to Choose 02 0.15 CI Never Seen Him CZ 0.15 “‘“.If"..7.$12’.ff".’.’..“.:'.".’."'""“'“‘“’“"”‘Z}i‘u’." T 

' 7 El Nimloth c1 0.15 W , . E] An Unexpected Outpost C2 0.15 E] Gems of Arda R3 130 El No Waiting to Wonder 02 . 0 15 J . 

B figalgiraexpected Party 33 023 D Gergeli C1 0'15 I D No Way Forward 02 0.15 Card name Rarity Palce - El Gisulf C1 0.15 ' , 
El Ancient Stair U2 0.40 E] Gnaw with Words 02 0.15 E Noble Hound CZ 0-15 [I The Under-galleries R2 3.00 
ngmmnses 83 31(5) l'_'l Golodhros n2 2.60 El Nobody’s Friend c2 0.15 E] ”Wilder-gates U2 0-50 

_ , - El Good Sense Revolts CZ 0.15 El Noldo-lantern UZ 0.40 E] The Under— rottos U2 0.50 
'23 Await the Advent °fA"'es ”2 0-40 El Great Need or Purpose U2 0.50 El Dm-buri-Om U2 0.40 , III The Under-lgeas U2 0.50 - 
III Aware of their Ways U2 0 40 El Great Secrets Buried There U2 0.40 CI Ordered to Kill R3 1.30 CI The Under-vaults U2 0.50 
CI Baduila ' R2 3:00 3:] Hall Of Fire CZ 0.15 ‘ D Out Of the Black Sky R3 1.50 D The way is Shut U2 0.40 
E] Balance Between Powers R3 1.80 p D Haudh-in-Gwan0r U2 050 g Signageggiflake' 23 “(5) a The Windlord Found Me U2 0.40 e enlist“ 8i 3:: a .. i=2 a meme e e tannin/item...- 53 iii - El Helms of Iron UZ 0.40 - - ' . ' El Bring Our Curses Home R3 1.30 l] Herb-lore R3 130 El ”“5" 0’ Galadrlel “2 2'80 - El Token of GoodWlll R3 1.50 
D Buthrakaurthe Green ”2 2-50 , El Here lsaSnake! CZ 0.15 . D Pierced by Many Wounds CZ 0.15 ; El Tribal Banner C2 0-15 
D Chance Of Be'ng LOSt U2 0'40 _ E] Herion '61 0.15 E] FDR-OTa-PDR U2 0.40 D Tribal Totem _ R3 130 
P Chl'WOUSGT U2 050 D Hermit’s Hill U2 0.50 . El Raisha U2 0.40 , .3 T,0|.-pu,se U2 040 
El Choice of Ll’lthien n2 2.00 '3 HiddenKni‘e 0‘ 0-15 '3 Rankuponfiank 02 0-15 El Twisted Tales U2 0.40 
El Crown of Flowers c2 0.15 ' F ”WWW R3 130 B SegciilgighShTadOW g; 312 El Two orThreeTribes Present 02 0.15 83 iii m : aiiiiziiiiiii 3% 323 
El ogfkolvugrrm . U2 0.40 E fl°"3°‘d”°°fd3 n m- 23 3‘33 , D Re'UCiant Fina'ePamng ”2 0-40 El Vein oi Arda C1 0215 
El Dasakon C2 015 "n re 3° " e '95 ' , '3 Revea'ed *0 3" WatChe'S “2 2-00 El Wa laid Wounded and - ' El IKnow Much about You C2 0.15 . 15 y . . 
U Dea'lus , , . Ci 0-15 i i]  In Darkness Bind Them c2 0.15 CI Saw Further and Deeper 02 0.15 D UFO-dime“ U2 0'40 
El Doubled Vigilance CZ 0.15 E] In Great Wrath U2 0.40 y El Scimitars of Steel U2 (140 20 When You Know More C2 0.15 
[3 Dragon-helm “2 3-00 1E1 lnthe Heart of his Realm R3 1.80 E El Secret Ways 02 0.15 ,3 WhichMigm-Bwes 02 Q15 
El Drdr C1 015 ‘ El Inner Cunning CZ 0.15 CI Seek without Success CZ 0.15 CI Will not Come Down UZ Q40 El Drums U2 0.40 g] Into Dark Tunnels . C1 0.15 a Seized by Terror CZ 0.15 El Wisp of paIe Sheen C1 015 

' I . e . 

El Durin’s Bane R2 3.50 D Into the Smoking Cone 32 2.50 Sentinels 0‘ Numenor ”2 0-40 E] Withdrawn to Mordor Ct 0.15 
Strthtttliztm 3% 328 g a. U2 o-so Banning?“ ”3'“ 33 iii aligning". g; 333 

, ‘ - Jl‘loma - UZ 0.40 _ - ' - 
El Elerina R2 2.80 E] Knowledge of the Enemy U3 040 El Spellsofthe Barrow Wights ”2 0-40 E Wound of Long Burden 02 0.15 
D E'We" . U2 (’40 El Leaf Brooch c2 0.15 . El Spider of the Mbrlat '_ n2 3.00 D W'a'th'mrd “2 4-50 
I] Endless Whispers UZ 0.40 , El Leamon C1 015 El Stirring Bones C1 0.15 YourWelcome ls Doubtful U2 0.40 
g3 Endurin9.Ta|es 02 0-15 El Like the Crash of El Sudden Fury c2 0.15 — 

. Battering-rams R3 1.90 CI Sl’lrion CZ 0.15 ‘ 
332mm" (”Decay g; 3}: El Lindion the Dronln U2 0.40 _ El Taladhan n2 3.30 Middle-earl" o 
[:1 Eyes of Mandos R3 1'50 El Little Snuffler U2 0.40 CI The Black Enemy’s Wrath R3 1.50 e I 
E] E f h ' " . . . ' III The DwarvesAre upon YOU! UZ 0.40 Spec” 59“ yeso t eShadow - U2 0-40 El LobellaSackvnleBaggins U2 0.50 E, TheGeMeeps U2 050 , 
El Face out of Sight 01 0.15 CI Long Dark Reach R3 150 . El The Grimburgoth R2 280 Gift Set 22.00 

D Faces Of the Dead CZ 0'15 CI L09" Tome CZ 0-15 ‘7 " The Wizards Starter Set 9.80 '3 Fateofihelthll'smne R? 3-00 DMallorn 32 . 2.50 El The Hunt . R3 1.50 
B 21:89:; fklgds I" Five Hmees 33 Egg l:l Memories Recalled c2 0.15 Ci The lron-deeps n2 2.50 Challenne Deck 6-80 

- Cl Mistress Lobelia UZ 0.40 E] The Moon Is Dead CZ 0.15 - . f3 Fme, 32 200 El Mithril ' n2 2.00 , III The Pfikel-deeps U2 0.50 ~ Th“ 3am“ ”'39'" 3"" 94'0" 
E] First of the Order R3 1:30 CI Mordor in Arms UZ 0.40 E] The Reach of Ulmo UZ 0.40 The Balrog Starter Deck 16.00 
El H" d S 'd C1 015 El More Alert than Most CZ 0.15 III The Sulfur-deeps R2 2.80 "as a" p' 8's ' ‘2 III The Under-courts R2 3.00 

BAR/TY K E Y  C : Common U = Uncommon Ft : R a r e  # : Cards with lower  numbers  are rarer X : Fixed/standard in all decks 

Get checklists for 450 more CCGs just like this in the (Mrs r‘xr"~"\*‘v\.\\ . It’s available from your game store in March 2003! . . ' 
2003 Serve ECG Checklist 8- Price Guide! W Dr order it direct from (800) 258-0929!‘ - w 
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RAH/TY KEY 

Middle-ear"! 0 The Lidless Eye 
Iron Crown Enterprises - Released May 1997 

C : Common U : Uncommon R : Flare X : Fixedi’slandard in all decks 

i 
417 cards in set Y0“ w'" need 
0 IDENTIFIER: Faint rune at lower right, looks like a bent ’H’ "Ing’pzcm 
0 Starter decks contain 75 cards; starter displays contain 10 starters pages to store 
' Booster packs contain 15 cards; booster displays contain 36 boosters ($11.53;...) 

Card name Rarity Pin: Card name Rarlty PM: Card name Rarity Pill: 
I] Broad-Headed Spear C 0.15 CI Foul Trophies R 3.50 2° 
El Broin R 3.00 El Foul-Smelling Paste c 0.15 U Land'OYa' . _ R 3.50 

e‘lr‘ilfl‘i‘aii‘i'lt‘t'in 311;;n 3:3" 5I El BuhrWidu X 0.25 El Freeze the Flesh R 3.50 D ”513m“ 0‘ ”"90"“ R 3-00 
1.... El Burning Rick, Got. and Tree 0 0.70 El Geann a-Lisch C/X 0.15 U Law'ess M9" 0 0-15 

my 3”:t ” t .  El By the Ringwraith's Word 0 0.15 El Ghosts c 0.15 '3 Lat/05 . X 0-80 
El Calendal R 3.00 El Ghouls c 0.15 D L99 lt DOUIb'e 0W" R 3-00 
lI:i Call of Home 0 0.15 E] Giant c 0.15 a lifiiftiliggtlietrzngmar g gag 
El Cameth Brin U 0.70 5" Giant Spiders I C 0'15 El Lieutenant of Dol Guldur R 4.60 

Set (417 cards) 250.00 ECarambor R 3.00 gems as Given o1 Old 0 0.15 » 1] Lieutenant or Morgul R 4.30 
i | B x 2 . 0am Dum C/X 0.15 Gladden Fields 0 0.70 0 

Starter D §p ay 0 5 00 El Catch an Elusive Seem u 0.80 El Gleaming Gold Ring 0 0.15 '3 Lond Gale" U 0-80 
Booger Display Box 22'5“ Cl Cave Worm c 020 El Glitterin El L°”9 Winter C 0-15 . g Caves U 0.80 I _ 
Starter 090k 6.50 E] Cave-Drake c 0.15 D Gobel Mirlond u 0.70 E‘ LOSSada" Calm U 0'70 
Booster Pack 1,00 El Caves 0t UlurIid x 0.80 E] Goblin-Gate _ x 0.30 E tostsedag‘ 0:023 d 3 gig 

Card name Rarity pm El Chill Them With Fear R 6.00 - El Goblins otGoblin-Gate X 0.25 CI 05 !“ 0' er ”I s - 
w I . ‘ El Cirith Gorgor u 0.80 El Gold Chains in the Wind R 4.30 L081!" Free-00mm C 0-15 
El A Little Gold Ring 0 0.15 a . I E] GoldRiruthatSauion Fancies C 0.15 I] Lost l" Shadow-Lands C 0.15 
El A Malady Without Healing R 4.80 El Clrlth Ungol U 070 is . El Lost in Wilderness C 0.15 
El A Nice Place to Hide 0 0.15 gCiryaher N u U 0.50 EgondmaeglIlItm )é 3.0g 22El Luitprand x 0.25 
CI Adunaphel the Ringwraith X 0.40 comeBY ight PO" Them R 3'50 0nd0fla" angers . . 
El Adunaphel Unleashed R 3.50 CI Corpse-Candle C 0.15 ' El Gorbag X 0.25 3 t3: 3; fiégzggeflce g g}: 
El Agburanar Roused R 4.00 CI Covetqs Thoughts U 0.70 El Greed . C 0.15 El Lure 0 i the Senses 0 0-15 
|:| Akhorahll the Ringwraith x 0.40 El Crack in the WalI U 0 70 El Grey Mountain Goblins X 0.80 El Ma ic Rin 0t Delusion U 0.80 
D Akhorahil Unleashed R 3.40 El Crooked Promptings c 015 El Grishnakh X 0.25 CI Magic Ring of Eni ma U /X 0-50 
El All Thought Bent Upon it u 0.70 CI Dale X 080 El Gulla R 3.00 ~ [I M 9. R1 1F 9 W 0-50 
2 El Darkness Under Tree R 3.00 CI Hador U 0.70 . 39!“ mg 0 "'IY . 
El Ambusher c 0.15 9 El Halt-Trolls U 0.50 El Maggc Rgng of Gqe U/X 0.50 
El Amon Hen u 050 El Dead Marshes U 0.70 10 . : El Magic Ring of Lies U/X 0. 50 
El An Untimely Whisper U 0.70 g Deeper 323:0? g 3.3g 3 naugI-in-GIlINaniIir )l; :13 33 E Magic Ring of Savagery U/X 0 50 
Cl Arouse Defenders C 0.15 DESPairo t 9 earl ~ 99 955 WWW ~ . . 
i] Arouse Denrzens c 0.15 El Dimriii Dale u 0.70 El Hendolen R 2.30 B maglc 2500 0: $310145 3 3'38 
[I Aithadan Rangers u 0.70 I] Due Wolves C 0.15 CI Henneth Annun U 0.70 El Mag'fm'miIO eas C 0-15 
El Asternak x 025 E] DiverIsmn C 0.15 E! Heralded LIord U 0.70 E] Ma's f D” eI . X 000 
El Awaiting the Call u 0.70 El Dogrlb U 0.70 El Hermit’s Hill U 0.70 CI Me“ 0 orwfmlllfnd R 4. 50 
El Awaken Defenders c 0.15 E] Dol AmrothI R 4.00 El Hidden Ways 0 0.15 E] 95“"09' ° 0" 0r 
. . El Dol Guidur cm 0.15 13 Hide in Dark Places 0 0.30 Was MQWU' 00‘ 0-15 
El Awaken Denizens C 0.15 lo I III High Helm U 0. 50 El MlnIas Tirith X 0.80 
El Back to the Fray u 0.30 D Doors of Night c 0.15 a El Mlnlons Stir u 0.70 
El Bade to Rule c 0.15 E gorelas G bl T 3 3.58 g It”: Trolls : 3.38 III] Minor Ring 0 0.15 
[3 Ba End u 0.80 own own to 0 in- own .7 ’ i men . I '  I 
[I Bafighoth R 3 00 El Druadan Forest U 0. 80 _ El Hoarrnurath the Ringwraith X 0. 40 E] M'Sty Mountain Wargs U 0‘70 _ 
El Bandit Lair u 070 El Dunharrow U 0.80 E] Hoarmurath Unleashed R 4.00 D MorIgul-blade R 3'30 
[:1 Barad-Dur x 000 D Dunlending Spy U 080 El Hobgoblins C 0.15 B Moria . X "-80 
[ j Barrow-Downs x 0. 25 El Dunlendings R 3. 00 El Honey 0n the Tongue R 3.90 , Motionless Among the Slain R 3 50 
El Barrow-Wight u 0.70 E] Dt‘innish Clan-Hold U 0.70 CI Horse-Lords C 0.15, D Mount Doom U 030 
. El Dwar the Ringwraith x 0.40 Ei Horseman in the Night c 0.15 U MOUHIGfam U 070 
El Belegorn U 0.50 n El Huron C 0.15 , El Mount Gundabad x 080 
El Beorn's House U 0.70 El Dwar Unleashed R 4.00 n E] Muster Disperses C 0.15 
El Beornin0 Toll R 3.50 E] DwarvenRingofBarin'sTiibe R 3.00 [I I'll be at Your Heels ' c 0.15 El Muzgash X 0.00 
El Beornings R 300 El DwarvenRingofBavofsTribe R 3.00 E] I’ll Report You _ C 0.20 E a, 
El Binding-ring R 3.50 CI meangofDminsTnbe R 300 El Ice-ores R 330 E] m "3 g 33g 
El Bitter Cold 0 330 El DwarvenRingotDurin’sTribe R 3.00 El Inthe Name of Mordor u 0.70 El “"10 5m°d - 
El Black Mace u 0.70 CI DwarverIiRinoofDtsTribe R 300 El incite Defenders c 015 - I] mews MIUS‘GE‘TMW" é g-gg 
El Black Rain R 4.00 CI Easterlinii Camp X 080 El Incite Denizens c 0.15 I] News °I III°°gI‘I. n 3. 50 
El Black Rider . c 0.20 D Easterlinos X 080 El indur the Ringwraith x 0.40 CI “9i fieN‘I’m 6'3; 0 300 
5D BI Fl Edoras U 0-80 . El indur Unleashed n 4.00 ° ° 5 . . » 

ack Trolls U 0.70 I I] Iron Hill Dwarf-h old R 4 00 El No News of Our Riding R 3.50 
E] Black-Hide Shield c 015 l] Elt- lord Revealed in Wrath R 5.00 I, ' El Not Slay Needlessly U 0.70 
[3 Black-Mail Coat C 015 E] Elves Upon Erantry C 0.15 D Iron Road U 0.70 E] Nothing to Eat or Drink U 0.40 
El Blackbole R 3.00 El Ent in Search ofEntwives U 0.50 El lsengard U 0.70 v "I: N rni c C 020 
El Blazon 01 the Eye C 0.15 D Eradan U 0.50 I] Jemk X 025 El Nillmiiatgs amp U 0'70 
El Blow TurnedI C 0.15 El Etteanoors X 0.80 , El Khamul the Ringwraith X 0.40 1 El Odoacer X 0‘25 - 
El Blue Mountain Dwarf-hold R 4.00 I] Fell Rider C 0.15 ' I] Khamul Unleashed R 4.00 El Old Cache C 0'15 
‘3 30'“ Thrus‘ c “-15 D Fe" Winter I C 0-15 El Kill All But Notthe Halflings R 3.30 13 Old preiudrce n 4.00 
Fl Bree U 0.80 El Focus Palantir u 0.70 [3 Wm u 050 D 0m Tm" U 0.70 
E] Brigands c 0.15 E‘ F°°"s“ W°'ds C 0 ‘5 E! Lake-Town U 0.70 El 0ne Dear to You R 3.30 
El Bright Gold Ring U 0.70 [1 Forced March 0 015 '3 Land-Drake C 0.15 El 0rc Brawler c 0.15 

Get checklists for 450 more 0065 just like this in the The lists in the book are also divided into nines tor easier stor- 
2003 Serve (:06 Checklist & Price Guldel 

. . . “‘I.‘ ' x ‘ r \ ‘ r \ ‘ r \ ‘ , \ \ ’ \  . . " scmrE ‘ ~ age — and also have prices and set reviews! Check it out! 

no .. Middle-earth 0 The Lidless Eye ll & 
Iron Crown Enterprises Released May I997 
417 cards in set Y°” W'" "99d 
0 IDENTIFIER: Faint rune at lower right, looks like a bent ’H’ ningp7mket 
0 Starter decks contain 75 cards; starter displays contain 10 starters pages to store 
0 Booster packs contain 15 cards; booster displays contain 36 boosters this 881- 

, . (24 doubled up) 

_ Card name Rarity Piiice Card name Rarity Piiics Card name Rarity Pair: 
~ - , A , Cl Broad-Headed Spear C 0.15 7 El Foul Trophies R 3.50 2° 

Cm,..:',.;';:::t;“,",;:.':,f;:;::i":,:"‘ El Broin R 3.00 El Foul-Smelling Paste c 0.15 ' ‘3 Landa' , , R 3-50 
a3::Lizl‘glcslf)t:rl|;1l\l:lrl 'II;]:1l‘1;\‘ ‘12:?!" 1 : ]  Eur" Widu x 0.25 D Freeze the ”88“ R 3 5 0  D Last Chlld 0f UllgOllant R 3.00 

mm. ' 0 1:1 Burning Rick, Cot, and Tree 0 0.70 CI Geanna—Lisch cm 0.15 - '3 Law'essMe" C 0-15 
3:33;;'ggf;:,;vl—"~~'e W311", - [I By the Ringwraith’s Word 0 0.15 ; El Ghosts C 0.15 . D Layos , X 0'80 

El Calendal R 3.00 1:] Ghouls c 0.15 '3 L89 't Doqb'e 00'“ R 3-00 
1:1 Call oi Home 0 0.15 ~EI Giant c 0.15 . '3 L9sser30'ders C 0-15 
7 . . El Giant Spiders C 0.15 4 El Lieutenant of Angmar R 5.00 
CI Cameth Brin U 0.70 . 14 - _ El Lieutenant of Dol Guldur R 4.60 

Set (417 cards) 250.00 B Carambor R 3.00 3 Gifts as Given of Old C 0.15 - [3 Lieutenant of Morgul R 4.80 
' 2 _ Carn Dum C/X 0.15 Gladden Fields U 0.70 , 2‘ 

Starter Display Box 5 00 El Catch an Elusive Scent u 0.80 CI Gleaming Gold Ring 0 0.15 ‘ 13' Lond Gale" U 0-80 Booster Display Box 22.50 . . . . [:1 Long Wmte, c 0.15 El Cave Worm C 0.20 I] Glittering Caves U 0.80 . _ 
Starter 080k 5-50 El CavesDrake c 0.15 ' Ci Gobel Mirlond u 0.70 '3 Lossada" Calm U 0-70 
Booster Pack v 1,00 . El Caves 0f Ulund x 0.80 _EI Goblin-Gate x 0.80 . D L053?d300amp U 0-70 

Cardname Barium El Chill Them with Fear R 6.00 ~E| Goblins of Goblin-Gate x 0.25 g D LOSt!" Border-Lands C 0-15 
w ‘ . El CirithGorgor U 0.80 [I Gold Chains in the Wind R 4.30 3 D Lost!"Free'D°ma'"s C 0-15 
E] A Little Gold Ring C 0.15 ‘ 8 . . ‘ . El Gold RingthatSauronFanciiisC 0.15 , El Lost In Shadow-Lands C 0.15 

' El A Malady Without Healing R 4.80 D Clflth Ungol U 0.70 is . y El Lost in Wilderness C 0.15 
E] A Nice Place to Hide c 015. El Ciryaher Th 3 0.50 _ B gongmaegllgm )6 3.8g . 22D Luitprand X 0.25 
El Aduna hel the Rin wraith x 0.40 ComeByNioht Upon em 3.50 ,. on orian angers . j . 
El Adunaghel umeaeiged R 350 El Corpse-Candle C 0.15 ‘ El Gorbag X 0.25 f g Lure 0f Expedience C 0°15 
El AgburanarRoused R 4.00 ' El Covetous Thoughts U ‘ 0.70 . El Greed C 0.15 . El Lure 0’ Nature 0 0-15 
El Akhorahil the Ringwraith x 040 El Crack in the Wall U 0.70 El Grey Mountain Goblins X 0.80 A Lureof the Senses , C 0°15 
El Akhorahil Unleashed R 3_40 El Crooked Promptings C 0.15 CI Grishnakh X 0.25 D M39!“ R!”9 0‘ Deluswn U 0-30 
El All Thought Bent Upon It 0 0.70 : CI Dale X 0-80 Cl Gulla R .300 : D ”5‘9”!” “Emma U’X 0'50 
2 El Darkness Under Tree R 3.00 a El Hador U 0.70 , El M39!° R!“9 0‘ Fury “0‘ 0-50 
El Ambusher C- 0.15 9 ' g Half-Trolls U 050 . El Magic Ring ofGUile U/X 0.50 
El Amon Hen U 0.50 U Dead M33035 U 0-70 . is : El Magic Ring of Lies U/X 0.50 
El An Untimely Whisper 0 070 B BeeperSlftafioms rt 3 3.3g 1 E naugI-in-GFi‘ivanilir )R( $.38 E Magic Ring of Savagery U/X 0.50 
El Arouse Defenders C 0.15 espairo 8 ea - ' 90 938 every . - . . 
El Amuseoenizens c 0,15 El Dimrill Dale u 0.70 i] Hendolen R 2.30 j '3 M306 Rm 0* Shadows U 0-80 
E] Arthadan Rangers 0 070 El Dire Wolves C 0.15 - El Henneth Annun U 0.70 D Magic Ring 0fWeals U 0'30 
i3 Astemak x 025 El Diversion c 0.15 [:1 Heralded Lord 0 0.70 '3 MarSh'Drake, , C 0-15 
:1 Awaiting the Can 0 0,70 : Cl Dogrib u 0.70 D Hermit’s Hill 0 0.70 13 Me" O‘Dorwm'on X 0-80 
El Awaken Defenders c 015 El Dol Amroth R 4.00 , El Hidden Ways 0 0.15 g D MRSSBWGT 0‘ Mordor R 4-50 
a , El Dol Guldur' 01x 0.15 CI Hide in Dark Places u 0.80 '3 Mms MQVOU' 00‘ 0-15 
I3 Awaken Denizens C 0.15 10 . . [3 High Helm U 050 _ El Minas mm X 0.80 
El Back to the Fray U 0.80 D Doors of Night 0 0.15 w E] Minions Stir u 0.70 
I] Bade to Rule 0 015 B I[)iorelals; G bl T 3 3.33 . g :i“ Trolls 3 123.38 , El Minor Ring C 0.15 
E] Ba End 0 0,30 own own to 0 in- own . 7 i men . . , ,' . 
a Ballthoth R 3,00 - El Druadan Forest 0 0.80 : i:i Hoarmurath the Ringwraith x 0.40 ; '3 M'S‘Y Mounta'Wa'OS U 0-70_ 
[j Bandit Lair 0 0.70 CI Dunharrow U 0.80 I] Hoarmurath Unleashed R 4.00 f D MorguI-blade R 3-30 
1:] Barad-Dur x 030 El Dunlending Spy U 0.80 , El Hobgoblins C 0.15 ' D Mm!“ _ X 0-30 
[:1 Barrow-Downs x 025 El Dunlendings R 3.00 ' El Honey 0n the Tongue - R 3.90 , D Motionless Among the S'a'" R 3-50 
E] Barrow-Wight u 0.70 CI Du'nnish Clan-Hold U 0.70 CI Horse-Lords C 0.15; D Mount Doom U 0-80 
4 El Dwar the Ringwraith X 0.40 El Horseman in the Night 0 0.15 3 D Mount Gram U 0-70 
El Belegorn U 0.50 11 El Huron C 0.15 . El Mount Gundabad X 0.80 
CI Beorn’s House U 0.70 D Dwar Unleashed R 4.00 is y El Muster Disperses C 0.15 
CI seeming Toll R 3.50 I] DwarvenRingofBarin'sTribe R 3.00 , El ill be at Your Heels ‘ C 0.15 : El Muzgash X 0.80 
[I Beornings R 3.00 . El DwarvenRingofBavor’sTiibe R 3.00 . D l’ll Report You. 0 0.20 f. E , 
Cl Binding-ring R 350 El Dwarven RingotDruin’sTiibe R 3.00 ‘ l'_'l lce-orcs R 3.30 a. El ”a"? R 3-00 
El Bitter Cold R 330 El Dwarven RingofDurin’sTiibe R 3.00 " CI in the Name of Mordor 0 0.70 ? Nevudo Smod X 0'25 
El Black Mace u 0.70 D menRinoowaIin’sTnbe R 3.00 El incite Defenders c 0.15 r E News MUStGe‘Thmugh x 0-25 
[:1 Black Rain R 4.00 U Easterlino Camp X 080 .El lnciteDenizens c 0.15 . E News °§R1°°glf : ggg 
El Black Rider . C 0.20 El Easterlings X 0.80 ' (j lndur the Ringwraith X 0.40 -_ El ewso e ire . 
5 Fl Edoras U 0-30 ' El lndur Unleashed R 4.00 ? No More Nonsense R' 3'00 C] Black Trolls . U 0.70 : El Iron Hill Dwarf-hold R 4 00 . El No News of Our Riding R 3.50 
E] Black-Hide Shield c 015 ' l2] Elf-lord Revealed in Wrath R 5.00 ' ,9 - ' El Not Slay Needlessly U 0.70 
El Black-Mail Coat c 0.15 BEIves Upon Erantry C 0.15 i3 IronRoad u 0.70 - 2E] Nothing to Eat or Drink 0 0.40 
El Blackbole R 3.00 Ent in Search of Entwives U 0.50 D Isen ard U 070 r . _ 
El Blazon of the Eye 0 0.15 I: Eradan u 0.50 g Jerrfk x 025 y B “um!” Camp 5 333 
E] Blow Turned C 0.15 [I Ettenmoors X 0.80 , [j Khamul the Ringwraith X 0.40 - El 03322:: X 0'25 ' 
El Blue Mountain Dwarf-hold R 4.00 , El Fell Rider 0 0.15 ’ El Khamul Unleashed R 4.00 : El Old Cache C 0'15 
Cl Bold Thrust C 0.15 . [I Fell Winter C 0.15 i [:1 Kill All But Not the Halflings R 3.30 1 El Old Pre'udice R 4.00 

El Brigands c 0.15 E] F°°"S" “’0'“ C 0-‘5 El Lake-Town U 070 El One Dear to You R 3.30 
CI Bright Gold Ring U 070 El Forced March 0 0.15 D Land'Drake' C 0-15 El Orc Brawler C 0.15 

RARITY KEY C : Common U : Uncommon R : Rare X : Fixed/standard in all decks 

. ’ ' Get checklists for 450 more 0065 just like this in the 'a‘r“ ""“"““"‘\o\\ . The lists in the book are also divided into nines for easier stor- 
‘ m 2003 Scrye 00G Checklist & Price Guide! W age — and also have prices and set reviews! Check it out! 



Card name Rarity Pu: 
El Orc Captain W 0.50 
CI Orc Chieftain UIX 0.50 
CI Orc Ouarrels C 0.15 
CI Orc Sniffler C 0.15 
CI Orc Stealth U 0.70 
CI Orc Tracker CIX 0.15 
CI Orc Veteran CIX 0.15 
El Orc-Draughts C 0.15 
CI Ore-Liquor C 0.15 
a.I'_'l Ore-mounts R 3.30 
CI Ore-Raiders C 0.15 
CI Orc-Warband C 0.15 
CI Ore-Watch C 0.15 
El Orcs of Angmar U 0.50 
E] Ores ot Gorgoroth U 0.70 
D Orcs oi Gundabad X 0.80 
D Orcs ot Mirkwood X 0.25 
El Orcs of Moria X 0.80 
E! Ores oi the Ash Mountains U 0.70 

D Orcs of the Ephel Duath U 0.70 
El Orcs ot the Red Eye U 0.70 
D Orcs of the Udun U 0m 
Ci Ost-in-Edhil U 070 
El Ostisen X 025 
El Palantir ot Amon Sul R 330 
I] Palantir otAnndminas R 3.00 
E] Palantir oi Elostirion R 3.00 
E] Palantir of Mines Tlrith U 0.50 
E! Palantir ot Orthanc U 0.50 
El Palantirot Osgiliath R 3.00 
CI Paltry Ring C 0.15 
CI Pelargir U 0.70 
CI Perfect Gold Ring R 350 
El Pirates R see 
El Plague R- aoo 
III Plague of Wights U 070 
“El Poison R 3.00 
El Poisonous Despair U 0.70 
El Pon Opar X 025 
El Radgug U 050 
El Raider-Hold U 0.70 
[I Rats! U 0.70 
[:1 Ready to His Will R 41!) 
El Rebel-Talk C 015 
El Red Book of Westmarch U 0.50 
El Remnants of Old Robberies R 3.30 
E] Ren the Ringwraith X 0.50 

’ El Scatha Roused 

' El Scroll of lsildur 

Call name 
i 1:] Ben Unleashed , R 
El River 
El Ruined Signal Tower 
El Rumor of the One 
El Ruse 
El Sable Shield 
E] Sarn Goriwing 
El Saw-Toothed Blade 

El Scorba Roused 

E] Searching Eye' . 
El Secrets of Their Forging 
El Seize Prisoners 
CI Sellswords Between 

Characters 
El Shadow-Cloak 
«D Shagrat 
El Shamas 
El Shelob's Lair 
El Shrei-Kain 
El Shut Yer Mouth 
El Skies of Fire 
III Slayer 
El Smart and Secret 
[3 Smaug Roused 
El Smoke on the Wind 
El Snaga 
El Snaga-Hai 
El Sneakin’ 
El So You've Come Back 
El Some Secret Art of Flame 
El Something Has Slipped 
El Sons of Kings 
1:] Southron Oasis 
El Southrons 

E] Spying out the Land 
D Stabbed Him in His Sleep 
D Stay Her Appetite 
E] Stench of Murder 
E] Stinker 
D Stirring Bones 
El Stone Trolls 
El Stone-Circle 
El Strange Rations 
El Sudden can cxx 
El Swag U 
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Rarity PM: 
4.00 
0.15 
0.70 
3.50 
4.50 
0.70 
0.80 
0.15 
4.00 
4.00 
0.50 
0.1 5 
0.70 
0.1 5 

0.15 
0.80 
0.25 
3.00 
0.70 
0.80 
0.50 
0.1 5 

. 0.20 
0.15 
4.00 
3.50 
3.00 
0.15 
3.50 
0.70 
4.00 
3.30 
0.15 
0.80 
0.80 
3.00 
0.1 5 
3.40 
0.70 
0.70 
0.1 5 
0.50 
0.70 
0.1 5 
0.15 
0.70 

El The One Ring 

Middle-earth 0 Against the Shadow 
Y0“ WI" "Bed Iron Crown Enterprises 0 Released August 1997 

I70 cards In set 
nine-pocket 

pages to store 
this set. 

(10 doubled up) 

Set (170 cards) 70.00 
Booster Display Box 01.25 
Booster Pack 2.80 
‘ Card neme Rarity Pu: 

El A Lie in Your Eyes R2 1.70 
CI Above the Abyss 03 0.15 
E] Aiatar the Hunter R2 1.40 
C] All the Bells Ringing U3 0.50 
E! Alliance of Free Peoples R2 1.80 
D Alone and Unadvised 03 0.15 
El Ancient Black Axe R2 2.00 
CI Angmarim R2 2.50 
F] Angmarim R1 2.40 
D Asdraigs U2 0.50 
D Bairanax Roused R1 8.00 
El Biter and Beater! C2 0.15 

RAH/TY KEY C : Common 

0 IDENflFIER: Faint rune '<’ at lower right 

Card neme Rarity PM: 
El Black Horse C3 0.20 
CI Black Numenoreans U2 0.50 
CI Bow of the Galadhrim U2 0.50 
E] Burat (“Bert”) U2 0.70 
E! Cin'th Gorgor R2 1.80 
Fl Come at Need CZ 0.15 
E] Corsairs of Rh0n U2 0.50 
CI Creature of an Older Wort2 1.30 
E] Daelomin Roused R1 6.50 
E! Dancing Spire U2 0.70 
[:1 Dark Tryst - C3 0.15 
D Driven By a Madness U3 0.50 
El Drughu U3 0.50 
El Durin's Folk C3 0.15 
Fl DmvenR'nnlSTlite U2 0.50 

El marvenR’ngotuarsTriae U2 0.70 

{ m u ffin  

Card name Rarity Pm: 
gL'J Swarm otBats C 0.15 : 

E] Swift Strokes U 0.70 , 
D Tarcii R 3.00 
[3 Test of Fire 0 0.15 

4 El Tharbad U 0.80 
. El That Ain’t No Secret C 0.15 

CI That's Been Heard Before 
3. Tonight C 0.15 

CI The Border-Watch C 0.15 
- CI The iron Crown R 4.00 

CI The Least of Gold Rings C 0.15 
' CI The Lidless Eye R 15.00 

E! The Lonely Mountain X 0.80 
CI The Mithril-coat R 3.00 
E] The Mouth R 5.00 

. D The Names Among Them cm 0.15 
R 1500 ‘ “ 

El The Oracle’s Ring R 4.00 
E] The Reviled Ring R 4.00 
D The Ring Leaves Its Mark C 0.15 
D The Ring Will Have But 

One Master R 3.00 
' [II The Roving Eye R 4.00 

CI The Stones R 3.50 
CI The Warding Ring R 3.60 . 
CI .The Warg-king R 3.30 
El The Water's Tithe U 0.50 
CI The White Towers U 0.70 

. [II The Wind Throne X 0.80 
El The Witch-King X 0.50 
E! The Witch-king Unleashed R 4.30 

’ U The Worthy Hills R 3.50 
_ El They Ride Together R 4.00 
El Thing Stolen U 0.70 
CI Thranduil's Folk R 3.80 

. LII Thranduil's Halls X 0.80 
1 CI Threats R 4.50 
' El Threlin R 3.00 
: El Thrice Outnumbered U 0.70 

CI Thunder's Companion C 0.15 
El Tidings of Bold Spies C 0.15 

' El Tidings of Death R 3.30 
U Tldi'lgs 01 Doubtand Danger U 0.70 

‘ E] To Satisfy the Questioner C 0.15 . 
. “El Tritiing Ring C 0.15 : 

El Troll Lout C 0.15 
D Troll-Chief U/X 0.50 

" k (  (1):! i )  
S...“ \ . \ | \ ~ o  rm mum.. -  

. Booster packs contain 15 cards; booster displays contain 36 boosters 
Card name Rarity Piece 

El Dwarven Travelers C3 0.15 
El Eagles' Eyrie U2 0.70 
CI Earcaraxe Roused R1 8.00 
1] Early Harvest 02 0.15 
CI Edhellond R2 2.00 
CI Enchanted Stream 03 0.15 
CI Enchantments ot 

Surpassing Excellence C3 0.15 
Fl Eye Never Sleeping U3 0.50 
El Faithless Steward R2 1.80 
E] Far Below the Deepest - 

Delvings U3 0.50 
D Farmer Maggot R1 4.00 
El Fealty Under Trial 02 0.15 
CI FEAR! FIRE! FOES! 03 0.15 
El Framsburg R2 1.80 
CI Full of Froth and Rage C2 0.15 

Dn-mvn Kl\\- m lnlmll s lmzv 

Card name 
E] Galadhrim C2 
[:1 Gandalt the Wanderer R2 

. El Geann a-Lisch U2 
El Gobel Mirtond U2 
El Goblin Earth-plumb C2 
El Gold Hill U2 

Cent name Reilly I’ll: 
El Tros Hesnef U 0.50 
E! True Fire-Drake C 0.15 
E! Twilight C 0.15 
El Two-headed Troll R 3.00 

: El Uchel U 0.70 
CI Ufthak R 3.00 
El Ulkaur the Tongueless R 3.00 

: El Umbarean Corsairs U 0.50 
' El Under His Blow C 0.15 
: El Ungol-Orcs U 0.70 

D Urlurtsu Num R 4.00 
CI Uruk-hai R 3.00 
El Uruk-Iieutenant R 3.80 
E! Uvatha the Ringwraith X 0.40 

' D Uvatha Unleashed R 3.50 
CI Vale of Erech X 0.80 
E! Variag Camp X 0.80 
D Variags of Khand X 0.80 
El Veils Flung Away U 0.70 
El Veils of Shadow R 3.60 
CI Voices of Malice C 0.15 
El Waiting Shadow R 3.80 

. El Wake of War C 0.15 
CI Wandering Elder R 3. 50 
“El War-Warg C 0.15 
E] War-Wolf C 0.15 
CI Wargs C 0.15 
E! Wargs of the Forochel R 3.00 
CI Watcher in the Water U 0.70 
D We Have Come to Kill R 3.30 
CI Weariness of the Heart 0 0.15 
E] Webs 01 Fear and Treachery R 3.30 
CI Weigh All Things to a Nicely C 0.15 
‘“CI Where There's a Whip R 3.50 

' CIWhiletheYellomesmps R 4.00 
D Whip U 0.70 
E] White Mountain Wolves R 3.00 
CI Wild Trolls C 0.15 
El Wisdom to Wield U 0.70 
CI Woodmen X 0.25 
III Woodmen-Town X 0.25 
E! Words of Marine alld Deceit R 3. 00 
El Wose Passage-Hold U 0. 70 
El Woses of the Eryn Vorn R 3.00 
El Wrath of the West U 0. 70 
El Zarak Dum X 0. 80 

Get checldists for 450 more CCGs just like this in the 
. . 20038ayeCCGChecldiet8PrleeGulde! 

A r \ \ f \ \ ' \ \ * \ \ r \  ’3‘: : : r E  V \ \  .. It’s available from your game store in March 2003! ‘ ‘ 
0r order it direct from (800) 258-0929! - w 

Card name Rarity HI! . Card name Rarity Pm: Card name Rarity Place Card name Rarity Pm: 
El Orc Captain UIX 0.50 L El Ren Unleashed . R 4.00 E] Swarm of Bats C 0.15 5 El Tros Hesnet U 0.50 
”D 0 Ch' fta' U/X 050 . El River C 0.15 3 El Swift Strokes U 0.70 ; El True Fire-Drake C 0.15 
D 0'60 '9 l'" 0 0-15 El Ruined Signal Tower u 0.70 2 El Tamil R 3.00 : El Twilight c 0.15 
D 0'0 Sufi?“ 0 0-15 El Rumor of the One R 3.50 1 El Test oi Fire 0 0.15 ; El Two-headed Troll R 3.00 
D 0'“ st] '3: u 070 El Ruse R 4.50 ; El Tharbad u 0.30 l3 Uchel u 0.70 
D O'CTeak c/x 0-15 El Sable Shield 0 0.70 : EI That Ain’t No Secret 0 0.15 . I] Ufthak R 3.00 
D o'cv'ac 9' crx 0-1 . El Sarn Goriwing x 0.30 . El That's Been Heard Before 5 El Ulkaur the Tongueless R 3.00 

'° elem" . 5 gE] Saw-Toothed Blade 0 0.15 Tonight 0 0.15 i ‘3 . ~ El Orc-Draughts C 0.15 : as 33 . E] Umbarean Corsalrs U 0.50 
El Orc-Liquor C 0.15 j I] Scatha Roused R 4.00 CI The Border-Watch C 0.15 E [1 Under His Blow C 0.15 
CI Ore-mounts R 3.30 ' El Scorba Roused R 4.00 . E] The Iron Crown R 4.00 E El Ungol-Orcs U 0.70 
”U 0 R 'd C 015 f El Scroll oi lsildur U 0.50 CI The Least of Gold Rings C 0.15 ' Cl Urlurtsu Num R 4.00 
D Ore-WalrlSrSd 0 0-15 El Searching Eye' , c 0.15 CI The Lidless Eye 3 15.00 ; El Uruk-hai R 3.00 
CI Orc:wat E" C 0'1 5 E] Secrets of Their Forging U 0.70 3 El The Lonely Mountain X 0.80 -: El Uruk-lieutenant R 3.80 
CI Om :2 U 0‘50 . El Seize Prisoners C 0.15 ' CI The MithriI-coat R 3.00 3 El Uvatha the Ringwraith X 0.40 
D 0'°S°f Gngma'm u 0.70 El Sellswords Between El The Mouth R 5.00 ; El Uvatha Unleashed R 3.50 
U oms°m°rgl°f d x 030 Characters 0 0.15 E] The Names Among Them cm 0.15 . El Vale of Erech x 0.30 “73° 9" a a - D Shadow-Cloak u 0.30 El The One Ring R 15.00 : “ . El Orcs of ekwood X 025 I] Shagrat X 025 39 . El Variag Camp X 0.80 
E] Orcs of Moria X 0.80 34 ' ' E] The Oracle’s Ring R 4.00 3 El Variags 0t Khand X 0.80 
CI Orcs of the Ash Mountains U 0.70 El Shamas R 3.00 CI The Reviled Ring R 4.00 ; El Veils Flung Away U 0.70 
E] 0 fth E h lDualh U 070 El Shelob's Lair U 0.70 El The Ring Leaves Its Mark C 0.15 j Cl Veils of Shadow R 3.60 
D 0'0““: deE u 070 El Shrel-Kain x 0.30 El The Ring Will Have But , El Voices of Malice c 0.15 
CI arcs of the U0 ye U 080 El Shut Yer Mouth U 0.50 One Master R 3.00 . El Waiting Shadow R 3.80 
D or? {Edgy "" u 0.70 El Skies of Fire c 0.15 ' 0  The Roving Eye n 4.00 . El Wake of War 0 0.15 
D 033'" ' x 0-25 El Slayer c . 0.20 - D The Stones R 3.50 . El Wandering Eldar R 3.50 
D Psl'sil‘ f A s I H 330 El Smart and Secret 0 0.15 , E1 The Warding Ring R 3.30 ; El War-Warg c 0.15 
E] P2020: nnmnctirtnirli‘as n 300 D smug mused - R 4'00 Em" wa'g'kin" R 3'30 5 El War-Wolf c 015 El Palantirof Elostirion R an) El Smoke on the Wind R 3.50 . El The Water’s Tithe U 0.50 . El Wargs C 0.15 
El Palantir of Minas With U 0.50 CI Snaga R 3.00 El The White Towers U 0.70 El WargS of the Forochel R 3.00 
E] P I t' fOrth U 050 El Snaga-Hal C 0.15 ; CI The Wind Throne X 0.80 El Watcher in the Water U 0.70 
D Palantlmfo 13."; n 300 El Sneakin’ R 3.50 _ El The Witch-King x 0.50 y El We Have Come to kill R 3.30 
U Pal?" '39 59"“ 0 0-15 El So You’ve Come Back 0 0.70 ‘ El The Witch-king Unleashed R 4.30 . El Weariness of the Heart 0 0.15 
D Pal ’51 "'0 u 070 El Some Secret Art of Flame R 4.00 E The Worthy Hills R 3.50 El WehsoireerandTrmhery R 3.30 
D {3'n M R n 350 El Something Has Slipped R 3.30 2 E] They Ride Together R 4.00 ' El Weigh All Thingstoalllioety c 0.15 
D mfes ° "‘9 n 300 EgonshofKiggs g 303 : gaingdsmlen: Ik g 033 _ El Where There'saWhip R 3.50 

° out ron asis . . ran ui's o . ~ . 
U ”39 "e . _ 9' 3.00 El Southrons x 0.30 . EI Thranduil’s Halls x 0.30 . D Whlefl‘eve'bwmm R 40° El Plague of Wights U 070 as - 41 El Whip U 0.70 

, Cl Poison R 3.00 El Spying out the Land R 3.00 ; El Threats R 4.50 CI White Mountain Wolves R 3.00 
E P . D . U 070 El Stabbed Him in His Sleep 0 0.15 ? El Threlin R 3.00 CI Wild Trolls C 0.15 
D P0'3%"°“3 939“" x 0°25 El Stay Her Appetite R 3.40 s D Thrice outnumbered u 0.70 El Wisdom to Wield * u 0.70 
El R03 par U 0 50 El Stench of Mordor U 0.70 El Thunder’s Companion C 0.15 t El Woodmen X 0.25 
El Ra'dgugH ld U 070 CI Stinker U 0.70 1 El Tidings of Bold Spies C 0.15 CI Woodmen-Town X 0.25 
E R3" ‘5" ° u “-70 El Stirring Bones 0 0.15 ; El Tidings of Death R 3.30 . El WordsoiMenaceandoeceit R 3.00 
CI ats. . . El Stone Trolls U 0.50 ' El TidingsofDoubtand Dmger U 0.70 E El Wose Passage-Hold U 0. 70 

Ready t° ”'3 w'" R “n El Stone-Circle U 0.70 ‘ El To Satisfy the Ouestioner C 0.15 .- ‘7 El Rebel-Talk C 0.15 CI Strange Rations C 015 , E] Trifling Ring C 015 ; El Woses of the Eryn Vom R 3.00 
El Red Book of Westmarch U 050 31 , ' g 42 ' f El Wrath of the West U 0.70 
E] Remnants of Old Robberies R 3.30 CI Sudden Call CIX 0.15 El Troll Lout C 0.15 El Zarak Dum X 0.80 
El Ren the Ringwraith X 050 El Swag U 0.70 D Troll Chief U/X 0.50 

‘ Middle-earth 0 Against the Shadow 
Y0" W'" "890 Iron Crown Enterprises 0 Released August 1997 k 

t l i i l i i  t i l l  ‘ p t u l  l l )  _ I70 cards in set 
nine. ockat . . M.” \ \ l \  l l lli  \ l l \ l ‘ :  Damage... . remnant: Faint rune '<' at lower right __.___ 
(1020?:bslgltup) 0 Booster packs contain 15 cards; booster displays contain 36 boosters 

Card name Rarity I’ll! Card name Rarity Piece 
Set (170 cards) 70'0” El Black Horse C3 0.20 CI Dwarven Travelers C3 0.15 
Booster Display Box 51.25 3 Black Numenoreans U2 0.50 3 Eagles’ Eyrie U2 0.70 . . .  . 

BOW 0f the Galadhrim U2 0.50 Earcaraxé Roused R1 8.00 ""9" ’ "m "mm" “:1"l “m" 
B°°§§3'nf.:§" ".nfl' El Burat (“Bert”) 02 0.70 EI Early Harvest 02 0.15 
1 U l t th  GOI’QOI’ R2 1.80 D Edhellond R2 2.00 )‘llll’ pla) du't Milieu \ mt discard pile to: 

U A Lie in Your Eyes 02 1.70 El Come at Need C2 0.15 CI Enchanted Stream CB 0.15 $1..."f§.h“.33‘1e.m “fight“ “m 
[I Above the Abyss C3 0.15 3 , E] Enchantments of , mes”? § aicmimochcct 
'3 Alatar the Hunter 02 1.40 D 00'5“” 0f Rh0n U2 0'50 Surpassing Excellence C3 0.15 r’ i ‘" D All the Bells Ringing ”3 050 D Creature of an Older WorldR2 1.30 E] Eye Never Sleeping U3 0.50 
CI Alliance of Free Peoples R2 1.80 D Daelomln “9'15“ R1 6-50 ' 5 , , 
El Alone and Unadvised CS 0.15 El Dancmg Spire U2 0.70 7 El Faithless Steward R2 1.80 Card name Rarity Piece 
[3 Ancient Black Axe 32 2.00 E] Dark Tryst - C3 0.15 El Far Below the Deepest ' E] Galadhrim C2 0.15 
El Angmarim 32 2.50 g griverr'l ByaMadness H: 3.23 . El Il:)elvings|;m g? 2.33 g L] Gandalf the Wanderer R2 1.00 

- rug u . armer aggot . , . P Anomanm R1 2'40 El Durin’s Folk 03 0.15 El Fealty Under Trial 02 0.15 - '3 Gm“ “3°" ”2 070 
El Asdraios U2 0.50 El MmR'ngotThelorSTriie u2 0. 50 El FEAR! FIRE! FOES! 03 0.15 '3 90W ”“0"" ”2 070 
D Bairanax Roused R1 8 m  4 _ . D Framsburg R2 1.80 D GObIlnEarth-plumb 62 0.15 

RAH/TY K E Y  C : Common U : Uncommon R : Rare  # : Cards with lower numbers  are  rarer X : Fixed/standard in all decks  

A r ‘ x f ‘ \ * \ \ * \ \ o \  ‘ 0 6 I o <‘ saw “a O . 

Get checklists for 450 more CCGs just like this in the 
. — 2003 Serye CCG Checklist 8. Price Guide! 

It’s available from your game store in March 2003! 
Or order it direct from (800) 258-0929! 



Card name Rarity Piece 
. El Great Bats 03 0.15 

D Great Lord otGoin—gate R2 1.30 
CI Grey Havens R2 1.70 
CI Hail of Darts R2 1.70 
I] Haradrim R2 130 
El Haradrim U2 0.70 
El Helm of Fear U2 0.50 
El Himring U2 0.70 
III Hoard Well-searched 02 0.15 
D Hold Rebuilt and Repaired 02 0.15 
III Hounds otSauron R2 1.30 
III Irerock U2 0.70 
CI Iron Shield of Old 02 0.15 
P Isle of the Ulond U2 0.70 
El Isles of the Dead that Live U2 0.70 
III ltangast Roused R1 8.00 
EI‘Ithil-stone R1 7.00 
El Jewel of Beleriand 02 0.15 
El Join With That Power 03 0.15 
CI Knights of the Prince R2 1.60 
U Lady of the Golden Wood R2 2.00 
III Legendary Stair C2 0.15 
I] Leucaruth Roused R1 9. 00 
III Lord of the Carrock R2 2.00 
III Lord of the Haven R2 1.30 
CI Lorien R2 1.80 
D Master of the House R2 1.60 
CI Mauhur R2 1.00 
El Mionid U2 0. 50 
El Morgul-orcs R2 1. 50 
El Mount Slain R2 1. 70 

CANDALF 

My. (‘21. u~< w. 
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' . chateau: and hem allies in crash worth 
Ito. point; Gambit my lap to 

' . ring In In: gammy 
wI-Ie-xnnlwnbhr.‘:llflflh : 1  a—hn «ponder-mu 

Set (122 cards) 70.00 
Booster Display Box 61.25 
Booster Pack 2.80 
‘ Card name Rarity Piece 

El A Merrier World C3 0.20 
I] A New Ringlord .R3 2.50 
CI A Panoply of Wings 03 0.15 
CI AStrident Spawn U3 0.50 
El Alatar 04 0.15 
CI An Untimely Brood C3 0.20 
CI Arcane School R3 2.00 
CI Await the Onset R2 3.50 
Fl Bad Company C3 0.20 
CI Beasts of the Wood C3 0.15 
III Blasting Fire 04 0.15 
CI Blind to All Else 03 0.20 
III Blind to the West C4 0.15 
CI Bow of Alatar R2 3.00 
CI Cast from the Order R2 3.50 
CI Chambers in the Royal 

- Court U3 0.50 
CI Counterfeit R3 2.00 
Fl Crept Along Cleverly 04 0.15 

1.00 CI Cruel Claw Perceived R3 

Get checktists for 450 more 0065 just like this in the 
2003 Scrye CCG Checklist a Price Guide! 

Rarity. Pm: Card name 
El Near to Hear a Whisper R2 1.70 
CI Necklace of Girion R2 2.00 
CI No Strangers at this Tune C3 0.15 
CI Nuriags 2 0.70 
E! Nurniag Camp U2 0.70 
CI Nurniags R1 3.00 
CI Old Forest U2 0.70 
III Old Treasure 02 0.15 
III One Fee to Breed a War R2 1.50 
P Ore-mail R2 1.80 

I] Orcs otDol Guldur R2 1.30 
El Orders from Lugb0rz U3 0.50 

' El Our Own Wolves R2 1.50 
El Ovir Hollow U2 0.70 
E! Padding Feet R2 1.70 
III Pallando the Soul—keeper R2 2.00 
I] Perchen U2 0.50 
CI Petty-dwarves R2 1.50 
E] Petty-dwarves R2 1.40 
I] Filter Anything Unwatched 02 0.70 
III Power Againstthe Shadow C3 0.15 , 
III Power Built by Waiting 03 0.15 
I] PowerstooDarkandTenibIe R2 1.30 
III Radagast the Tamer R2 1.70 
CI Raider-hold U2 0.70 
CI Records Unread 02 0.15 
III Regiment of Black Crows ca 0.15 
El Returned Beyonl Hope 02 0.15 

CI Rhosgobel R2 1.50 
CI Ride Against the Enemy 03 0.15 

i Barfly?“ Card name Rarity Pm: Cant name 
El Riven Gate R2 1.80 ; E! The Under-teas U2 0.70 
D Rivendell R2 1.50 E III The Under-roads 02 015 

CI Sack Over the Head U3 0. 50 D The Under-vaults U2 0 70 
- III Safe from the Shadow 02 0.15 ; CI The White Mountains 
E Saruman the Wise ‘ R2 1.80 - "  Cavem-ways 02 0.15 

Secret Book CZ 0.15 = ' 
1 CI The Worthy Hills U2 0.70 LII Short Legs are Slow U3 0.50 : El Thong of Fire R2 1.60 

I] Slip Treacherously 03 0.15 CI Thrall-ring R2 1.30 
III Spies Feared R2 1.70 : III Thror's Map 02 0.50 
E] Steeds R2 1.50 CI Tokens to Show 02 0.15 
CI Steward’s Guard 02 0.15 : El Toltalas - U2 0.70 
III Stout Men of Condor 03 0.15 : El Tower Raided R2 1.70 
El Summonsfrom Long Sleep 02 0.15 . El Treason the Greatest Foe R2 1.50 
g The Ash Mountain Deeps 02 0.15 . El Tribute Gamered C2 0.15 

The Balrog R2 2.10 i . 
_ . III Trolls from the MountaIns ca 0.15 . El The Dark Power 03 0.50 III Truth—ring R2 130 
CI The Gem-deeps R2 1.70 ' El Trouble on All Borders C2 0.15 
El The Great Eye R2 1.70 1 El Tuma (“Tom" ) U2 0.50 
III The Iron-deeps U2 0.70 - CI Turning Hope Into Despair 03 0.15 
CI TheMisty Mountain Deeps 02 0.15 , III Unhappy Blows R 2 1 6 0  
CI The Mountains of ; III Use Your Legs R2 1 .70 

Shadow Deeps 02 0.15 ' El Usriev of Treachery C3 0.15 
E The PukeI-deeps R2 2.00 . El Wain-easterlings U2 0. 50 

The Sultur—dee s 02 0.70 : . . III The Sun Unveiied ca 0.15 Ewa'qhefiter'mtis 33 gig ea e on . L] The Tormented Earth U3 0.50 ‘ El Well-preserv ed U3 050 
III The Undeeps of Anduin 02 0.15 CI Wellinghall U2 0.70 
III The Under-courts U2 0.70 . El Will Shaken R2 1.40 

‘ D The Under-galleries U2 0.70 CI momentum R2 1 50 
I] The Under-gates U2 0.70 El Woses oi the Eryn Vorn 02 0 50 
D The Under-grottos U2 0.70 III Wuluag ("William”) U2 0. 50 

Middle-ear"! 0 The White Hand & 
Iron Crown Enterprises 0 Released November I997 
122 cards in set 
- IDENTIFIER: Faint rune at lower right, looks like upside-down ’Y’ 
0 Booster packs contain 12 cards; booster displays contain 36 boosters 

Card name Rarity Pal: 
I] Deep Mines C3 0.15 
III Delver's Harvest U3 0.50 
1:] Doeth (Durthak) R2 3.00 
E] Double-dealing 04 0.15 
D Earth-eater R3 2.00 
III Echoes of the Song c4 0.15 
III Euog (Ulzog) R2 3.00 
III Flotsam and Jetsam R3 1.80 
CI Fool’s Bane U3~ 0.50 
III Fortress of the Towers U3 0.50 
CI Foul Tooth Unsheathed 03 0.20 
CI Friend of Secret Things U3 0.50 
CI Gandalt C4 0.15 
III Gandalt’s Friend U3 0.50 
El Gatherer oi Loyalties C3 0.20 
E] Girdle of Radagast R2 4.00 
El Give Welcome to the 
s Unexpected R2 2.50 

CI Glove of Radagast R2 3.00 
III Gnawed Ways R3 2.00 
CI Goblin-laces R3 2.00 
CI Govern the Storms R3 2.00 
CI Great Patron C3 0.20 
CI Great Ruse 03 0.50 
El Greater Halt-ores R3 2.00 
[I Grey Embassy 03 0. 50 
F] Guarded Haven U3 0. 50 

III Halt-arcs U3 0.50 
CI Heart Grown Cold U3 0.50 
El Hidden Haven C4 0.15 
CI Huntsman’s Garb 03 0.50 
CI Ill-favoured Fellow ' 03 0.20 
I] In the Grip of Ambition 03 0.20 
E] Inner R01 R3 2.00 
CI Ire of the East C4 0.15 
III Isengard 03 0.15 

Youwill need 
14 

nine—pocket 
9890810310" 

mm 
1 7 l  

Card name Rarity PM: Card name Rarity PM! 
7 El Join the Hunt U3 0.50 . Eggmgggmm 33 £23 

. El Keys ofOrthanc R2 3.00 f 
El Keys to the White Towers R2 3.00 . III Shameful Deeds U3 0.50 
III Legacy otSmiths C3 0.20 III Shifter oi Hues R3 2.00 
III Liquid FIre R3 2.00 CI Sly Southerner 03 0.15 
III Longing forthe West U3 0.50 III Soiourn in Shadows R3 2.00 
El Lugdush U3 0.50 . III Something Else at Work R3 2.00 
III Man of Skill U3 0.50 : El Spells Born of Discord U3 0.50 

; Fl Many-coloured Robes U3 0.50 i E Squint-eyettll Blrlute 83 3.5 
_ quire o t e unt . 

» ‘3 Masm’" R3 2-00 ; El Stave 01 Pallando R2 3.00 
III Master of Shapes U3 0.50 § 12 . 
El Mechanical Bow 04 0.15 : CI The Black Council R3 2.00 
CI Mischief in a Mean Way R3 2.00 g E] The Fiery Blade R3 2.00 
CI Nature's Revenge R3 2.00 III The Forge-master 03 0.50 
III Never Refuse U3 0.50 4 CI The Fortress otlsen 03 0.50 
CI Noble Steed 04 0.15 III The Great Hunt . R2 4.00 
III Open to the Summons 03 0.50 l III The Grey Hat U3 0.50 
III Orome's Warders R2 3.00 a The White Council R3 2.00 
9 The White Hand R2 4.00 D Pallando 04 0.15 ‘ - * . 
El Pallando’s Apprentice 03 0.50 3 El The Whrte Towers C4 0'15 
III Pallando's Hood U3 0.50 . El The White Wizard ‘R2 3.60 
I] Piercing All Shadows 03 0.50 f El Thrall ofthe Voice C4 0.15 
E] Plotting Ruin 03 0.20 . El Truths of Doom - U3 0.50 
III Pocketed Robes U3 0.50 CI Ugloek R2 2.50 
D Poison of his Voice U3 0.50 I] Vile Fumes U4 0.25 
CI Power Relinquished to III War forges U3 0.50 

Artifice R3 2.00 III White Light Broken U3 0.50 
IEI Promptings of Wisdom U3 0.50 CI Whole Villages Roused R3 2.00 ‘ . 
III Prophet of Doom R2 3.50 El W'Id Horses R3 2'00 
El Radagast C4 0.15 El Wild Hounds U3 0.50 
[I Radagast’s Black Bird 03 0.50 El MII You Not Come Down? U3 0.50 
I] Rhosgobel C3 0.15 D Winged Change-master R3 2.00 
‘EI Ring of Fire R2 3.50 I] Wizard’s Myrmidon 03 0.20 
CI Rolled down to the Sea R2 3.50 [I Wizard's Trove R3 2.00 
III Saruman 04 0.15 

The lists in the book are also divided into nines for easier stor- 
age — and also have prices and set reviews! Check it out! 
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- Card name Rarity Pm: 
. El Great Bats ~ C3 0.15 

E] Great Lord of Goblin-gate R2 1.30 
El Grey Havens R2 1.70 
E] Hail of Darts RZ 1.70 
I73 Haradrim R2 1.30 

El Haradrim U2 0.70 
El Helm of Fear U2 0.50 
El Himring U2 0.70 
E] Hoard Well-searched C2 0.15 
El Hold Rebuilt and Repaired CZ 0.15 
D Hounds of Sauron R2 1.30 
El lrerock U2 0.70 
El Iron Shield of Old CZ 0.15 
I? Isle of the Ulond U2 0.70 
El Isles of the Dead that Live U2 0.70 
El ltangast Roused R1 8.00 
El‘lthil-stone R1 7.00 
[J Jewel of Beleriand CZ 0.15 
El Join With That Power C3 0.15 
E] Knights of the Prince R2 1.60 
CI Lady of the Golden Wood R2 2.00 
El Legendary Stair C2 0.15 
P Leucaruth Roused R1 9.00 

CI Lord of the Carrock R2 2.00 
CI Lord of the Haven R2 1.30 
El Lorien R2 1.80 
D Master of the House R2 1.60 
El Mauhur R2 1.00 
E] Mionid U2 0.50 
El Morgul-orcs R2 1.50 
El Mount Slain R2 1.70 

3‘ m“':.“’.:'.:*".'rm: ”misfit; is“ Millie. wid‘éfiali‘l‘my up to 
“tent“ aringlnhiscorupany. 

J; £211.". ~.~.:~'~'~*-.,~.:~.:7. ‘3”.‘2‘3: """" 

- ,‘INSmI-Iiuatfiv-fi . . 

Set (122 cards) 70.00 
Booster DIsplay Box 61.25 
Booster Pack 2.80 
1 Card name Rarity Pace 

El A Merrier World C3 0.20 
[:1 A New Ringlord .R3 2.50 
CI A Panoply of Wings C3 0.15 
III A Strident Spawn U3 0.50- 
El Alatar C4 0.15 
E] An Untimely Brood C3 0.20 
CI Arcane School R3 2.00 
E] Await the Onset R2 3.50 
LII Bad Company C3 0.20 

CI Beasts of the Wood C3 0.15 
El Blasting Fire C4 0.15 
E] Blind to All Else 63 0.20 
CI Blind to the West C4 0.15 
El Bow of Alatar R2 3.00 
D Cast from the Order R2 3.50 
III Chambers in the Royal 
. Court U3 0.50 
CI Counterfeit R3 2.00 
Fl Crept Along Cleverly C4 0.15 

1.00 CI Cruel Claw Perceived R3 

Get checklists for 450 more CCGs just like this in the 
2003 Serve CCG Cheddlst & Price Guide! 

Card name 

Middle-earth 0 The White Hand 

Rarity~ PH: 
4 El Near to HearaWhisper R2 1.70 
D Necklace of Girion R2 2.00 
D No Strangers at this TIme C3 0.15 
CI Nuriags U2 0.70 

‘ III Nurniag Camp U2 0.70 
CI Nurniags R1 3.00 
CI Old Forest U2 0.70 
D Old Treasure C2 0.15 
CI One Foe to Breed a War R2 1.50 
El Orc-mail R2 1.80 

El Orcs of Dol Guldur R2 1.30 
El Orders from Lugbfirz U3 0.50 

' El Our Own Wolves R2 1.50 
El Ovir Hollow U2 0.70 
El Padding Feet R2 1.70 
El Pallando the Soul-keeper R2 2.00 
CI Perchen . U2 0.50 
CI Petty-dwarves R2 1.50 
El Petty-dwarves R2 1.40 
El Pilfer Anything Unwatched U2 0.70 
El Power Against the Shadow C3 0.15 _ 
El Power Built by Waiting C3 0.15 
I] PowerstooDaIltandTerrible R2 1.30 
CI Radagast the Tamer R2 1.70 
CI Raider-hold U2 0.70 
CI Records Unread CZ 0.15 

. D  Regiment of Black Crows C3 0.15 
El Returned Beyond All Hope CZ 0.15 
CI Rhosgobel R2 1.50 
E] Ride Against the Enemy 03 0.15 

Iron Crown Enterprises 0 Released November 1997 

m a r - 9 ‘ -  l - F . ‘  - - . . . , 

. Bunyan: Card name Rarity Par: Card name 
3D Riven Gate R2 1.80 ; CI The Under-lees U2 0.70 
El Rivendell R2 1.50 .5 III The Under-roads C2 0.15 

:- E] Sack Over the Head U3 0.50 2' CI The Under-vaults U2 0.70 
? El Safe from the Shadow CZ 0.15 ; El The White Mountains 
”E Saruman the Wise ' R2 1.80 f n Cavern-ways C2 0.15 

Secret Book C2 0.15 i 
3 El The Worthy Hills U2 0.70 El Short Legs are Slow U3 0.50 ; El Thong of Fire R2 1.60 

I] Slip Treacherously CB 0.15 3 El Thrall-ring R2 1.30 
‘ D Spies Feared R2 1.70 ; El Thror’s Map U2 0.50 
E El Steeds R2 1.50 ; El Tokens to Show CZ 0.15 
‘ C] Steward’s Guard CZ 0.15 1; El Tolfalas U2 0.70 
7 El Stout Men of Gondor C3 0.15 : El Tower Raided R2 1 .70 
El Summons from Long Sleep 02 0.15 El Treason the Greatest Foe R2 1.50 

‘ B The Ash Mountain Deeps CZ 0.15 ; El Tribute Gamered C2 0.15 
, The Balrog R2 2.10 § . 
_ .- El Trolls from the MountaIns C2 0.15 ,— El The Dark Power U3 0.50 3 El Troth-ring R2 1.30 
CI The Gem-deeps R2 1.70 ? El Trouble on All Borders C2 0.15 

' CI The Great Eye R2 1.70 ? El Tuma (“Tom”) U2 0.50 
E] The Iron-deeps U2 0.70 5 El Turning Hope into Despair C3 0.15 

: CI The Misty Mountain Deeps C2 0.15 ; El Unhappy Blows ‘ R2 1.60 
i El The Mountains of ; El Use Your Legs R2 1.70 

Shadow Deeps CZ 0.15 1 El Usriev of Treachery C3 0.15 
‘ E The Pukel-deeps R2 2.00 ; El Wain-easterlings U2 0.50 

The Sultur-dee s 2 0.70 3 . . 
i CI The Sun Unveiiiad 33 0.15 % Baa'qiearfter'mgs 33 333 . : ea e op . El The Tormented Earth U3 0.50 ; El Well-preserv ed U3 0.50 

. CI The Undeeps of Anduin C2 0.15 ; El Wellinghall UZ 0.70 
5 CI The Under-courts U2 0.70 f E] Will Shaken R2 1.40 
‘ CI The Under-galleries U2 0.70 ; El WorlmedbymeNamtss R2 1.50 

CI The Under-gates U2 0.70 ‘ El Woses of the Eryn Vorn U2 0.50 
El The Under-grottos U2 0.70 E] Wuluag(“William”) U2 0.50 l 

, You will need 122 cards In set 
. IDENTIFIER: Faint rune at lower right, looks like upside-down ’Y’ . £33m 
0 Booster packs contain 12 cards; booster displays contain 36 boosters em, 

Card name Rarity Pm Card name Rarity Pace Card name Rarity Pm 
[3 Deep Mines C3 0.15 , 7 . El Saruman’s Machinery R3 2.00 
El Delver's Harvest U3 0.50 f g igystgigriflnc 33 333 El Saruman’s Ring R2 3.50 
E] 333381.333? 3% 3:35) ‘ El Keys to the te Towers R2 3.00 i] Shameful Deeds U3 0.50 
E] Earth-eater _ R3 2.00 : El Legacy of Smrths 03 0.20 :T El snow of Hues R3 2.00 
CI Echoes of the Song C4 0.15 CI Liquid Fire R3 2.00 3 El Sly Southerner C3 0.15 
CI Euog (Ulzog) R2 300 , l3 Longing for the West U3 0.50 : El Soiourn in Shadows R3 2.00 
El Flotsam and Jetsam R3 180 ' E] Lugdush U3 0.50 ; El Something Else at Work R3 2.00 
4 ' El Man of Skill U3 0.50 ; El Spells Born of Discord U3 0.50 
El Fool’s Bane U3- 0.50 ; El Many-coloured Robes U3 0.50 E El Squint-eyed Brute C3 0.15 
El Fortress of the Towers U3 0.50 3 5 El Squire of the Hunt U3 0.50 
El Foul Tooth'Unsheathed ca 0.20 : E mnepgfnsmpes 33 333 g E Stave of Pallando R2 3.00 
33:33:.9‘59°'e”“'"93 33 85132 ; El Mechanical Bow C4 0.15 ; E1 The Black Council R3 2.00 
E] Gandalf’s Friend u3 0.50 ' El Mischief in a Mean Way R3 2.00 g Ci The Fiery Blade R3 2.00 
III Gatherer of Loyalties C3 020 El Nature’s Revenge R3 2.00 : CI The Forge-master U3 0.50 
[I Girdle of Radagast 32 4.00 5 I] Never Refuse U3 0.50 ; El The Fortress of lsen U3 0.50 
El Give Welcome to the 13 Noble Steed C4 0.15 i El The Great Hunt R2 4.00 

Unexpected R2 2 50 El Open to the Summons U3 0.50 E CI The Grey Hat U3 0.50 
5 ' j E] Oromé's Warders R2 3.00 3 CI The White Council R3 2.00 
CI Glove of Radagast R2 3.00 ' 9 ' 2 CI The White Hand R2 4.00 
CI Gnawed Ways R3 2.00 ' D Pallando C4 0-15 g I] The White Towers '04 0.15' 
El Goblin-faces R3 200 El Pallando’s Apprentice U3 0.50 E 13 _ . . 
El Govern the Storms R3 2.00 CI Pallando’s Hood U3 0.50 : Cl The WhIte WIzard 'RZ 3.60 
CI Great patron 63 0.20 I] Piercing All Shadows U3 0.50 ; El Thrall of the Voice 3 .C4 0.15 
CI Great Ruse U3 050 El Plotting Ruin C3 0.20 . El Truths of Doom ~ U3 0.50 
E] Greater Half-ores R3 200 - D Pocketed Robes U3 0.50 ‘- Ei Uglrek R2 2.50 
E] Grey Embassy U3 0.50 E] Poison of his Voice U3 0.50 E] Vile Fumes U4 0.25 
D Guarded Haven "3 050 El Power Relinquished to El War—forges U3 0.50 
e Artifice R3 2.00 El White Light Broken U3 0.50 
E] Half-ores . U3 0.50 D Promptings of Wisdom U3 0.50 CI Whole Villages Roused R3 2.00 
E] Heart Grown Cold U3 0.50 ‘° El Wild Horses R3 2.00 

- D Hidden Haven 04 0'15 El Prophet Of Doom R2 3.50 14 

I] I".favoured Fellow . C3 020 El Radagast’s Black Bird U3 0.50 D WIIl You Not Come Down? U3 0.50 
E] In the Grip of Ambition C3 020 .El Rhosgobel C3 0.15 El Winged Change-master R3 2.00 
[3 Inner Rot ‘ R3 2.00 Ll Ring of Fire R2 3.50 El Wizard’s Myrmidon C3 0.20 
CI Ire of the East C4 015 El Rolled down to the Sea R2 3.50 El Wizard’s Trove R3 2.00 
El lsengard ~ C3 0.15 D Saruman C4 0-15 

‘ “'“’ “""“\r 3 The lists in the book are also divided into nines for easier stor- 
age — and also have prices and set reviews! Check it out! 
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Models shown at 30% actual size and supplied unpainted. 

Purchase your copy today! 
Relive the battles and adventures of 
The Two Towers with The Lord of the 
Rings tabletop strategy game for two or 
more players. In this box, you’ll find a 
rules manual and 32 highly detailed plastic 
miniatures - the ideal way to start your 
collection. Plus, Games Workshop has a 
whole line of Citadel Miniatures to support 
your adventures in Middle-earth! 

For more information, point your browser to: 
www.games-workshop.com/lotr 

For custOmer information, please call 1 1, 
Games Workshop Mail Order at: B T T L 

1-800-394-GAME 
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T H E T W O T O W E R S 

The battle for Middle- earth continues' 

Purchase your copy today! 
Relive the battles and adventures of 
The Two Towers with The Lord of the 
Rings tabletop strategy game for two or 

5 more players. In this box, you’ll find a 
:3, rules manual and 32 highly detailed plastic 

miniatures - the ideal way to start your 
’ j collection. Plus, Games Workshop has a 
5.: whole line of Citadel Miniatures to support 
' *' your adventures in Middle-earth! 

a.’ For more information, point your browser to: 
E, - www.games-workshop.com/lotr 

I; For customer information, please call 
t: Games Workshop Mail Order at: 
IF" l-800-394-GAME 

Visit: www.lordoftherings.net 
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FREE lorrl ol the llings 11-earrl-Ine two towers Ilooster pack INSIDE 
[out (It the Rings Fan eluo temporary: tattoo 

THE TWO 'r‘driv’rL-‘fis .--~..- 
CHANGES THE GAME 

“"0 Complete Player's Guide & Ghee 
0 Strategy and deck- b-uilding tips 
0 Complete Fellowship Block Play . ‘ 

loul oi the Rings II-canl'me two Towers booster nacll INSIDE 


